<** 




ROLEPLAYING GAME CORE RULES 

Mike Mearls < Bruce R. Cordell • Robert J. Schwalb 


1 































































Player’s Handbook' 3 




ROIEPLAYING GAME CORE RULES 

Mike Mearls - Bruce R* Cordell * Robert J. Schwalb 





































































..Cb 

CREDITS 


Design 

Mike Mearls (lead), Bruce R. Cordell, Robert J. Schwalb 

Additional Design 
Rob Heinsoo, James Wyatt 

Development 

Stephen Schubert (lead), Jeremy Crawford, 
Peter Schaefer, Rodney Thompson 

Additional Development 
Andy Collins, Stephen Radney-MacFarland 

Editing 

Jeremy Crawford (lead), 
Michele Carter, Cal Moore 

Additional Editing 
Torah Cottrill, Miranda Horner 

Managing Editing 
Kim Mohan 

Director of D&D R&D and Book Publishing 

Bill Slavicsek 

D&D Creative Manager 
Christopher Perkins 

D&D Design Manager 

James Wyatt 

D&D Development and Editing Manager 

Andy Collins 

D&D Senior Art Director 
Jon Schindehette 


Art Director 
Kate Irwin 

Cover Illustration 
Michael Komarck 

Graphic Designer 

Leon Cortez, Keven Smith, Emi Tanji 
Interior Illustrations 

Ralph Beisner, Eric Belisle, Kerem Beyit, Wayne 
England, Jason A. Engle, Carl Frank, Randy Gallegos, 

Adam Gillespie, Ralph Horsley, Roberto Marchesi, 

Jake Masbruch, Jim Nelson, William O’Connor, Hector 
Ortiz, Shane Nitzsche, Wayne Reynolds, Chris Seaman, 

John Stanko, Matias Tapia, Beth Trott, Francis Tsai, Eva 
Widermann, Sam Wood, Ben Wootten, Kieran Yanner 

D&D Brand Team 

Liz Schuh, Jesse Decker, Kierin Chase, Laura Tommervik, 
Shelly Mazzanoble, Martin Durham 

Publishing Production Specialist 
Christopher Tardiff 

Prepress Manager 
Jefferson Dunlap 

Imaging Technician 

Travis Adams, Ashley Brock 

Production Manager 
Cynda Callaway 

Game rules based on the original Dungeons & Dragons* rules 
created by E. Gary Gygax and Dave Arneson, and the later 
editions by David “Zeb" Cook (2nd Edition); Jonathan Tweet, 
Monte Cook, Skip Williams, Richard Baker, and Peter 
Adkison (3rd Edition); and Rob Heinsoo, Andy Collins, and 
James Wyatt (4th Edition). 


620-25124000-001 EN 
9 8 / 6 5 4 i21 


First Printing: 

March 2010 

ISBN:978 0-/869 5390 S 



U.S., CANADA, ASIA, PACIFIC. 
& LATIN AMERICA 
Wizards of the Coast LLC 
P.O. Box 707 
Renton WA 98057-0707 
-1 800 324-6496 


EUROPEAN HEADQUARTERS 
Hasbro UK Ltd 
Caswell Way 

Newport, Gwent NP9 0YH 
GREAT BRITAIN 

Please keep this address for your records 


WIZARDS OF THE COAST. BELGIUM 

Industrialaan 1 

1702 Groot Bijgaarden 

Belgium 

f32.070.233.277 


Dungeons & Dragons. D&D. d20, d20 System. Wi/aros or the Coast. Adventurer's Vault, Player’s Handbook, Dungeon Master’s Guide, Monster Manual. D&D Insider, all other 
Wizards of the Coast product names, and their respective logos are trademarks of Wizards of the Coast In the U.S.A. and other countries. All Wizards characters and the 
distinctive likenesses thereof are property of Wizards of the Coast LLC. This material Is protected under the copyright laws of the United States of America. Any reproduction or 
unauthorized use of the material or artwork contained herein is prohibited without the express written permission of Wizards of the Coast LLC. Any similarity to actual people, 
organizations, places, or events included herein is purely coincidental. Printed in the U.S.A. <52010 Wizards of the Coast LLC 


VISIT OUR WEBSITE AT WWW.W1ZARD&COM/DND 






























CONTENTS 




INTRODUCTION.4 

The Psionic Power Source.4 

1: CHARACTER RACES.6 

Githzerai.8 

Minotaur.10 

Shardmind.12 

Wilden.14 

Racial Paragon Paths.16 

Blooded Champion.16 

Nature’s Avatar.17 

Rrathmal.18 

Shard Disciple.19 

2: CHARACTER CLASSES.20 

Ardent.22 

Ardent Class Features.23 

Creating an Ardent.23 

Ardent Powers.24 

Ardent Paragon Paths.38 

Argent Soul.38 

Psionic Binder.39 

Stygian Adept.40 

Talaric Strategist.41 

Battlemind.42 

Battlemind Class Features.43 

Creating a Battlemind.43 

Battlemind Powers.44 

Battlemind Paragon Paths.58 

Eternal Blade.58 

Iron Guardian.59 

Steel Ego.60 

Zephyr Blade.61 

Monk.63 

Monk Class Features.63 

Implements..63 

Creating a Monk.64 

Monk Powers.64 

Monks and Weapons.64 

Full Discipline.64 

Monk Paragon Paths.76 

Ghostwalker.76 

Initiate of the Dragon.77 

Mountain Devotee.78 

Radiant Fist.79 

Psion.80 

Psion Class Features.81 

Implements.81 

Creating a Psion.82 

Psion Powers.82 

Psion Paragon Paths.94 

Cerulean Adept.94 

Dreamwalker.95 

Time Bender.96 

Uncarnate.97 


Runepriest.98 

Runepriest Class Features.99 

Creating a Runepriest.99 

Runepriest Powers.100 

The Runic Keyword.100 

Rune Magic.100 

Runepriest Paragon Paths.112 

Hammer of Vengeance.112 

Light Bringer.113 

Master of the Forge.114 

Rune Shield.115 

Seeker.116 

Seeker Class Features.117 

Creating a Seeker.117 

Seeker Powers.117 

Seeker Paragon Paths.130 

Crimson Hunter ..130 

Death Arrow.131 

Seven Fates Archer.132 

Swift Strider.133 

Hybrid Characters.134 

Hybrids and Roles.134 

Group Building.134 

Creating a Hybrid Character_135 

How Does It Work?.135 

Special Rules.136 

Assigning Ability Scores.136 

Psionic Augmentation 

and Hybrid Characters.137 

Hybrid vs. Multiclass.138 

Hybrid Artificer.139 

Hybrid Ardent.139 

Hybrid Avenger.140 

Hybrid Barbarian.141 

Hybrid Bard.141 

Hybrid Battlemind.142 

Hybrid Cleric.143 

Hybrid Druid.143 

Hybrid Fighter.144 

Hybrid Invoker.145 

Hybrid Monk.145 

Hybrid Paladin. 146 

Hybrid Psion.147 

Hybrid Ranger.147 

Hybrid Rogue.148 

Hybrid Runepriest.149 

Hybrid Seeker.150 

Hybrid Shaman.150 

Hybrid Sorcerer.151 

Hybrid Swordmage.152 

Hybrid Warden.152 

Hybrid Warlock.153 

Hybrid Warlord.154 

Hybrid Wizard.155 


Epic Destinies.156 

Diamond Soul.156 

Godmind.157 

Invincible Mind.158 

Master of 

the Eternal Hunt.159 

Rune Maker.160 

War Master.161 

3: CHARACTER OPTIONS.162 

Skill Powers.164 

Gaining and Using 

a Skill Power.164 

Acrobatics.164 

Arcana.165 

Athletics.165 

Bluff.166 

Diplomacy.167 

Dungeoneering.168 

Endurance.168 

Heal.169 

History.170 

Insight.170 

Intimidate.172 

Nature.172 

Perception.173 

Religion.174 

Stealth.175 

Streetwise.175 

Thievery.176 

Feats.177 

Rune Feats.177 

Heroic Tier Feats.177 

Paragon Tier Feats.186 

Epic Tier Feats.190 

Multiclass Feats.193 

Superior Implements.195 

Magic Items.197 

Armor.:.197 

Weapons.200 

Ki Focuses..203 

Orbs.206 

Staffs.209 

Rings.213 

Consumables.213 

APPENDIX: 

READING A POWER.214 

The Power Format.214 

Entries in a Power.214 

Keywords.215 

GLOSSARY.220 









































































































































































Introduction 


This volume, the third Players Handbook for 

the current edition of the Dungeons & Dragons^ 
game, offers a wealth of new character options, 
including new races and classes, a new way to com¬ 
bine classes, new skill powers, and a wide array of 
new feats, ft introduces the psionic power source, 
used by four of the classes in these pages, along with a 
new approach to power acquisition and management 
that allows certain psionic characters unprecedented 
flexibility with their powers. 

Chapter 1 introduces four additional races. The 
githzerai and the minotaur from the Monster Manual 9 
appear here in player friendly form with some addi- 
tional and revised abilities. Wilden are a newborn 
race of plantlike fey arisen to combat the threat of the 
Far Realm. Shardminds are crystalline living con¬ 
structs imbued with psionic power. 

Six new classes make up most of Chapter 2. The 
users of the psionic power source are the psion, the 
battlemind, the monk, and the ardent. The seeker (a 


primal controller) and the runepriest (a divine leader) 
round out the new classes. New rules for hybrid char¬ 
acters, who combine powers and features from two 
classes, also appear in Chapter 2. along with six new 
epic destinies. 

Chapter 3 includes a variety of new options for 
characters of every class. First are skill powers, a new 
category of utility powers that characters of any class 
can gain to make better use of their skills. New feats 
provide additional opportunities for characters to 
specialize in certain types of weapons, maneuvers, or 
powers. Finally, the chapter includes new equipment, 
notably superior implements. 

The books appendix summarizes how to read a 
power and includes updated definitions of the key¬ 
words used in the book s powers. The best way to stay 
on top of updates to the game’s rules is by visiting the 
Wizards of the Coast website. 

Players Handbook 3 concludes with a glossary of 
game terms that are used in this book. 


THE PSIONIC POWER SOURCE 


“T he Far Realm is a disease , and we are its cure 


Long ago, before the Dawn War between the gods 
and the primordials changed the face of the universe, 
a gateway lay hidden in the depths of the Astral Sea, 
a Living Gate that slept through the ages. A powerful 
being, said to be neither god nor primordial but kin 
to both, guarded the Living Gate so that none could 
open it or peer into the madness beyond. 

An often-forgotten legend describes how three 
gods came to the Living Gate. Pelor, who shined 
light into all shadows, first found the gate, though he 
later wished he had not. Ioun, whose mind hungered 
to understand all things, awoke the sleeping gate. 

And a third, nameless god, who feared no danger 
and doubted all authority, distracted the guardian 
so that all three gods could catch a glimpse through 
the Living Gate. The three gods left, changed by the 
knowledge they had gained and linked by a terrible 
secret, and swore never to seek the gate again or 
share what they had seen. 


Through many long ages the Living Gate rested 
peacefully. Even as the Dawn War sundered the 
fabric of the Astral Sea and its dominions, the gate’s 
guardian kept it shut. As the war raged on, how¬ 
ever, one of the three gods who had peered beyond 
the gate broke the shared vow they had all sworn, 
returned to the gate, and killed the guardian. Prob 
ably it was the nameless god, for it is hard to imagine 
Pelor or Ioun doing anything so foolish or malign. 

In any event, the Living Gate awoke from its eons of 
sleep... and opened. 

The alien creatures and defiling energy of the Far 
Realm erupted into reality, and its terrors emerged 
across the Astral Sea and spilled into the world. Many 
astral realms were consumed, forcing the gods to 
turn their attention away from the Dawn War and 
defend their homes. Finally, Ioun and Pelor shattered 
the Living Gate, sealing the passage to the Far Realm 
and protecting the fabric of reality, although at the 
cost of Pelor’s verdant dominion. 














It was at that time, sages in the world’s oldest mon¬ 
asteries claim, that the gods’ mortal servants first 
learned to harness psionic power. Monks dedicated to 
loun learned to harness the tiny fragments of psionic 
power set loose in the world as a result of the Far 
Realm incursion. Through rigorous discipline and 
self-control, monks trained themselves to access this 
rare and mysterious power. 

Some speculate that psion ic magic is a force that 
originates in the Far Realm and came into the uni 
verse with the sundering of the Living Gate. Others, 
including most practitioners of psionic ways, believe 
that their power is the world s response to the intru¬ 
sion of the Far Realm, similar to a mortal body’s 
reaction to disease. Perhaps loun herself learned 
the mysteries of the psionic way when she peered 
through the Living Gate, and foreseeing a future 
incursion of Far Realm monstrosities into the world, 
she taught her mortal followers the use of psionics so 
that they might have a defense prepared. 

In more recent years, the presence of the Far 
Realm has had an increasing influence on the world. 
Perhaps Pelor and loun failed to completely seal the 
rift where the Living Gate once stood, and the pas¬ 
sage of uncounted centuries has allowed the slow 
seepage of the Far Realm’s defiling energy into the 
universe. Or perhaps another rift has opened, allow¬ 
ing aberrant monstrosities to stream into the world 
and spread their corruption. Whatever the cause, 
the heightened presence of Far Realm energy has 
provoked a stronger response from the psionic forces 
of the world, making psionic magic more common, 
stronger, and easier to control. 

Monks continue to study their disciplined tech¬ 
niques of harnessing psionic magic as though it were 
still a precious resource to be husbanded. Psions 
share a similar approach, using careful study and rig¬ 
orous self-control to measure and direct the powerful 
stream of psionic magic at their command. Ardents 
and battlcminds, though, seem to acquire psionic 
powers at the whim of the universe, channeling their 
power with little effort and carrying it on the tides of 
their emotions. 

Psionic characters aren’t necessarily driven by 
a knowledge of their purpose in the defense of the 
world or their place in loun’s visions of the f uture. 
Most of them begin their careers with the same sorts 
of motivations that drive other adventurers: a thirst 
for revenge, a desire to protect their villages, a hunger 
for gold or glory, or simple wanderlust. Depending on 
your DM’s campaign, your psionic character might 
have a very different role to play in protecting the 
world-defending it, perhaps, against a demonic inva¬ 
sion or the reawakening of slumbering primordials. 
However, the various psionic philosophies all agree 
on one thing: by simply practicing psionic magic, 
you are increasing the world’s ability to defend itself 
against the Far Realm. 


PSIONIC PHILOSOPHIES 

As psionic power has matured and strengthened, several 
competing philosophies have arisen regarding Its use and 
purpose. Powerful wielders of psionic magic naturally 
gather disciples and devotees who seek to learn from 
them, forming the basis of what amount to philosophical 
schools or sects. 

The key philosophies that dominate discussion and 
debate about psionics Include the following. 

Fists of Zuoken: Zuoken was a human monk who 
achieved perfect harmony of body, mind, and spirit 
through knowledge, meditation, and decisive action, 
loun rewarded his service and dedication by making him 
an immortal exarch in her service, and the disciples he 
gathered around him in life remain a significant monastic 
order dedicated to preserving knowledge of the psionic 
arts. The Fists of Zuoken believe that psionic powers are 
to be nurtured in all who possess them. Adherents of the 
Fists of Zuoken are generally good. 

Guiding Hand: The philosophy of the Guiding Hand 
teaches that psionic power is a gift from the cosmos 
intended to help protect the universe from destruction. 
The natural extension of this philosophy is that those who 
are blessed with psionic power have a responsibility to 
protect the weak and innocent from marauding monsters 
and other dangers. Most followers of the Guiding Hand 
are good or lawful good. 

School of Unmatched Excellence: The masters of this 
school teach that those who wield psionic power are a 
superior class of beings. Their inherent superiority gives 
them the right and even responsibility to assume domin¬ 
ion over their lesser kindred. A few students of the School 
of Unmatched Excellence are unaligned, relatively benign 
individuals who seek to benevolently guide lesser mortals, 
but most are evil. 

The Path of Thirty-Seven Obstacles: This philoso¬ 
phy stresses the importance of personal excellence and 
mastery, which is most clearly demonstrated by seeking 
out and defeating powerful opponents. Most commonly, 
adherents of this path live as adventurers, proving their 
worth against powerful monsters and claiming the trea¬ 
sure and other trophies that rightfully belong to them. 
Most followers of this philosophy are unaligned. 
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The most common races in the world of the 
Dungeons & Dragons game appear in the Players 
Handbook and Player's Handbook 2. This chapter 
introduces four new and more unusual races. Heroic 
adventurers of these races are rare; if you choose to 
play one, your character is exceptional and perhaps 
marked for a special destiny 

The githzerai and the minotaur appear in the 
Monster Manual, but here they're fleshed out and 
presented for use as player characters. The other two 
races—the shard mind and the wi I den-are new to 
the game. Wilden, in fact, are new to the world, only 
recently appearing in the Fey wild in response to the 
growing threat of the Far Realm. 

This chapter s races follow the same format as the 
ones in the Players Handbook. However, instead of 
describing example adventurers, the entries in this 
book provide racial backgrounds, following the back¬ 
ground rules in Players Handbook 2. 

Githzerai are disciplined ascetics living amid 
the tumult oft he Elemental Chaos, They are not a 
numerous people even on their home plane. They 
are sworn foes of their kindred race, the githyanki, as 
well as of the mind flayers that once enslaved them. 
These twin hatreds fuel most githzerai adventurers. 

Minotaurs are hulking, beast-headed folk, whose 
physical form represents the internal war they wage 
between civilization and the rampaging beast in 
their inmost nature. Some minotaurs give in to their 
innate savagery, following the path of the demon lord 
BaphomeL Minotaur characters, though, along with 
the best elements of minotaur civilization, rein in the 
beast and rise above their violent impulses. 

Shard minds are crystalline creatures formed of 
physical and psychic fragments of an ancient entity 
called the Living Gate. With logic and discipline, they 
harness magical power with the goal of rebuilding 
the Living Gate, although factions among them hold 
different ideas ofhow f best to pursue that goal, 

Wilden are plantlike fey creatures, newly arisen 
in the Fey wild to combat the spread of the Far 
Realms influence. They can take on different aspects 
ofnature s essence, altering their appearance and 
even their personality w ith each change of aspect. 
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Ascetic and disciplined, masters of body and mind 

RACIAL TRAITS 
Average Height: 6' 0"-6' 5" 

Average Weight: 160-190 lb. 

Ability Scores: +2 Wisdom; +2 Dexterity or 
Intelligence 
Size: Medium 
Speed: 6 squares 
Vision: Normal 

Languages: Common, Deep Speech 
Skill Bonuses: -2 Acrobatics, ^2 Athletics 
Danger Sense: You have a ^2 racial bonus to initiative 
checks. 

Defended Mind: You have a -1 racial bonus to saving 
throws against effects that daze, dominate, or stun. 
Shifting Fortunes: When you use your second wind, 
you can shift 3 squares as a free action, 
iron Mind: You have the iron mind power. 


Iron Mind Githzerai Racial Power 


l jjidt’r the brunt of an attack, you use die power o/ vour mind la 
far i if}' you rselfag a i nsl 1 1 a r? n. 

Encounter 

immediate Interrupt Personal 
Trigger: You are hit by an attack 

Effect: You gain a +2 bonus to all defenses until the end of 
your next turn. 

The githzerai are descended from an ancient race 
once held in thrall by mind flayer overlords. After 
the bloody uprising that won these people their 
freedom, ideological differences split them into two 
races: the githzerai and the githyanki. The githzerai 
rejected the cruel warmongering of the githyanki 
1_ and withdrew' to the Elemental Chaos and to 

remote locations in the world to follow a path 
of self-reflection, harnessing the power of the mind 
and the soul. Centuries later, the githzerai remain in 
such locations, leading disciplined lives and observ¬ 
ing their surroundings to determine their place in the 
universe. 

Play a githzerai if you want... 

■f to be a character w'ho has strong planar ties. 

4 to avoid attacks and stay one step ahead of your 
enemies, 

4 to be a member of a race that favors the avenger, 
monk, ranger, and seeker classes. 
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Physical Qualities 

Characterized by spare frames and an exotic appear 
a nee. githzerai are taller than humans and slender 
to the point ofbeing gaunt. Their skin tends toward 
yellow tones, occasionally shading into brown or 
green. They have distinctive angular features and 
pointed ears, as well as eyes set in deep sockets and 
flattened noses set high on their faces, 

Male githzerai usually keep their heads shaved or 
tonsured and braided, and they grow controlled facial 
hair A typical style is a shaved pate with a long braid 
trailing from the back of the head. Females wear 
their long hair close to the head in braids or tight 
buns. Githzerai hair is typically russet, but black and 
gray sometimes occur. 

The githzerai commitment to asceticism means 
that individuals generally disdain displays of wealth, 

! heir clothing is practical, simple in design, and 
accentuated only by simple jewelry. They indulge 
their artistic nature through body painting or tat¬ 
toos. Even these expressions incorporate a functional 
purpose: Tattoos serve as identifiers, helping githzerai 
recognize the tradition and location from which a 
fellow githzerai hails. 

Githzerai live about as long as humans. 


Few relationships hold any sway over githzerai. 
Religion, nationalism, and even familial loyalties are 
less important than personal seeking and enlight¬ 
enment. Githzerai place value on proven methods 
and associates, rather than on those that tradition 
or dogma might dictate. Githzerai seek out capable 
teachers, students, and companions, and they are 
unwavering allies to those who prove worthy. 

To discover whether someone or something is 
worthy, githzerai must he open minded as well as 
w illing to learn and to take risks. The fact that githz¬ 
erai Find it easier to trust other githzerai than they 
do members of other races tempers this measure 
of tolerance. Only a member oft he race can truly 
understand the struggles that the githzerai have 
undergone. 

Githzerai Characteristics: Ascetic, calculating, 
calm, cautious, cynical, disciplined, introspective, 
pragmatic, quiet, secretive, suspicious, terse 

Male Names: Dak, Durth, Ferzth, Greth, Hurm, 
Kalla, Murg, Nurm, Shrakk 

Female Names: A dak a, Adeya, Ella, Ezhelya, Immil- 
zin, Izera, Uweya 


Playing a Githzerai 

Githzerai value their heritage. It informs their phi¬ 
losophy, their behavior, and their intolerance for 
githyanki and mind flayers. Where githyanki crave 
battle and conquest, githzerai seek inner harmony 
and self-mastery. They often travel great distances to 
explore the self and to give up mortal attachments by 
witnessing the possibilities that existence has to offer. 

Although githzerai are willing to explore and 
experience the cosmos, they maintain a worldview 
centered on personal responsibility and accomplish¬ 
ment. The races social hierarchy is based entirely on 
merit, and each githzerai must earn a place in history. 
Great heroes, leaders, and teachers are immortalized 
as revered ancestors, with important techniques and 
cultural elements hearing their names. The unworthy 
remain lowly and are forgotten. 

Austerity, prudence, pragmatism, and tenacity also 
run strong in the githzerai persona. Githzerai rarely 
own more than they need. They don't speak at length 
when a brief statement will do. Although githzerai 
have Fiery souls, reflected by their fierce resolve and 
strong loyalties, they rarely display strong emotions. 
The trust of a githzerai must be earned, and most 
githzerai expect weakness and lack of discipline in 
others. However, githzerai readily make use of any 
resources at hand, including members of other races, 
to solve problems or shore up defenses, A githzerai 
rarely backs down from a challenge in which success 
seems possible. 


Githzerai Backgrounds 


Here are background elements for githzerai, 

Cenobite Initiate: You were raised and trained 


in a githzerai monastery in the Elemental Chaos or 
a remote part ofthe world. You might have stayed 
there for all your early years, contemplating the 
dangers around you and binding your mind in dis¬ 
cipline. Then, somet hing drew you away from your 
home. Perhaps you sought the answers to questions 
about your race s origin. Maybe a visitor aroused your 
curiosity about the world beyond the monastery’s 
walls. Now you Find yourself outside the disciplined 
civilization ofthe githzerai. How are you adjusting? 

Is the experience intriguing or frustrating? Are new 
companions a suitable replacement for those you left 
behind? 

Associated Skills: Arcana, History 

War Band Survivor: You joined a githzerai war 
band that either traveled to the world or originated 
in it. Your band sought enemies of the githzerai and 
found foes beyond your groups capabilities. You were 
the only survivor ofthe battle. What happened to 
the rest of your band? You might be stranded in the 
world with no easy route home, but do you want to go 
home? Is ihe shame of your band's defeat, or perhaps 
the shame of your survival, too great? Do you seek 
vengeance lor the death of your companions or abso 
lution for the guilt you feel as a survivor? 

Associated Sk ilIs: Du ngeo n eer i i ig, Perception 
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GITHZERAI 




Ctmflhi between savagery ami avilizulion, ibese 
warriors struggle against the beast within 


RACIAL TRAITS 
Average Height:/' T-7' 5" 

Average Weight: 320-3S0 lb. 

Ability Scores: +2 Strength; +2 Constitution nr 

Wisdom 
Size: Medium 
Speed: 6 squares 
Vision: Normal 

Languages: Common, choice of one other 
Skill Bonuses: t2 Nature, Perception 
Vitality: You have one additional healing surge. 
Ferocity: When you drop to 0 hit points or fewer, you 
can make a melee basic attack as an immediate 
interrupt. 

Heedless Charge: You have a +2 racial bonus to AC 
against opportunity attacksyou provoke during a 
charge* 

Goring Charge: You have the goring choree power. 


Goring Charge Minotaur Racial Power 


You charge die enemy <t ml gftr? if wJfJiyuur horns. 

Encounter 

Standard Action Melee 1 

Effect: You charge and make the following attack in place of 
a melee basic attack. 

Target: One creature 

Attack: Strength, Constitution, or Dexterity + 4 (G at 11 th 
level and 8 at 21 st level) vs* AC 
Hit: Td6 + Strength, Constitution, or Dexterity modifier 
damage, and you knock the target prone* 

Level 11: 2d6 + Strength, Constitution, or Dexterity 
modifier damage* 

Level 21: 3d6 + Strength, Constitution, or Dexterity 
modifier damage. 

Minotaurs embody the tension between civilization 
and savagery, discipline and madness, for thev stand 
in two worlds. Tugged toward violence but bound by 
conscience, numerous minotaurs are driven to rise 
above their dark impulses* Such a minotaur seeks 
the balance between the monstrous and the refined* 
Innumerable minotaurs give in to the temptations 
staining their souls and find themselves thralls to 
Baphomet, the Horned King. Minotaurs must strug¬ 
gle to become more than the beasts they resemble or 
else succumb to the demonic brutality they despise* 

Play a minotaur if you want * * * 


At !av sjii.i kSrifc 




















♦ to be a mighty warrior who has amazing strength 

and endurance. 

♦ to be a monstrous adventurer struggling against 

villainous tendencies, 

♦ to be a member of a race that favors the barbarian, 

fighter, and warden classes. 

Physical Qualities 

A minotaur combines the features of human and 
bull, with the build and musculature of a hulking 
humanoid, but with cloven hooves, a bovine tail, 
and, most distinctive of a II, a bull's head. Fur covers a 
minotaurs upper body, coarse and thick on the head 
and neck, gradually thinning around the shoulders 
until it becomes humanlike hair over the arms and 
upper torso. The thick hair turns shaggy once more 
at the minotaurs waist and thickens around the loins 
and legs, with tufts at the end of the tail and around 
the powerful hooves. Minotaurs take pride in their 
horns, the sharpness, size, and color of which are 
related to an individuals place in minotaur society. 
Fur and skin coloring runs Trout albino white to coal 
black, though most minotaurs have red or brown fur 
and hair. 

Labyrinthine patterns are important to minotaurs, 
and these decorations appear on their clothing, 
armor, and weapons, and sometimes even on their 
hides. Each pattern is particular to a clan, and the 
pattern's size and complexity help minotaurs iden¬ 
tify family allegiance and caste. The patterns evolve 
through the generations, growing more expansive 
based on clan members' deeds and a clan s history. 

Minotaurs Jive as long as humans do. 

Playing a Minotaur 

The minotaur preference for labyrinths is legend¬ 
ary, and is more than a quirk. It is central to what 
minotaurs believe and how they see the world around 
them, A labyrinth is a physical representation of the 
spiritual and psychological journey each minotaur 
must undertake to make peace with his or her con¬ 
flicted nature. 

Each minotaur must navigate the perils of the 
self to transcend bestial impulses. One minotaur 
might achieve this easily. Another might wander 
the corridors of his or her mind and soul for a life¬ 
time. trapped within the circuitous passages of 
self-deception and monstrous desire. Those who fall 
might descend into depravity becoming the thralls of 
the Horned King, whose presence looms over every 
minotaur community. 

Perhaps as a result of this inner struggle, mino¬ 
taurs seek structure and order in all they do. They 
take great pleasure from perfecting their talents, and 
many spend lifetimes mastering trades, artistic styles, 
magic, and fighting techniques. Once minotaurs 


commit themselves to a task, they see it through. 
Failure is not perceived as a personal flaw, but as 
an opportunity for growlh. Giving up when faced 
with challenges, however, is seen as a weakness of 
character. The greatest challenge for minotaurs is to 
remain vigilant against their inner corruption, and so 
to capitulate in any effort is more than dangerous; it is 
the first step on the road to spiritual corruption. 
Although many minotaurs are civilized, they 
are the objects of suspicion and hatred from other 
races. This animosity stems not only from minotaurs’ 
monstrous appearance, but also from their infamy. 
Wicked minotaurs are remorseless raiders and kill¬ 
ers, and these are often the only minotaurs known in 
a given area. 

Minotaur Characteristics; Bloodthirsty, cruel, dis¬ 
ciplined, enlightened, frustrated, militant, mystical, 
polite, savage, spiritual, tortured 

Male Names: Asteron, Bjorkus, Codrus, Foostus, 
Goeban, Jak, Minron, Noostoron, Podrus, Terios 

Female Names: Duula, Esteru, Hester, Kuonu, 
Loodra, Oestra, Raastred, Seestra* Uovana, Weoren 

Minotaur Backgrounds 

Here are background elements for minotaurs, 
Baphomet Clan Exile: Your clan succumbed to 
the lies and promises of Baphomet’s cultists, and all 
your living relations are in the thrall of the demon 
lord. You alone refused to bow to the Horned King, 
choosing to flee into exile rather than become a sacri¬ 
fice on Baphomet s altars. Perhaps you swore to fight 
Baphomet in order to purify your people, or to exter^ 
min ate your entire clan. Or perhaps you seek only to 
put that disaster behind you, to move on with your 
life and keep the beast in your heart contained. 
Associated Skills: Religion, Stealth 
Silenced Beast: The voice of the beast within you 
is silent. Its savagery has no hold over you, and its call 
has no appeal You have transcended it and moved 
to a higher consciousness, something akin to enlight¬ 
enment. You are at peace with yourself with who 
you are, and with the world around you. When you 
need to fight, you can fight fiercely, but you don’t lose 
control-the beast is at your command. How did you 
find such peace? Was it through religious devotion, 
disciplined martial practice* arcane study* or psionic 
meditation? Is there anything that can shatter your 
tranquility and loose the beast again? 

Associated Skills; Diplomacy* Insight 
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Shard Swarm Sliardmmri Racial Power 




You loosen your mental ^/rtp cm your physical form t distracting 
your foes with a swarm of shards* You then re-form elsewhere. 

Encounter ♦ Teleportation 
Move Action Close burst 1 

Target; Each enemy in burst 

Effect: Each target grants combat advantage to you until 
the end of your next turn. You then teleport half your 
speed, 

Shardniinds are sentient fragments of the Living 
Gate, which once stood at the pinnacle of the intri¬ 
cate lattice of the Astra! Sea. Beyond that gate lay tire 
alien Par Realm, and the gates destruction during 
the Dawn War resulted in the rise of the mind flayer 
empire. Though Ioun's power holds the porta! closed, 
shard minds seek to rebuild the gate and forever cut 
off the Far Realms ability to influence the world. 

Play a shard mind if you want,, * 

♦ to play a strange, intellectual character who has a 
strong psionic flavor. 


RACIAL TRAITS 
Average Height: 5‘ 9 -6 2" 
Average Weight; 180-2TO lb, 


Ability Scores: +2 Intelligence: +2 Wisdom or 
Charisma 
Size: Medium 
Speed: 6 squares 
Vision: Normal 


Languages: Common, Deep Speech, choice of one 

other 

Skill Bonuses: +2 Arcana, +2 Endurance. +2 to one 
other skill 

Telepathy: You t an communicate teleparhically with 
any creature within 5 squares of you that has a 
language* 

Crystalline Mind: You have resist 5 psychic. The resis- 
tance increases to 10 at 11th level and IS at 21st 
level. 

Living Construct: You are a living construct. You don't 
need to eat, drink, breathe, or sleep. You never have 
to make Endurance checks to resist the effects of 
starvation, thirst, or suffocation. 

Immortal Origin: You are native to the Astral Sea, so 
you are considered an immortal creature for the 
pur pose of effec ts that relate to creature origin. 

Shard Swarm: You have the shard swarm power. 


Raw psionic energy barely con tamed in a body of 
^leantin^ crystalline shards 
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♦ to embody an ancient history that makes you an 
enemy of the Far Realm and its denizens. 

+ to be a member of a race that favors the psion, 
wizard, and invoker classes. 

Physical Qualities 

Shard minds are crystalline creatures consisting of 
hundreds of small shards of translucent green, white, 
red, or amber crystal assembled into humanoid 
form and animated by a force of pure psionic energy. 
Shard minds choose their forms to mimic the shapes 
of humanoids: some take on forms that seem more 
masculine, while others appear more feminine. 

A shard mind’s animating force glows dimly from 
within each o' its component shards, emanating most 
brightly from where the eyes of a natural humanoid 
would be. This inner light sheds dim light in a shard- 
mind’s space, but a shard mind individual can squelch 
the light with an instants concentration-in order to 
hide in the dark, for example. 

T he c rys ta 1II ne f rag me n t s mak i ng up a s ha rd - 
mind’s body are in constant, silent motion, almost 
like the circulation of blood. When a shard mind is 
stunned or unconscious, it might lose control of the 
tight mental reins that keep its body in humanoid 
form, a few shards slipping free into orbits around its 
body until the shard mind regains control. 

Shardminds are living creatures only in the loosest 
sense. Their crystalline bodies require no sustenance, 
and they don't breathe. They don’t need sleep, though 
they must still rest for six hours to gain the benefits 
of an extended rest. They don't have gender and don't 
reproduce, but the shardminds alive today aren't the 
same ones that sprang to lile during the Dawn War. 
Shardminds say that the Living Gate shattered into 
countless fragments, and each time an awakened 
shard mind is killed, another one somewhere in the 
universe stirs to consciousness. 

Playing a Shardmind 

Shardminds are fragments of pure thought given 
life and substance. They are logical, emotionally 
distant, and naive to the ways of society in the world. 
Some approach life with innocent curiosity eager to 
embrace the wealth of experiences the world has to 
offer, while others remain reserved and aloof, bear¬ 
ing a higher purpose in mind at all times. Though 
they often seem dispassionate, when a strong emo¬ 
tion seizes them, they experience it powerfully. 

For example, shardminds don't get annoyed: they 
become enraged. 


Although the race as a whole shares a common 
goal of rebuilding the Living Gate, several philoso' 
phies disagree on how to accomplish that goal. The 
three most important sects are the Thought Builders, 
the God Shards, and the Shard Slayers. See ’Shard' 
mind Backgrounds’' below for more information 
about each philosophy. 



Shardmind Characteristics: Detached, insightful, 
intellectual* logical, thoughtful, volatile 

Shardmind Names: Amata, Arshaka, Arwia, 

Balashi, Rash a mi. Belessunu, Dipana, F.rishti, 

Eshunu, Hunzu, lltani, Ishmea, Kuaya. Knbaba, Kuri, 
Manishlu, Naram, Nuraya, Seluku, Tabni, Ubashu, 
Utua* Zakiti 

Shardmind Backgrounds 

These shardmind background elements each rep¬ 
resent a distinct philosophy, so it is unlikely that a 
shardmind would have more than one of them. 

Thought Builder: You seek to create a new Living 
Gate and to imbue it with the psionic power neces¬ 
sary to keep the influence of the Far Realm at bay. 
The sect is prominent in the planar metropolis of 
Hestavar {see Manual of the Planes, page 94), Most 
members of the Thought Builders are dedicated to 
loun. They tend to be unaligned or good. 

Associated Skids: Arcana, Religion 

God Shard: You believe that each shardmind 
must seek to acquire as much personal power as pos¬ 
sible. Since you are a fragment of the Living Gate, 
your own power is the force that keeps the Far Realm 
from destroying the universe; each shardmind, 
in fact, is a fragment of divine power and carries 
a responsibility to nurture that power. Most God 
Shards are unaligned and revere no deity. 

Associated Skills: History, Religion 

Shard Slayer: You believe that when a shard¬ 
mind dies* its animating life force returns to the site 
of the Living Gate, where it shores up the universes 
defenses against the Far Realm's intrusion. Thus, you 
seek to kill as many shardminds as possible, start¬ 
ing with the adherents of other philosophies, Asa 
precautionary measure, you also seek out fragments 
of the Living Gate that have not yet awakened to 
sentience* and you destroy them as well, hoping to 
reduce the number of shard minds that will exist in 
the future. Most Shard Slayers arc evil and many are 
devoted to Veen a. 

Associated Skills; Arcana, Intimidate 
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W1LDEM 



Nature’s^ardians-hunters and destroyers, beepers 
o f ancient It no wledge 

RACIAL TRAITS 
Average Height: 5 6^-5 9" 

Average Weight; 140-170 lb. 

Ability Scores; +2 Wisdom:+2 Constitution or 
Dexterity 
Size: Medium 
Speed; 6 squares 
Vision: Low-light 

Languages: Common. Elven 
Skill Bonuses: +2 Nature, +2 Stealth 
Fey Origin: You are native to the Fey wild, so you are 
considered a fey creature for the purpose of effects 
that relate to creature origin. 

Hardy Form: Choose Fortitude, Reflex, or Will, You 
gain a +1 racial bonus to that defense. 

Nature’s Aspect: Whenever you complete an 

extended rest choose one of the following aspects 
of nature to manifest. 

Aspect of the Ancients; You can use the voyage of 
the ancients power while you are in this aspect 

Aspect of the Destroyer; You can use the wrath of 
the destroyer power while you are in this aspect. 

Aspect of the Hunter; You can use the pursuit of 
the hunter power while you are in this aspect. 


Voyage of the Ancients Wikk-u Racial Power 


You vanish and leave a bewildered foe in your wake. 

Encounter ♦ Teleportation 
Free Action Personal 

Trigger: You hit an enemy with an area or a dose attack 
Effect: You teleport 3 squares. Choose a single enemy you 
hit with the attack. You and one ally you can see gain 
combat advantage against that enemy until the end of 
your next turn. 


Wrath of the Destroyer Wilden Racial Power 


Your destroyer aspen responds to cm nr I tick with deadly force. 

Encounter 

Immediate Reaction Personal 

Trigger; A bloodied enemy attacks you or your ally adjacent 
to you 

Effect: You either make a melee basic attack against the 
triggering enemy or charge it IF your attack hits, the en 
emy is also dazed until the end of your next turn. 


Pursuit of the Hunter Wflden Rat iuF Power 


Your prey' tries to maneuver away, but there is no escape. 
Encounter 

Immediate Reaction Personal 

Trigger: An enemy within 7 squares of you moves on its turn 
Effect: You shift 3 squares. Until the end of your next turn, 
you deal 1 d6 extra damage to the triggering enemy 
when you hit it. and you ignore the -2 penalty to attack 
rolls for attacking it when it has cover or concealment. 
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The vvilden emerged from the unspoiled reaches, 
ancient bogs, and primeval forests of the fey wild. 
Awakened to fight the growing corruption plaguing 
the land, they strive to restore the natural order and 
t o p u rge a be rrant ho r ro rs f rom t h e wo rid. 

Play a vvilden if you want,. * 

♦ to embody nature's ability to right its own course. 

♦ to adapt to the challenges you face by altering your 
essential nature. 

♦ to be a member of a race that favors the battle- 
mind, druid, invoker, and shaman classes. 

Physical Qualities 

Wildcn are plantlike fey creatures. Their bones are 
hardwood, and their supple, bark like skin trails into 
viny tendrils and a cloak ofleaves. 

Within each wilden lies natures spirit, and all can 
manifest this spirit in different aspects. Each aspect 
triggers a transformation, reflecting the purpose 
for which the wilden were created. A wilden in the 
aspect of the ancients has eyes and leaves of white. 
When a wilden is in the aspect of the destroyer, 
jagged spurs break through the skin, and the eyes 
darken to black. The hunter's aspect camouflages a 
wildens body with green and brown patterns, while 
the eyes take on an emerald colon 

As wilden age, their bodies move through the 
seasons. Young wilden are like trees in spring, filled 
with life and vigor, their bodies a green hue. In the 
summer phase, a wildens body is brown or tan, while 
the cloak of leaves remains vibrant green, Wilden in 
the autumn phase undergo a profound change, their 
skin darkening as their leaves turn color to reds, yel 
lows, and oranges. Finally, the winter phase heralds 
the end of a wilden s life, as the body grows thinner 
and the wildens leaves wither and fall. 

A typical wilden lives more than a century. 

Playing a Wilden 

The vvilden are a race in its infancy. Wilden believe 
that they awoke to meet a threat moving across the 
Feywild and into the world: the rising power of the 
Far Realm and its incursions into the rest of the 
known universe, in the form of aberrant creatures. 

Central to wilden existence are nature's three 
aspects: the keeper of ancient secrets, the destroyer, 
and the hunter. As keepers of ancient secrets, wilden 
act as stewards, preserving the land against any who 
would defile it. The destroyer aspect is natures fury 
incarnate the destruction embodied by hurricanes, 
tornadoes, and lightning strikes. The aspect of the 
hunter seeks out and eradicates aberrant corruption. 

Individuality has no place in a wilde ns life. Males 
and females display differences in personality and 
appearance, but all wilden regard themselves as parts 


of a greater whole. When speaking of themselves, 
wilden use the plural, saying "we” instead of 11 1.” 

As a new people, wilden lack grudges toward other 
races. Most wilden are eager to learn about other 
societies, beliefs, and cultures, and they might adopt 
the values of other races as their own. 

Wilden can experience shifts in personality when 
they assume their aspects. They become thought¬ 
ful and cautious when in the aspect of the ancients, 
aggressive in the aspect ol the destroyer, and secre¬ 
tive and withdrawn in the aspect of the hunter. 

Even as wilden shape their beliefs through expo¬ 
sure to other cultures, they maintain that their 
purpose is to secure the Feywild and the natural 
world from harm. Wilden who worship gods venerate 
deities who cherish nature, such as Core I ton, Mel ora, 
and Sehanine. Wilden also honor the primal spirits, 
Wilden have no kingdoms or cities, but they regard 
all of nature as their home. When they gather, they 
do so in communities where the borders between 
the Feywild and the natural world are thinnest. 
Wilden live in harmony with nature, so even in these 
settlements, it is difficult to distinguish where the 
wilderness leaves off and the community begins, 

Wilden Characteristics: Accepting, ambitious, 
contradictory, curious, driven, enigmatic, intolerant, 
measured, savage, violent 

Male Names: Banmarden, hidden mar, Dunn indin, 
Ketfenbar. Mid nor ten, Rodmennar, Vennerzad 

Female Names: Dannamai, Ennimbel, Kalkennash, 
Nementail, ShallahabTellorda, Zazenna 

Wilden Backgrounds 

Here are background elements for vvilden. 

Born of Ruin: You were born in a place defiled by 
the Far Realm. You might have been born to wilden 
parents, or simply emerged from the dying plant life 
at the edges of the defilement. Perhaps you hope to 
return there and purge that place of its corruption 
when your power is great enough. Or perhaps there is 
no hope for it. and you can strive only to prevent such 
a catastrophe from occurring elsewhere. 

Associated Skills: Arcana, Nature 
Hunted: Something seems to know ofyou-and 
to want you dead. Destruction has followed you for 
your entire life, and the fact that you are alive seems 
to be proof that you are being preserved for some 
greater purpose. Are aberrant monsters drawn to try 
to destroy you? Is there a widespread cult devoted 
to a Far Realm overlord that seeks to kill you? Or is 
there simply a curse on you that brings destruction to 
everyone and everything you love? 

Associated Stills: Bluff, Stealth 


CHAPTER I | C ti a r a c t e r Races 


WILDEN 



RACIAL PARAGON PATHS 
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Building on the racial paragon paths presented in 
Player's Handbook 2, the paragon paths in the rest of 
this chapter are intended for this book s races. 

Blooded Champion 


that all your people must face* So each battle and 
each contest is a chance to demonstrate your resolve 
and your mind’s focus on rising above the shadow 
that darkens your soul. 


"I do what \ was made to do,for the causes l choose 
Prerequisite: Minotaur 

The warrior caste witlvin minotaur society doesn’t 
admit just anyone to its ranks. To be recognized as a 
champion, a blooded warrior, you must demonstrate 
both skill at arms and an unfailing discipline to 
master the beast that rages to be released. Time and 
again, you proved your mastery over your weapons 
and yourself until that day when you finally gained 
the recognition you rightly deserved. 

Continuous training lias done more for you than 
simply gaining you greater standing among your 
people. Your devotion to your craft elevates your 
fighting style beyond that of most warriors. Your 
weapons are extensions of your will, razor-sharp 
appendages that slice and hew as you direct them. 
More important, you meld the spiritual forces 
guiding you on your life’s journey with your own 
fighting spirit until you become a honed machine of 
war. The thrill ol the fight rises with your adrena¬ 
line, but it doesn’t master you. The urge to kill lends 
strength to your attacks, but doesn’t overtake your 
self-control. You recognize the taint afflicting your 
people, and you know that to give in to these dark 
impulses is to step into the trap of bestial savagery 



Blooded Champion 
Path Features 

Vigorous Action (11th level): When you spend 
an action point to make an attack while you’re blood¬ 
ied, you gain temporary hit points equal to your 
Constitution score* 

Aggressive Resurgence (11th level): When yon 
use your second wind, you can forgo regaining hit 
points and the bonus to your defenses to instead both 
regain the use o( youreform# charge racial power and 
gain a +2 bonus to attack rolls and damage rolls until 
the end of your next turn. 

Never Say Die (16th level): When you drop to 
0 hit points or fewer, you donl fall unconscious as 
a result of the dying condition until you fail a death 
saving throw. 

Blooded Champion Powers 


Follow-Up Gore Blooded Champion Attack 11 


Your weapon strike unbalances you r/oc. leaving if exposed to 
your ferocious gore attack. 

Encounter ♦ Weapon 
Standard Action Melee 1 

Target: One creature 
Attack: Strength vs. AC 

Hit: 1[W| + 2d6 + Strength modifier damage, and you 
slide the target 1 square and knock it prone. 


Bloodthirsty Shift Blooded Champion Utility 1 1 


hen an enemy of yours falls, you spring forward to engage the 
next foe. 

Encounter 

Free Action Personal 

Trigger: You reduce an enemy to 0 hit points 
Effect: You shift your speed to a square adjacent to an 
enemy. 


Driving Gore Blooded Champion Attack 20 


You swingyvur horns in a brutal' arc, knockingymr enemy 
back and down. 

Daily 

Standard Action Melee 1 

Effect: You charge and use the following attack in place of 
a melee basic attack. 

Target: One creature 
Attack: Strength + 8 vs. AC 

Hit: Sd6 + Strength modifier damage, and you slide the 
target 4 squares and knock It prone. 

Miss: Half damage, and you slide the target 2 squares. 
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Mature’s Avatar 

'7 am every r aspect of nature, rts power taken shape in me" 
Prerequisite: Wilden 

Every wilden manifests the changing face of nature. 
Each day, a wilden chooses to embody one of natures 
aspects. 

For you, these aspects are not just transient states. 
They arc reflections of natures versatility and power. 
As you Tight for the preservation of the world, you 
draw deeply from each aspect. You gain an additional 
benefit from each aspect while you are bloodied. You 
have learned ways to funnel the power of nature s 
aspects into vour attacks. Eventually,you master the 
ability to quickly change your aspect to meet any 
challenge with the best tools at your command. 

Nature’s Avatar Path Features 

Bloodied Aspect (11th level): You gain a benefit 
related to the aspect of nature you are manifesting. 

Aspecr of ihe A nden t$: When you spend a healing 
surge while you are bloodied, you regain additional 
hit points equal to your Wisdom modifier. 

Aspect of the Destroyer: You gain a +1 racial bonus to 
attack rolls while vou are bloodied. 

Aspect of the Hunter r You gain a +1 racial bonus to 
speed while you are bloodied. 

Adaptive Action (11th level): When you spend 
an action point, you can change your current aspect 
of nature to a different one as a free action. If you have 
already used the encounter power associated with 
your previous aspect, you can't use the power (rom 
your new aspect until you have taken a short rest. 
Bloodied Vigor (16th level): When you use your 
second wind while you are bloodied, you gain a +2 
power bonus to attack rolls and damage rolls until the 
end of your next turn. 

Nature s Avatar Powers 


Freezing Blast Nature's Avatar Attack 11 


You draw power from die world to bolster your attack with a 
blast of freezing wind. 

Encounter ♦ Cold 

Free Action Personal 

Trigger: You hit a creature with an at-will attack power 

Target: 1 he creature you hit 

Effect: The target takes ldl 0 extra cold damage from 
the triggering attack, and the target is subject to an 
additional effect based on your current aspect of nature. 
Aspect of the Ancients: The target is dazed until the end 
of your next turn. 

Aspect of the Destroyer: The target instead takes 2d10 
extra cold damage. 

Aspect of the Hunter: The target is restrained until the 
end of yotir next turn. 



Nature's Rebirth Nature's Avatar Utility 1 2 


Tapping info the ever-changing nature of rite FeywfM t you alter 
your aspect to meet your adversary. 

Daily 

Minor Action Personal 

Effect: You can make a saving throw. In addition, you 
change your current aspect of nature to a different one. 
You can use t he power associated with the new aspect* 
even if you have already used an aspect of nature power 
during this encounter 


Nature's Purging Fire Nature's Avatar Attack 20 


Just as o forest fire dean the way for new gmwthyou ignite 
your enemy to demise its influence from the world. 

Daily ♦ Fire, Teleportation 
Free Action Personal 

Trigger: You hit or miss a creature with an at-will attack 
power 

Target I he creature you hit or missed 
Effect The target takes 10 fire damage, the target deals 
5 fire damage to each enemy adjacent to it at the start 
of its turn (save ends), and the target is subject to an 
additional effect based on your current aspect of nature. 
Aspect of the Ancients: The target is subjected to the 
ancients’ grasp (save ends). Until the grasp ends, any 
enemy that starts Us turn adjacent to the target is 
immobilized until the end of your next turn. 

Aspect of the Destroyer: The target instead takes 20 fire 
damage. 

Aspect of the Hunter: The target Is subjected to your 
hunter's wrath (save ends). Until ihe wrath ends* 
whenever you hit ttie target, you can teleport it 5 squares 
to a square adjacent to an enemy. 
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Rrathmal 

i he search for rn^nf and the f reedom we now 

possess do ool allow us die luxury of quietly suffering our 
enemies;' 

Prerequisite: Gitlizerai 

Untold years of slavery shaped your people. Freedom 
molded them furt her during the split from those 
who became the githyankL In the centuries since the 
gitlizerai gained independence, they have struggled 
to master themselves and prepared themselves 
against any threat to the liberty they earned so long 
ago. They vvill not he enslaved again. 

Defense is not enough, however Your people have 
always formed war hands to deal with menaces dose 
and tar. Highest among these groups is a rrakkma—a 
ve ngea nee band, M i ghty g i t h zera i ca 1 i ed rra I h m a 1 s 
gather in these elite cadres to hunt those who 
still watch the free gitlizerai with covetous 
eyes. Each rrakkma sets out on a hunt, bring¬ 
ing destruction to mind flayers, git hyanki, 
and other threats wherever they are found. 

At times, a rrakkma has a goal, such as hin¬ 
dering ferreting out a hive of mind flayers. Sometimes 
the members of a rrakkmas wander until they have 
faced a number ol foes sufficient to call lhe mission a 



success. To serve in a rrakkma is a great privilege, and 
githzerai preparing lojoin such a group receive special 
t ra i n i ng. Eve n a g i t \\ze ra i who hasp rove n wor l hy wl i i I e 
traveling among nongithzerai might be so honored. 

You are such a one. You have served your people 
well, proven yourself worthy of special training, or 
found a teacher who knows the techniques oft he ven¬ 
geance warriors of the githzerai. You have learned to 
make assaults decisively pursue enemies relentlessly 
and defeat foes utterly 

Rrathmal Path Features 

Psychic Resistance (11th level): You gain resist 
10 psychic. The resistance increases to 15 at 21st level. 

Unfettered Action (11th level): When you spend 
an action point to take an extra action, any effects on 
you that daze, restrain, slow, or immobilize end. 

Preternatural Instinct (16th level): When you 
roll initiative, you can roll twice and use either result 

Rrathmal Powers 


Trace Chance Rrathmal Attack 11 


iiy peering info the future, you pick through the possibilities to 
anticipate your enemy's next anion. 


Ranged 5 


Encounter 
Standard Action 
Target One creature 

Effect: You gain a + 2 bonus to the next melee attack 
roll you make against the target with an at-will power 
before the end of your next turn, ff that attack hits, it is 
a critical hit. 



CHAPTER I | Character Races 


Rrathmal Pursuit Rrathm.it Utility 12 


Even as your opponent withdraws, yon are in motion, cutting off 
its retreat , 

At-Will 

Immediate Reaction Personal 
Trigger: An adjacent enemy shifts away from you 
Effect; You shift your speed to a square adjacent to the 
triggering enemy. 


Vengeance Shroud Rrathmal Attack 20 


Exerting your steely uil/.you/orce order onto die chaos of battle 
and turn the hostility of your adversaries into suffering* 

Daily 4 Psychic, Zone 
Standard Action Close burst 2 

Target: Each enemy in burst 
Attack: Dexterity or Wisdom + 6 vs. Will 
Hit: 2d10 f Dexterity or Wisdom modifier psychic 
damage. The first time the target hits or misses during 
each of its turns, it takes 10 psychic damage (save ends). 
Miss: Half damage. 

Effect: The burst creates a zone that lasts until the end of 
your next turn. While within the zone, any ally can take 
1 0 on the first attack rofl of his or her turn, rather than 
rolling a d20. 

Sustain Minor: The zone persists. 
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Shard Disciple 

“Mr body is but one of many politic configurations of 
substance." 

Prerequisite: Shardrnind 

A shard mind's physical form is an amalgamation of 
crystalline shards that shard minds believe are frag¬ 
ments of the Living Gate, bound together by force of 
will into a humanoid form. Every shard mind has a 
limited ability to alter that form. 

You, however, are a shard disciple; you have learned 
how to relax the bonds of your form to the point vvhere 
your body becomes a swirling storm of crystalline frag' 
ments. You can disperse your body to protect yourself 
from attacks, and your shard swarm racial power lets 
you form yourself into a lethal cloud of crystals. As you 
advance in level you learn to disperse your conscious¬ 
ness into your component fragments, allowing you to 
quickly recover from mortal injury or even maintain 
your consciousness in the form of a swirling storm of 
shards and psionk energy. 

Shard Disciple Path Features 

Perfect Shard Swarm (11th level): Your shard 
swarm racial power becomes a dose burst 2, instead 
of a close burst 1. In addition, you can use shard 
swarm to teleport your speed, instead of half your 
speed. 

Paragon Power Points (11th level): You gain 2 
additional power points. 

Swarm Action (31th level): When you spend 
an action point to take an extra action, you take half 
damage from melee attacks and ranged attacks until 
the end of your next turn. 

Constant Swarm (16th level): You can use your 
shard swarm racial power one additional time during 
each encounter. 

Shard Disciple Powers 


E 

ec 


ze Shard Disciple 

am 


Your wounds have broken your mental hold on your physical 
form, hut a flicker of psion ic energy within you lets you rcaonsfr 
rule vour body elsewhere. 

Daily ♦ Healing, Psionic, Teleportation 
No Action Personal 

Trigger: You drop to 0 hit points or fewer 
Effect: You spend a healing surge and then teleport 10 
squares. 


Shard Storm Shard Disciple Attack 20 


The emtafime/raiments of your body explode in a swirling 
whirlwind of ps ionic energy forming a terrible storm to barter 
your enemies* 

Daily ♦ Implement, Polymorph, Psionic, Teleportation, 
Zone 

Standard Action Close burst 3 

Target: Each enemy In burst 
Attack: Intelligence vs. Fortitude 
Hit: 3d6 + Intelligence modifier damage. 

Effect: The burst creates a zone that lasts until the end of 
your next turn or until you leave it, 1 he zone is difficult 
terrain for your enemies, and any enemy that ends its turn 
within the zone takes 10 damage. While the zone persists, 
you take half damage from melee attacks and ranged 
attacks, and those attacks can't pull, push, or slide you. As a 
move action, you can teleport to a square within the zone. 
Sustain Minor: The zone persists. 


Irruption of the 

Shard Disciple Attack 11 

Living Gate 



K n 1 n rui G . a pk >Jl aw u11J your foe s, W ilJi the expe ndifu re of 
psin niV eii e r^p. vmi can tra risp tir r yo11rself in to \ 1 ic 1 1 liddlf of lli e 
storm. 

Encounter 4- Implement, Psionic, Zone 

Standard Action Area hurst 1 within 10 squares 

Target Each creature in burst 

Attack: Intelligence vs. Reflex 

Hit: 2d10 f IntelItgence modifier damage. 

Effect: The burst creates a zone that lasts until the end 
of your next turn. The zone is difficult terrain for your 
enemies. 

Augment 7 (Teleportation) 

Area hurst 2 within 10 squares 

Effet I: A above, and while the zone persists, you can 

telepor l to a square within it as a move action. 
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Choosing a class is the most important 

derision you make in creating a character, because it 
determines so much of what you can do. From armor 
and weapon proficiencies to power selection, your 
class is an important determinant of your character's 
capabilities, and it has a tremendous impact on your 
experience of the game* 

This chapter introduces six classes to the D&D 
game, representing three power sources and all four 
character roles. The seeker expands the roster of 
primal classes first introduced in Player's Handbook 2, 
The nmepriest provides a very different take on the 
divine leader from the cleric in the first Players Hand¬ 
book The psionic power source is represented here by 
one class for each role; ardent, battle mind, monk, and 
psion* 

Here you'll find descriptions of these six classes, 
along with four new paragon paths for each one. To! 
lowing those classes are rules for hybrid characters, 
which combine two classes to bring a unique arsenal 
of powers and talents to an adventuring party. 

Ardent (page 22): A psionic leader who manipu¬ 
lates the emotions of allies and enemies alike, 
Battlemind (page 42): A psionic defender who 
exercises the power of the mind to control the body. 
Monk (page 62): A psionic striker who combines 
focused melee attacks, often made unarmed, with 
incredible feats of movement and agility, 

Psion (page 80): A psionic controller who uses 
mental powers to move objects or opponents, or to 
bend foes' minds to his or her will. 

Runepriest (page 98): A divine leader who uses 
the mystical runes of the gods to form prayers of 
warding or destruction. 

Seeker (page 116): A controller w ho calls on 
nature spirits to imbue arrows or other projectiles 
with primal power. 

Hybrid Characters (page 1 34): New rules for 
combining the features and powers of two classes in a 
manner far more flexible than mult [classing. 

Epic Destinies (page 156): The Diamond Soul, 
God mi nd, invincible Mind, Master of the Eternal 
Hunt, Rune Maker, and War Master destinies pro¬ 
vide new epic options. 
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The fate of the world rests on the fire of your 


passions 




CLASS TRAITS 

Role: Leader. You fill your allies with the will to fight 
and the clarity of purpose needed for victory. When 
you attack, you loose thoughts that intensify emo¬ 
tions and lay bare truths. Depending on your choice 
of class features, you lean toward either defender or 
striker as a secondary role. 

Power Source: Psionic. You are a spiritual warrior 
whose thoughts swirl about you to infect your ene¬ 
mies with doubt and fill your allies with confidence. 

Key Abilities: Charisma, Constitution, Wisdom 

Armor Proficiencies: Cloth, leather, hide, chainmall 

Weapon Proficiencies: Simple melee, military melee, 
simple ranged 

Bonus to Defense: +1 Fortitude, +1 Will 

Hit Points at 1st Level: 12 + Constitution score 

Hit Points per Level Gained: S 

Healing Surges per Day: 7 + Constitution modifier 

Trained Skills: From the class skills list below, choose 
four trained skills at 1st level. 

C/ass Skif/s: Arcana (Int), Athletics (Str), Bluff (Cha), 
Diplomacy (Cha), Endurance (Con), Heal (Wls), 
Insight (Wis), Intimidate (Cha), Streetwise (Cha) 

Class Features: Ardent Mantle, ardent surge, Psionic 
Augmentation 

Those who let their base emotions rule them invite 
madness anti destruction. Prolonged feelings of fear, 
greed, lust; or hatred can weaken the mind's defenses 
against manipulation. Wielding psionic power, you 
excite such emotions in your enemies, creating gaps 
in their defenses and frustrating their attacks, all 
while filling your allies with encouraging thoughts 
and guarding them against despair and other nega¬ 
tive emotions. 

Ardent s rarely learn their art through forma! 
training. In many ways, they are incidental leaders, 
having stumbled onto psionic [lower at some point 
earIier in their lives. How r you discovered you r psionic 
talent can shape how you wield this power now; 

You might have awakened to your talent in the heat 
of battle, experiencing a mental breakthrough that 
allowed you to augment your attacks by rending your 
enemies' minds. Or your friends might reflect your 
power when your mood bleeds into theirs, altering 
their emotional states to match your own. Regardless 
of the revelation, you learned to harness this power to 
support your lighting prowess and to guide your allies 
to victory. 
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Ardent Class Features 

Ardents have the following class features, 

Ardem Mantle 

A persons state of mind can be armor against the 
decay and madness born from base emotions* and 
thus ardents gird themselves by donning particular 
mindsets to ward off the perils brought on by fear, 
despa in and hatred. Various emotional states* called 
mantles, can safeguard the mind, Ardents most com¬ 
monly use the mantles of clarity and elation. 

Choose one of the following options* Your choice 
gives a power to you as well as a benefit to you and 
your allies. 

Mantle of Clarity: You and each ally within 5 
squares of you gain a bonus to all defenses against 
opportunity attacks. The bonus equals your Wisdom 
modifier. 

In addition, each ally within 5 squares of you gains 
a +2 bonus to Insight checks and Perception checks. 

You also gain the ardent alacrity power. 

Mantle of Elation: You and each ally within 5 
squares of you gain a bonus to damage rolls for oppor¬ 
tunity attacks. The bonus equals your Constitution 
modifier. 

In addition, each ally within 5 squares of you gains 
a +2 bonus to Diplomacy checks and Intimidate 
checks. 

You also gain the ardent outrage power. 

Ardent Surge 

You gain the ardent surge power. Your advanced emo¬ 
tional state is inspirational* motivating your allies and 
helping them to recover from injuries. 

Ps ionic Augmentation 

Through discipline and careful study, you have 
mastered a form of ps ionic magic that offers greater 
versatility than other characters command. You know 
a broad array of at will powers, each of which is a con¬ 
duit through which you can pour as much or as little 
psionic energy as you choose. You channel psionic 
energy into a reservoir of personal power-repre¬ 
sented in the game as power points—that you can use 
to augment your at-will attack powers, replacing the 
encounter attack powers that other characters use. 

Because of this class feature, you acquire and use 
powers in a slightly different manner from how most 
other classes do. 

At-Will Attack Powers: At 1st level you choose 
two at-will attack powers and one daily attack power 
from your class, hut you doiYt start w'ith any encoun¬ 
ter attack powers from your class. You can instead 
augment your class at-will attack powers using power 
points. These powers have the augment able keyword. 


You gain new at-will attack powers from this 
class, instead of new encounter attack powers* as you 
increase in level. At 3rd level, you choose a new at- 
will attack power from this class. At 7th, 13th, 17th, 
23rd* and 27th level* you can replace one of your at- 
will attack powers with another one of your level or 
lower. Both powers must be augmentable and from 
this class. 

Power Points: You start with 2 power points* 

You gain 2 additional power points at 3rd and 7th 
level, 1 additional power point at 13th level, and 2 
additional power points at 17th, 21st, 23rd* and 27th 
level. If you gain power points from another source 
(such as your paragon path), add them to your power 
point total. You can use your power points to augment 
any augmentable power you have* regardless of how 
you gained the power. 

You regain all your power points when you take a 
short or an extended rest. 


Level 

At Will Attack Powers 

Power Points 

1 

Choose two 

Gain 2 

■i 

Choose one 

Gain 2 (4 total) 

HHI 

Replace one 

Gain 2 (6 total) 

HHH 

Replace one 

Gain 1 (7 total) 

17 ■ 

Replace one 

Gain 2 (9 total) 

■■1 

— 

Gain 2 (11 total) 

23 

Replace one 

Gain 2 (13 total) 

!■ I 

Replace one 

Gain 2 (IS total) 


Creating an Ardent 

Ardents depend on Charisma more than other 
abilities. Constitution is important for powers that 
improve your allies' attacks, and Wisdom is impor¬ 
tant if you want to foil your enemies' attacks. You can 
choose any po vvers you 1 ike* though many ardents 
favor one of the two builds described here. 


ARDENT OVERVIEW 

Characteristics: You lead your group from the front 
lines* mixing strong melee attacks with equally strong 
mental assaults. Your strikes can dismantle your enemies' 
defenses and make them more vulnerable to your allies' 
attacks. In addition* you can provoke allies to perform 
daring stunts and maneuvers, helping them gain better 
positions, leap across the battlefield to close with distant 
foes, or shrug off deadly afflictions. 

Religion: Ardents gravitate toward wild and unpre¬ 
dictable gods* favoring those who represent war or 
wilderness. Kord and Me I ora are the most popular* 
with more independent ardents following Avandra. Evil 
ardents find much to like in Bane and Gruumsh, 

Races: Humans, half-elves* and kalashtar are the most 
common ardents* though dragonborn, halflings, gnomes, 
and tieflings also excel in this class, having the natural 
charisma needed to focus their inner strength. 
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Enlightened Ardent 

You read your enemies' weaknesses and reveal them 
to your allies, and your keen insight helps your allies 
overcome damaging effects. Make Charisma your 
highest ability score. You should also consider invest¬ 
ing in Wisdom to take advantage of powers that 
confuse your enemies, A high Constitution not only 
grants you more hit points and increases your Forti¬ 
tude, but it also lets you employ powers normally used 
by euphoric ardents, Your secondary role is defender, 
and your leadership helps protect allies from harm. 
Suggested Class Feature: Mantle of Clarity 
Suggested Feat: Bolstering Mantle 
Suggested Skills: Bluff, Diplomacy, Heal Insight 
Suggested At-Will Powers: /ocusiry strike, psicutic 
shield 

Suggested Daily Power: wormhole plunge 

Euphoric Ardent 

You can scarcely contain the emotions that strain 
against your will like a crashing tide* W hen you 
make your attacks, they Hood out of you, increas¬ 
ing your allies' confidence and washing away your 
enemies' courage. Charisma should be your highest 
ability score, followed by a high Constitution score to 
improve those eheels that raise your allies' spirits and 
diminish your enemies' capabilities. If you want to 
diversify your powers, a high Wisdom can't hurt, but 
you should also look to Dexterity for initiative checks 
and Reflex, Your secondary role is striker, and your 
powers can augment your allies attacks. 

Suggested Class Feature: Mantle of Elation 
Suggested Feat: Heartening Surge 
Suggested Skills: Athletics, Endurance, Intimi¬ 
date, Streetwise 

Suggested At-Will Powers: demoralizing strike, ire 
strike 

Suggested Daily Power: battlebom acuity 

Ardent Powers 

When you use your ardent disciplines, you transmit 
your thoughts and emotions to those around you. 

These sensations bleed into nearby creatures, either 
filling them with despair and pain or hope and vigor. 
Your powers are accompanied by visual signs, con¬ 
tained in a sudden corona of light that swirls out from 
your head and flares around you. The light’s color 
reflects your mood, with brilliant scarlet flashes repre¬ 
senting anger: green, health and vigor; black, fear and 
death; and so on/When you augment your powers by 
spending power points, the corona intensifies. 

Class Features 

You have the urdent surge power and either ardent 
outrage or ardent alacrity, depending on your choice of 
Ardent Mantle. 


Ardent Alacrity Ardent Feature 


As vp ii tub a flit, year rmoffrjutf energy' inspires your tillfcs. 

Encounter 4- Psionic 
No Action Close burst 5 

Trigger: You are bloodied by an attack 
Target: Each ally in burst 

Effect: Each target can use a free action either to shift 1 
square or to move half his or her speed. 


Ardent Outrage Ardent Feature 


As you take a Jilt, your a nger n n balances you rfoes. 

Encounter 4 Psionic 
No Action Close burst 5 

Trigger: You are bloodied by an attack 
Target: Each enemy in burst 

Effect: Each target grants combat advantage until the start 
of your next turn. 


Ardent Surge Ardent Feature 


You send a surge ofpowerfid emotion dial revives a/altering 

ally. 

Encounter (Special) 4 Healing, Psionic 

Minor Action Close burst 5 (10 at 16th level) 

Target: You or one ally 

Effect: T he target can spend a healing surge and regain 
1 d6 additional hit points. 

Level 6: 2d6 additional hit points. 

Level 7 7: 3d6 additional hit points. 

Level 76:4d6 additional hit points. 

Level 27: SdG additional hit points. 

Level 26: 6d6 additional hit points. 

Mantle of Clarity: I he target gains a +1 bonus to all de¬ 
fenses until the end of your next turn. 

Mantle of Elation: ihe target gains a +1 bonus to attack 
rolls until the end of your next turn. 

Special: You can use this power twice per encounter, but 
only once per round. At 16th level, you can use this pow¬ 
er three times per encounter, but only once per round. 

Levee 1 Ae-Wiel Disciplines 


Demoralizing Strike Ardent Attack 1 


J he fun of your assault causes a sur^e affair Ut your foes 
heart. 

At-Will 4 Augmentable, Fear, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. AC 

Hit: 1 [W[ + Charisma modifier damage, and the target 
takes a - 2 penalty to all defenses until the end of your 
next turn. 

Augment 1 

Hit: 1 [W| + Charisma modifier damage, arid the target 
takes a penalty to Wifi equal to 1 + your Constitution 
modifier until the end of your next turn. 

Augment 2 
Close burst 1 

Target: Each creature in burst 
Hit: t |W| + Charisma modifier damage, and the tar 
get takes a penalty to all defenses equal to 1 + your 
Constitution modifier until the end of your next turn. 
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Energizing Strike Ardent Attack 1 


'Hie energy and emotion you put into your attack flows into 
your ally. 

At-Wilt 4 Augmentable, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs, AC 

Hit: 1]W] + Charisma modifier damage, and one ally 
within 5 squares of you gains temporary hit points equal 
to one-half your level + your Charisma mod ifier. 

Augment 1 (Healing) 

Hit: 1 [W] + Charisma modifier damage, and one dying ally 
within 5 squares of you regains hit points equal to your 
Charisma modifier. 

Augment 2 (Healing) 

Hit: 2[W] + Charisma modifier damage, and you or one 
ally within 5 squares of you can spend a healing surge. 


Focusing Strike Ardent Attack 1 


You attack your foe with calm and darby of mind, extending 
thill clarity m give a nearby ally a chance to clear a lingering 

effect* 

ACWIII 4 Augmentabfe, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs* AC 

Hit: 1 |W] + Charisma modifier damage, and you or one 
ally within S squares of you can make a saving throw. 
Augment 1 

Hit: As above, and if the saving throw is against a charm 
or a fear effect, it gains a power bonus equal to your 
Wisdom modifier* 

Augment 2 

Hit: 2jW] + Charisma modifier damage, and you and 
each ally within 5 squares of you can make a saving 
throw* 


Ire Strike Ardent Attack 1 


You fd anger rising wi thin you* and you empower a nearby 
ally to strike, 

At-Will 4 Augmentable, Psionic 
Standard Action Melee 1 

Target: One enemy 

Effect: One ally adjacent to you can make a melee basic 
attack against the target as a free action. If the attack 
hits, the target has vulnerable 2 to all damage until the 
end of your next turn. 

Augment 1 

Effect: As above, but the vulnerability is only to psychic 
damage and equals 1 + your Charisma modifier. 

Augment 2 

Effect: One ally within 5 squares of you can use a free 
action to shift to a square adjacent to the target and 
then make a melee basic attack against it. If the attack 
hits, it deals 1 dS extra damage to the target, and the 
target has vulnerability to all damage equal to 1 + your 
Charisma modifier until the end of your next turn* 


Psionic Shield Ardent Attack I 


As t str\keyour foe, yo u »i wt ivu te a t tea rby aI \y wi th a ca 1 n\ 
determination to defend himself or herself 

At-WtH 4- Augmentable, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs, AC 

Hit: 1 |W] + Charisma modifier damage, and one ally 
within 5 squares of you gains a +1 power bonus to all 
defenses until the end of your next turn. 

Augment 1 

Hit: 1 [W| + Charisma modifier damage, and one ally 
within 5 squares of you gains a power bonus to Will 
equal to your Wisdom modifier until the end of your next 
turn. 

Augment 2 

Hit: 2[W| + Charisma modifier damage, and each ally 
within 5 squares of you gains a + 2 power bonus to all 
defenses until the end of your next turn. 

Level 1 Daily Disciplines 


Adrenaline Strike Ardent Attack i 


You r allies feel a rush of emotion with each blow they land. 

Daily ♦ Psionic, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Charisma vs, AC 

Hit: 2[W|+ Charisma modifier damage. 

Miss: Half damage. 

Effect: Until the end of the encounter, whenever you or 
any of your allies hits the target, the character who made 
the attack can shift 1 square as a free action. 


Battleborn Acuity Ardent Attack 1 


You shine like a beacon, lighting the way to victory* 

Dally 4 Psionic, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Charisma vs. AC 

Hit: 2[W| + Charisma modifier damage. 

Miss: Half damage. 

Effect: Until the end of your next turn, your allies gain both 
a +1 power bonus to attack rolls and a power bonus to 
damage rolls equal to your Constitution modifier while 
they are adjacent to you. 

Sustain Minor: The effect persists. 


Implanted Suggestion Ardent Attack 1 


You compel your enemy to open itself to attack. 

Daily 4 Charm, Psionic, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Charisma vs* Will 

Hit: 2|W] + Charisma modifier damage, and the target is 
dazed (save ends). 

Miss: Half damage. 

Effect: The target is affected by your suggestion (save 
ends). Until the suggestion ends, whenever the target 
makes an attack, one ally adjacent to the target can 
make a melee basic attack against it as a free action after 
the target s attack is resolved, 
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Mental Turmoil 


Ardent Attack 1 


Psionic Conduit 


Ardent Utility 2 


You transform your opponents frustration n&our its own mis- 
ta kes i t ito you r a (I ies' elu t i o n. 

Daily 4 Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. AC 

Hit: 2[W] + Charisma modifier damage, and the target 
takes a penalty to attack rolls equal to your Wisdom 
modifier (save ends). 

Miss: Half damage, and the target takes a penalty to attack 
rolls equal to half your Wisdom modifier (save ends). 
Effect: Until the end of the encounter, whenever the target 
misses with a melee attack, you or one ally adjacent to you 
gains temporary hit points equal to 5 + one-half your level. 


Wormhole Plunge Ardent Attack 1 


Von r foe falls through a hole in space and appears some iis- 
t a nee away f fon t yo u . 

Daily 4 Psionic, Teleportation, Weapon, Zone 

Standard Action Melee weapon 

Target: One creature 

Attack: Charisma vs, AC 

Hit: 1 |W] + Charisma modifier damage. 

Miss: Half damage. 

Effect: You teleport the target a number of squares equal 
to your Wisdom modifier, and then one ally adjacent to 
the target can make a melee basic attack against it as a 
free action. 

The attack creates a zone in the space that the target 
vacated. The zone lasts until the end of your next turn. Any 
creature that starts its turn within 3 squares of the zone is 
pulled 1 square toward it or into it* As a free action, you 
can teleport a creature within the zone 3 squares. 

I rvEL 2 Utility Disciplines 


Bend Space Ardent Utility 2 


You dose (he distance between an ally and an enemy. 

Encounter 4 Psionic 

Minor Action Ranged 5 

Target: One ally 

Effect: Until the end of your next turn, the target's reach 
increases by I, and the target adds your Wisdom modi¬ 
fier to the range of his or her ranged powers* 


Dimension Swap Ardent Utility 2 


You fold (lie space between ymirsel/a rid an ally 

Encounter 4 Psionic, Teleportation 
Move Action Close burst 5 

Target: One ally in burst 

Effect: You teleport yourself and the target, swapping 
positions. 



Mind over Matter Ardent Utility 2 


You convince on ally that die waurufc be or die suffers arc not as 
bad as they seem. 

Dally f Psionic 

Minor Action Ranged 5 

Target: You or one ally 

Effect: The target gains temporary hit points equal to his 
or her healing surge value. 



You lend psionic power to an ally In need. 

Encounter 4 Psionic 

Minor Action Melee touch 

Target: One ally 

Effect: You transfer 1 or 2 power points to the target. 


Wellspring of Vigor Ardent Utility 2 


By s/mnimj down Iris or her ability pain,you ensure that 
your ally can keep floirtfl when others might /alter. 

Daily 4 Psionic 

Minor Action Melee touch 

Target: You or one ally 

Effect: Until the end of the encounter, whenever the target 
starts his or her turn anti is not bloodied, he or she gains 
temporary hit points equal to 1 + your Constitution 
modifier* 

Level 3 At-Will Disciplines 


Distracting Strike Ardent Attack 3 


With a savage strike, yau wrench your enemy s attention from 
an ally 

At Will 4 Augmentahle, Psionic t Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. AC 

Hit: 1 [W| -i- Charisma modifier damage, and either you or 
an ally adjacent to the target marks it until the end of 
your next turn* 

Augment 1 

Effect: The marked condition ends on allies adjacent to 
you, who can each shift 1 square as a free action. 

Augment 2 
Close burst 1 

Target: Each enemy in burst 


Impatient Strike Ardem Attack 3 


You tartnoi con ta t n you rself-you must close at oncef 

At-Will ♦ Augmentahle, Psionic, Weapon 

Standard Action Melee weapon 

Elfect: Before the attack, you shift 1 square. 

Target: One creature 

Attack: Charisma vs. AC 

Hit 1 jW] + Charisma modifier damage. One ally adjacent 
to the target gains a +2 power bonus to damage rolls 
against it until the start of your next turn. 

Augment 1 

Hit: As above, and each ally adjacent to you can stand up 
as a free action. 

Augment 2 

Hit 2(W] + Charisma modifier damage. Until the end 
of your next turn, allies gain a power bonus to damage 
roils equal to your Constitution modifier while they are 
adjacent to you. 
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Prescient Strike Ardent Attj< k i 


You Jdyour weapon serve as warning ro your amirmiv. 

At-Will ♦ Augmentable, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Primary Attack: Charisma vs. AC 
Hit: II jW| + Charisma modifier damage. When the target 
attacks you or an ally adjacent to you during its next turn, 
you can make the Following secondary attack against it as 
an immediate interrupt. 

Secondary Attack: Charisma vs. Will 
Hit: The target takes a penalty to its attack roll equal to 
your Wisdom modifier. 

Augment 1 

Hit: As above, but you can make the secondary attack 
only if the target attacks your or the ally’s Will. You 
gain a bonus to the secondary attack roll equal to your 
Wisdom modifier. 

Augment 7 

Hit: 2|W] + Charisma modifier damage. When the target 
attacks you or an ally you can see during its next turn, 
you can make the following secondary attack against it as 
an immediate interrupt, with a bonus to the secondary 
attack roll equal to your Wisdom modifier. 


Unnerving Shove Ardent Attack f 


You fash rhc enemys mind and body uifhymir attach. 

At-Will ♦ Aug men! able. Fear; Psionic* Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Charisma vs. Fortitude 

Hit: 1(W] + Charisma modifier damage, and you push the 
target a number of squares equal to your Constitution 
modifier. 

Augment 1 

Hit: 1[W] + Charisma modifier damage, and if the target is 
dazed, you push it a number of squares equal to 2 + your 
Constitution modifier. 

Augment 7 

Hit: 2[WJ -s- Charisma modifier damage, and you push 
the target a number of squares equal to t + your 
Constitution modifier. In addition, the target grants 
combat advantage to your allies adjacent to it at the 
end of the push. 


Level 5 Daily Disciplines 


Empowered Arsenal Ardent Attack 5 


Violet eneigy shimmers around you, Jen Jin# pstomr pmver to 
your allies’ attacks. 

Daily ♦ Psionic, Weapon, Zone 

Standard Action Melee weapon 

Target: One creature 

Attack: Charisma vs. AC 

Hit: 2|Wj + Charisma modifier damage. 

Effect: The attack creates a zone in a close burst 1. The zone 
lasts until the end of your next turn. When you move, the 
zone moves with you, remaining centered on you. While 
within the zone, your allies gain a bonus to damage rolls 
equal to your Constitution modifier, and their melee 
attacks ignore the insubstantial quality. 

Sustain Minor The zone persists. 


Enlightening Pulse Ardent Attack 5 


Clarify pulses out from your mind, creating an area that kelps 
your till mfree themselves /Vo: n urifawakfc drat instances. 

Daily + Psionic, Weapon, Zone 

Standard Action Melee weapon 

Target: One creature 

Attack: Charisma vs, AC 

Hit: 3|W| + Charisma modifier damage. 

Effect:The attack creates a zone in a close burst 2, The zone 
lasts until the end of your next turn. When an ally damages 
an enemy that is within the zone, one ally within the zone 
can make a saving throw with a power bonus equal to your 
Wisdom modifier 
Sustain Minor: The zone persists. 
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Ardem Attack S 


Fate Exchange 


You bend Li" 1 1 f yours elf and an ally evrhanflc positions. 

Daily 4 Healing, Psionic, Teleportation 
Standard Action Close burst 5 

Target: You and one ally in burst 

Effect: The targets teleport, swapping positions, and can 
then each make a basic attack as a free action, with a + 2 
power bonus to the attack rolls. For each of these attacks 
that hits, you or one ally you can see can both spend a 
healing surge and make a saving throw. If both basic at¬ 
tacks miss, you regain the use of this power. 


Persistent Veil Ardent Attack S 


W hcfher nr nor your attack flit, your psionic assault makes 
your foe think you Minded it. 

Daily 4 Charm, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. AC 

Hit: 1 [ W] + Charisma modifier damage, and the target is 
blinded (save ends). 

Aftereffect: Alt creatures have concealment against the 
target, and it takes a -5 penalty to Perception checks 
(save ends both). 

Miss: Half damage, and the target Is blinded until the start 
of your next turn. 

Aftereffect: All creatures have concealment against the 
target, and it takes a -S penalty to Perception checks 
(save ends both). 

Level 6 Utility Disciplines 


Battle Link Ardent Utility 6 


Your senses me rye with your ally's u mil you see thingsfrom a/I 
perspectives. 

Daily 4 Psionk 

Minor Action Banged S 

Target: Two allies you can see or you and one ally you can 
see 

Effect: Until the end of the encounter, whenever the targets 
are within 5 squares of each other, neither grants combat 
advantage for being flanked unless both are flanked. 


Mend Wounds Ardent Utility 6 


You uiviimirc vour friend's rcamral healing a hi lip so dial his or 
her wounds dose with amazing speed. 

Daily 4 Healing, Psionic 

Minor Action Melee touch 

Target: You or one ally 

Effect: The target regains hit points as if he or she had 
spent a heal ing surge. 


Thought Shield Ardent Utility 6 


You i if us your mind and construct a psionic sfitdrl to shelter 
yo u a r u I you r a H ies from ha r m. 

Encounter t Psionic, Zone 
Minor Action Close burst 1 

Effect: The burst creates a zone that lasts until the end of 
your next turn. You and your allies gain both resist 3 to 
all damage and a +2 bonus to saving throws while within 
the zone. 

Level 7 At-Will Disciplines 


Courageous Strike Ardem At tat k 7 


You strike at your foe a nd /t[ J you r friend with courage, bolster¬ 
ing both of you against the foe s attacks. 

At-Will 4 Augmentsble, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. AC 

Hit: 11WJ + Charisma modifier damage, and you and one 
afly adjacent to you gain a +2 power bonus to AC against 
the target's attacks until the end of your next turn. 
Augment 1 

Hit: As above, but the power bonus applies to all defenses, 
not just AC, 

Augment 2 (Zone) 

Close burst 1 

Target: Each enemy in burst 

Hit: 1 [ W| + Charisma modifier damage. 

Effect: The burst creates a zone that lasts until the end 
of your next turn. You and your allies gain a power 
bonus to AC equal to your Wisdom modifier while 
within the zone. 


Body Adjustment 


Anient 


At your kwh, your ally trembles with newfound energy 



Encounter 4- Psionic 

Minor Action Melee touch 


Target: You or one ally 

Effect: Hie target gains temporary hit points equal to 1d1 2 
+ your Charisma modifier. 


Evade Attack Ardent Utility b 


U hen vour friend steps into harms way, you whisk him or her 
io safety. 

Encounter 4 Psionic, Teleportation 
Immediate Interrupt Ranged 20 
Trigger: An ally is hit by an opportunity attack 
Target: The triggering ally 

Effect: You teleport the target a number of squares equal 
to your Charisma modifier. 



Forward-Thinking Cut Ardent Attack 7 


You flrmj yourself a (your enemy, arid your allies attack mare 
mfyjhrify In response, 

At-Will 4 Augmentable, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. AC 

Hit: 11W| + Charisma modifier damage, and each ally ad¬ 
jacent to you gains a +1 power bonus to attack rolls until 
the start of your next turn. 

Special: When charging, you can use this power unaug¬ 
mented in place of a melee basic attack. 

Augment 1 

Effect: If you make a charge attack with this power, you 
can shift 1 square before the charge. 

Augment 2 

Effect: One or two allies you can see can each charge 
creatures other than the target as a free action, wiih 
a power bonus to their damage rolls equal to your 
Constitution modifier. 
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Mindlink Strike 


Ardent Att.uk / 


Level 9 Daily Disciplines 


Linking minds with an alfv; you coorditwte vour efforts lt> con¬ 
found your fot\ 

At-Will 4 Augmentable, Psionic, Weapon 
Standard Action Melee 1 

Target! One creature 

Effect: One ally adjacent to you can make a melee basic 
attack against the target as an opportunity action* On a 
hitj you and the ally can each shift as a free action* 
Augment 1 

Effect As above, and the ally gains a + 3 power bonus to 
the damage roll if he or she is marking the target* 

Augment 2 
Close burst 1 

Target: Each enemy you can see in burst 
Hit: 1 [W] + Charisma modifier damage, and one ally 
adjacent to the target can make a melee basic attack 
against it as an opportunity action* 


Rewarding Strike Ardent Attack 7 


There is joy in victory and those who/ollowyaur lead experi¬ 

ence exhilaration. 

At-Will 4 Augmentable, Healing, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs* AC 

Hit 1 |Wj + Charisma modifier damage. The next ally who 
hits the target before the start of your next turn regains 
hit points equal to your Constitution modifier. 

Augment 1 

Hit: 1[W] + Charisma modifier damage. Allies who hit the 
target's Will before the start of your next turn can spend 
a healing surge. 

Augment 2 

Hit: 2[W] + Charisma modifier damage. Allies who hit 
the target before the end of your next turn can spend a 
healing surge. 


Unhinging Strike Ardent Attack 7 


Ajolf of psionic power clouds your enemy s senses so that the Jot 1 
sees its cohorts as its enemies. 

At-Will 4- Augmentable, Charm, Psionic, Psychic* 

Weapon 

Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs* Will 

Hit: Charisma modifier psychic damage, and the target 
makes a melee basic attack as a free action against a 
creature of your choice. 

Augment 1 

Hit: Charisma modifier psychic damage. Until the end 
of the target's next turn, enemies provoke opportunity 
attacks from the target, and it must make those attacks. 

Augment 2 

Hit: 1 [W] + Charisma modifier psychic damage, and 
the target makes a melee basic attack as a free action 
against one or two creatures of your choice. 


Z 


Agony Field Ardent Attack 9 


Von strike vour jot 1 and kt out a psychic shriek, which creates a 
pu Is i nfl fieh J of pa i n. 


Dally 4 Psionic, Psychic, Weapon, Zone 
Standard Action Melee weapon 

Ta rget: O me c re a t u re 
Attack: Charisma vs* Will 

Hit: 1 [W| + Charisma modifier damage, and ongoing 5 
psychic damage (save ends). 

Miss: Half damage* 

Effect: The attack creates a zone in a close burst 1. The 
zone lasts until the end of your next turn. When you 
move, the zone moves with you, remaining centered on 
you. Whenever yon take damage from an attack* each 
enemy within the zone takes S psychic damage. 
Sustain Minor: The zone persists. 



Dulled Reflexes Ardent Attack 9 


Vour foe moves slower and slower until it canT move, and its 
slowness infects its allies* 

Daily 4 Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs, AC 

Hit: 2[W] + Charisma modifier damage, and the target 
takes a -2 penalty to speed (save ends). Until the penalty 
ends, it worsens by 2 whenever the target attacks. When 
the target's speed reaches 0 m this way, the penalty 
ends* but the target is restrained and stunned (save ends 
both). 

Effect: Until the end of the encounter, any enemy that starts 
its turn adjacent to the target is slowed (save ends). 


Feast of Despair Ardent Attack 9 


Your attack rat ties your foe. and you and your allies draw en 
ergy from its despair. 

Daily 4 Psionic, Psychic, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Charisma vs. Will 

Hit: 3|W] + Charisma modifier psychic damage. 

Effect: Until the end of the encounter, the target takes a -2 
penalty to all defenses, and whenever it misses with an 
attack, you or an ally you can see regains 1 power point. 


Feast of Plenty Ardent Attack 9 


You wrap your foe fn a psionic net that leacte power from it for 
your allies. 

Daily 4 Psionic, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Charisma vs. AC 

Hit: 3[W| + Charisma modifier damage. 

Effect: Until the end of the encounter, whenever the target 
takes damage* you and each ally adjacent to you gain 
temporary hit points equal to 3 + your Wisdom modifier 
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Ardent Attack 9 


Level 13 At-Will Disciplines 


Passage of Swords 


You/lm^Your/oe ituxiy. As it ^acs. your allies fake adi r anfa$e of 
its disorientation. 

Daily ♦ Psionic, Weapon 
St a n da rd Action C lose bn rs t 3 

Target: One enemy in burst 
Attack: Charisma vs. Fortitude 
Hit: The target is dazed (save ends). 

Effect: You slide the target S squares. Each ally adjacent to 
the target during this slide can make a melee basic attack 
against it as a free action, with a power bonus to the 
damage roll equal to your Charisma modifier. 

Level 10 Utility Disciplines 


From the Brink Ardent Utility 10 


You r friend hovers near death. You touch his or her mind, and 
your friend awakens with a start. 

Daily 4 Healing, Psionic 

Minor Action Close burst 10 

Target: One ally 

Effect: The target regains hit points as if he or she had 
spent a healing surge. If the target is dying, he or she 
regains additional hit points equal to 2 d 10 + your 
Charisma modifier. In addition, the target can stand up as 
a free action. 


incite Bravery Ardent Utility 10 


Your allies /md new courage with your support. 

Encounter 4 Psionic 

Minor Action Close burst 1 

Target: You and each ally in burst 

Effect: Until the end of your next turn, each target gains a 
+2 power bonus lo attack rolls and a +2 power bonus to 
saving throws against fear effects. 


Reactive Resistance Ardent Utility 10 


You until ipafc an afiaefc and ma^ieally/eed resilience fa your¬ 
self or your friend. 

Encounter 4 Psionic 
Immediate Interrupt Close burst 10 
Trigger: An attack damages you or an ally 
Target: You or the ally in burst 

Effect: The damage the target takes from the triggering 
attack is reduced by an amount equal to your level. 





u 


Ardent Utility 10 


You visualize a mighty fmw and in dairy so you create a 
psionic bastion to protect your a/lies. 


Daily 4 Psionic, Zone 
Minor Action Close burst 3 

Effect: The burst creates a zone that lasts until the end of 
your next turn. While within die zone, you and your allies 
gain resist 10 psychic, a +4 power bonus to Will, and a + 2 
power bonus to AC, Fortitude, and Reflex. In addition, any 
ally who starts his or her turn within the zone can make a 
saving throw against a dominating or stunning effect. 
Sustain Minor: The zone persists. 


Confusing Strike Ardent Attack 13 


You flood your opponents fliotylifs with confusing images. 

At-Will 4 Augmentable, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. AC 

Hit: 1 |W| + Charisma modifier damage, and the target takes 
a -2 penalty to attack rolls until the end of your next turn. 
Augment 1 

Hit: As above, and the target also takes a - 2 penalty to 
Will until the end of your next turn. 

Augment 4 (Zone) 

Close burst 1 

Target: Each enemy you can see in burst 
Hit: 1|W] + Charisma modifier damage, and the target is 
dazed until the end of your next turn. 

Effect: Hie burst creates a zone that fasts until the end of 
your next turn. Enemies take a -2 penalty to attack rolls 
while within the zone. 


Field of Alacrity Ardent Attac k ) 3 


Your attack distracts the enemy giving your allies an opening to 
maneuver 

At~WiII 4 Augmentahle, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. AC 

Hit: I [W| + Charisma modifier damage. Until the start of 
your next turn, allies adjacent to the target can shift as a 
minor action. 

Augment 1 

Hit: As above, and each ally within !> squares of you can 
stand up as a free action. 

Augment 4 
Close burst 1 

Target: Each enemy in burst 

Hit: 1 [Wj 4 Charisma modifier damage. One ally within 5 
squares of you can take a move action as a free action. 


Hope’s Audacity Ardent Attack 13 


Your optimism is an inspiration to l/itjsc a round you. 

At-Will 4 Augmentsble, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. AC 

Hit: 1[W] l Charisma modifier damage. Until the start of 
your next turn, allies within 5 squares of you can score a 
critical hit against the target on a roll of 19-20, 

Augment 1 

Hit: As above, and whenever an ally scores a critical hit 
against the target before the start of your next turn, you 
and each ally within 5 squares of you can shift 1 square 
as a free action. 

Augment 4 

Hit: 2[Wj + Charisma modifier damage. Until the start of 
your next turn, allies within 5 squares of you can score 
a critical hit on a roll of 19-20. 






















Revelatory Strike Ardent Attack 13 


Asyau sfrilU, you open Hour allyV irsirt<L allowing him or her to 
see ways to overcome various ills* 

AtAA/rll 4 Augmen table, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs* AC 

Hit: 1 [W| h- Charisma modifier damage. One ally adjacent 
to you or the target can either make a saving throw or 
gain a +1 power bonus to all defenses until the end of 
your next turn* 

Augment 1 

Hit: 1 |W] + Charisma modifier damage* One ally adjacent 
to you or the target can either make a saving throw with 
a +5 power bonus against a charm or illusion effect 
or gain a power bonus to Will equal to your Wisdom 
modifier until the end of your next turn. 

Augment 4 (Zone) 

Hit: 2[W] + Charisma modifier damage. The attack cre¬ 
ates a /one in a dose burst 2* The zone lasts until the 
end of your next turn. Any ally who starts his or her 
turn within the zone can either make a saving throw 
with j i 2 power bonus or gain a power bonus to all 
defenses equal to your Wisdom modifier until the end 
ot his or her next turn. 


Victorious Urging Ardent Attack 1 3 


Van /ill \owr j^e with visions of Impending doom and art ally 
tvidi a dream of victory. 

At-Will 4 Augmentabte, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. AC 

Hit: 1 [Wj + Charisma modifier damage. One ally adjacent 
to you or the target gains a +2 power bonus to attack 
rolls against the target until the end of your next turn. 
Augment 1 

Hit: 1 [WJ + Charisma modifier damage. One ally adjacent 
to you or the target gains a power bonus to attack rolls 
against the target's Fortitude until the end of your next 
turn* The bonus equals your Constitution modifier. 

Augment 4 

Hit: 2[W] + Charisma modifier damage, and you push 
the target 1 square. Until the end of your next turn, you 
and your allies gain a +2 power bonus to attack rolls 
against the target and any enemies adjacent to it* 

Level 15 Daily Disciplines 


Extermination Urge Ardent Attack 1S 


A savage strike against your opponent implants a terrible urge 
wfrhtn it to seek out its end. 

Daily 4 Charm, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. AC 

Hit: The target is dominated and gains vulnerability to all 
damage equal to your Wisdom modifier (save ends both). 
Miss: The target Is dazed and gains vulnerability to all 
damage equal to half your Wisdom modifier (save ends 
both)* 


Imminent Demise Ardent Attack 1 5 


Your enemies face cerium doom* and you force them to see if 
and despair. 

Daily 4 Psionic, Psychic, Weapon, Zone 

Standard Action Melee weapon 

Target: One creature 

Attack: Charisma vs. AC 

Hit: 2 [W] + Charisma modifier psychic damage. 

Miss; Half damage. 

Effect: The attack creates a zone in a close burst 1. The 
zone lasts until the end of your next turn. Bloodied 
enemies that start their turn within the zone take 10 
psychic damage. 

Sustain Minor; The zone persists. 



Mountainfall Strike Ardent Attack 1 5 


You ^NusJi vour weapon info your enemy, imparting the feeling 
dun if a nil ail its companions have been buried alive. 

Daily 4 Psionic, Weapon 
Standard Action Melee weapon 

Target; One creature 
Attack: Charisma vs. AC 

Hit: 2(W) + Charisma modifier damage, and the target 
k immobilized (save ends). Until the condition ends, 
any enemy that starts its turn adjacent to the target is 
immobilized until the start of that enemy s next turn. 
Miss: Half damage, and the target is slowed (save ends). 
Until the condition ends, any enemy that starts its turn 
adjacent to the target is slowed until the start of that 
enemy’s next turn. 


Unchecked Aggression Ardent Attack 15 


Your auger bleeds outfr&ny'Qu, unnerving your enemies and 
sin 1 r uj rl ic n i ng yot i r a II ies. 

Daily 4 Psionic, Weapon, Zone 

Standard Action Melee weapon 

Target: One creature 

Attack: Charisma vs. AC 

Hit: 3[W| + Charisma modifier damage. 

Effect: The attack creates a zone in a close burst 1. The 
zone lasts until the end of your next turn. While within 
the zone* allies gain a bonus to damage rolls equal to 
your Constitution modifier, and enemies grant combat 
advantage. 


Vigorous Offensive Ardent Attack 15 


, U bat tie's thrill over fakes you a rid you swing your weapon ail 
around, your cjllii?^ share in the same emotions. 

Dally 4 Psionic, Weapon 

Standard Action Melee weapon 

Target One* two, three, or four creatures 

Attack: Charisma vs. AC 

Hit: 1[W| t Charisma modifier damage. 

Effect: For each attack you make with this power, an ally 
within 5 squares of you gains temporary hit points equal to 
3 + your Charisma modifier. 
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Level 16 Utility Disciplines 



*li 


ntiful Life 


Ardent Utility 16 


As your fortunes improve, so loo do those ofyour allies. 


Daily 4- Psiontc, Zone 
Standard Action Close burst ^ 0 

Effect: The burst creates a zone that lasts until the end of 
your next turn. Whenever you regain hit points, each ally 
within the zone gains temporary hit points equal to half 


the hit points you regained. 


Sustain Minor: The zone persists. 


Fortunate Recovery 

Ardent Utility 1 ft 1 

Yi Misha re yoi i r 1 1 i ck wi t It you r a II ies. 


Encounter ♦ Psionic 

No Action Close burst 10 


Trigger; You succeed on a saving throw 
Target: Each ally in burst 

Effect: The next saving throw each target makes before 
the end of your next turn gains a bonus equal to your 
Constitution modifier. 


Mental Rejuvenation Ardent Utility 16 


Your psionfc ma#ic allows one ally to ignore many won mis nr 
several uf/ics to ignore a few. 

Daily 4- Healing, Psionic 
Standard Action Close burst 5 

Target: You or one ally in burst or you and each ally In burst 
Effect: If you target only one creature with this power, the 
target regains hit points as if he or she had spent two 
healing surges. If you target more than one creature, each 
target regains hit points as if he or she had spent a heal 
ing surge. 


Re-Form Mind _Ardent Utility 16 


You courted die in reel's dtiw^hls to awaken new talents. 
Datfy ♦ Psionic 

Standard Action Melee touch 

Requirement: You must be taking a short rest. 

Target: One creature 

Effect; The target gains training in a skill of your choice 
until you take an extended rest. 


Uncanny Awareness Ardent Utility 16 


Sensing your enemies are about lo strike, you urge your allies 
info position. 


Daily 4- Psionic 

Free Action Close burst 3 

Trigger; You roll initiative 
Target: You and each ally in burst 

Effect: Each target can move half his or her speed as a free 
action. 
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Level 17 At-Will Disciplines 


Temporal Strike 


Ardent Attack 17 


Diamond Defense Assault Ardent Attack 17 


The crystalline i notes released by your attack shelter your allies 
and i merj e re wi fh you r enemles' stri fees* 

At-Will 4 Augmentable, Psionic, Psychic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. AC 

Hit; 1[W| + Charisma modifier psychic damage. One ally 
adjacent to the target marks it until the end of your next 
turn. 

Augment 1 

Hit: 1[W] + Charisma modifier psychic damage. If the 
target shifts during its next turn, one ally can make a 
melee basic attack against it as a free action. 

Augment 4 (Zone) 

Close burst 2 

Target Each enemy in burst 

Hit T|Wj + Charisma modifier damage, and you slide the 
target 1 square. 

Effect: The burst creates a zone that lasts until the end of 
your next turn. While within the zone, allies gain a +4 
bonus to all defenses against attacks from outside the 
zone, and enemies take a -2 penalty to attack rolls. 


Illuminating Strike Ardent Attack 17 


l%hf bathes your /be asmi strike and then set lies on a nearby 
aflyjfor protection. 

At-Will 4- Augmentable, Psionic, Radiant, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. AC 

Hit: 1 |W| + Charisma modifier radiant damage. One 
ally adjacent to you or the target gains resistance to all 
damage equal to your Wisdom modifier until the start of 
your next turn. 

Augment 1 

Hit; 1 [W| + Charisma modifier radiant damage. One ally 
within 5 squares of you gains necrotic, psychic, or radiant 
resistance equal to 3 + your Wisdom modifier until the 
start of your next turn. 

Augment 4 
Close burst 1 

Target: Each enemy in burst 

Hit 2jW| + Charisma modifier radiant damage. 

Effect: if you hit at least one target, one ally within 5 
squares of you gains resistance to all damage equal to 
3 + your Wisdom modifier until the start of your next 
turn. 


Time bends uroundyour/oe k> protect your allies, 

At'Wifl ♦ Augmentable, Psionic, Weapon, Zone 

Standard Action Melee weapon 

Target: One creature 

Attack; Charisma vs. AC 

Hit: 1 |W| +■ Charisma modifier damage. The attack creates 
a zone In a dose burst 2. The zone lasts until the end of 
your next turn. While within the zone, you and your allies 
are Insubstantial against opportunity attacks. 

Augment 1 

Hit; As above, but you and your allies are instead 
insubstantial against attacks that target Reflex. 

Augment 4 

Hit: 2|W| + Charisma modifier damage, and the target is 
slowed until the end of your next turn. The attack ere 
ates a zone In a dose burst 2. The zone lasts until the 
end of your next turn. While within the zone, you and 
your allies are insubstantial. 


Terrifying Deluge Ardent Attack 17 


You spear your enemy s mind and body, so when the foe is next 
attacked* its mind blossoms irr pain. 

At Will 4 Augmentable, Fear, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. AC 

Hit: 1[W| + Charisma modifier damage. The next time an 
ally hits the target before the start of your next turn, you 
can slide the target 1 square as a free action. 

Augment 1 

Hit; 1 [W| h- Charisma modifier damage. When any ally hits 
the target with an attack against Will before the start of 
your next turn, you can slide the target 1 square as a free 
action. 

Augment 4 
Close burst 2 

Target: Each enemy in burst 

Hit: 1 [W| + Charisma modifier damage, and you slide the 
target 1 square. When any ally hits the target before 
the start of your next turn, you can slide the target 1 
square as a free action. 

Level 19 Daily Disciplines 


Chains of Affinity Ardent Attack 19 


You create a mental link with vour foes so that when your allies 
fa fee < 1 a » tufl e, you r adve rsa r iesfeel i f. 

Daily 4 Psionic, Psychic, Weapon, Zone 

Standard Action Close burst 1 

Target: Each enemy in burst 

Attack: Charisma vs. AC 

Hit: 3[W] + Charisma modifier damage. 

Effect; The burst creates a zone that lasts until the end 
of your next turn. When any ally takes damage from an 
attack while within the zone, each enemy within the zone 
takes S psychic damage. 

Sustain Minor The zone persists. 
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Deflecting Disk Ardent Attack 19 


Ynur uriiit'k muni/L-sr* a ?hirmnerif^/ieM, which you can move 
to protect your allies. 

Daily 4 Conjuration, Psionk, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. AC 

Hit: 4[W] 4 Charisma modifier damage, and you push the 
target 2 squares. 

Miss: Ha lf damage. 

[ ffet t: You conjure a shimmering disk of force in a square 
within 5 squares of you. Allies in the disk's square or 
adjacent to it gain a +2 power bonus to all defenses. You 
can move the disk 3 squares as part of a move action. 
When an attack hits an ally adjacent to the disk, you can 
use u immediate interrupt to grant the ally a +2 bonus 
to all defenses against that attack. The disk lasts until 
the end of the encounter or until you use the immediate 
interrupt. 


Shared Vigor Ardent Attack 19 


i i < create an expanse of glittering energy to rclnvigora tc your 
allies. 

Daily 4 Healing, Psionic, Weapon, Zone 

Standard Action Melee weapon 

Target: One creature 

Attack: Charisma vs. AC 

Hit: 3[W] + Charisma modifier damage. 

Effect: The attack creates a zone in a dose burst 2. The zone 
lasts until the end of the encounter. When any ally within 
the zone spends a healing surge, all other allies within the 
zone regain Idl 0 hit points. 


Temporal Acceleration Ardent Attack 19 


*\> y' i r * ap in to 1 1 a1 1h\ rirn c ncceleral es in jumps, f rying to catc 1 1 
up to you. 

Dally 4 Psionic, Weapon, Zone 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs, AC 

Hit: 4|W| + Charisma modifier damage, and the target Is 
slowed and cannot shift (save ends both). 

Miss: Half damage, and the target is slowed and cannot shift 
until the end of your next turn, 

Effect: The attack creates a zone in a dose burst 2. The 
zone lasts until the end of your next turn. Any enemy 
that starts its turn within the zone is slowed until the end 
of its next turn. Any ally that starts his or her turn within 
the zone gains a 42 power bonus to speed until the end 
of his or her next turn. 

Sustain Minor: The zone persists. 

Special: When charging, you can use this power in place of 
a melee basic attack. 


Vitality Transfer Ardent Attack 19 


i !■ ■ pain vour ur.i k biftiers on your foe gives you strength to 
heal your comrades 

Daily ♦ Healing, Psion tc, Reliable, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. Fortitude 

Hit: 4|W| Charisma modifier damage. Once before the 
end <»i the em ounter, when the target starts its turn 
bloodied or diops to 0 hit points, each ally you can see 
regains hit points as if he or she had spent a healing 
surge. 

Level 22 Utility Disciplines 


Borrowed Time Ardent Utility 2 2 


You steal u t it of time and give it to the ally who can liesf use if. 

Daily 4 Psionk 

Standard Action Melee touch 

Target: One creature 

Effect: The target can use a free action to take a standard, 
a move, and a minor action. 


Guided Opportunity Ardent Utility 22 


Your f heights ^uuteyour ally's attack so that It strikes true. 

Encounter 4 Psionic 
Immediate Interrupt Close burst 3 
Trigger: An ally within 3 squares of you makes an 
opportunity attack 
Target The triggering ally in burst 
Effect: The target gains a power bonus to the attack roll 
and the damage roll equal to your Charisma modifier. 


Insensate Mind Ardent Utility 22 


You mi/Iuc 1 icc? the mind of your ally so tliar he or she doesn't feel 
pain for a ft me. 

Encounter 4 Psionic 

Minor Action Melee touch 

Target; One creature 

Effect: The target gains resistance to all damage equal to 
one-half your level until the end of your next turn. 


Rapid Recovery Ardent Utility 22 


You channel positive thoughts to speed your allies" recovery 

Daily 4 Healing, Psionk, Zone 
Minor Action Close burst 1 

Effect; The burst creates a zone that lasts until the end of 
your next turn. When you move, the zone moves with 
you, remaining centered on you. Any ally who starts his 
or her turn within the zone regains 10 hit points. 
Sustain Minor: 1 he zone persists. 
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Level 23 At-Will Disciplines 


Ardent At tat k 23 


Flood of Madness Ardent Attack 23 


Your feint twists fire mind of your joe so that it lushes out at its 
rurripamun, 

At-Will + Augmentable, Charm, Psionic, Psychic, 

Weapon 

Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. Will 

Hit: Charisma modifier psychic damage, and the target 
makes a melee basic attack as a free action against a 
creature of your choice. 

Augment 2 

Hit: 1 [W| + Charisma modifier psychic damage, and the 
target makes a melee basic attack as a free action against 
an enemy granting combat advantage to you. If that 
attack hits, the target makes a melee basic attack against 
another enemy granting combat advantage to you. 
Augment 6 

Hit: 1[W| + Charisma modifier psychic damage, and 
the target makes a melee basic attack as a free action 
against each of your enemies adjacent to it. 


Perception Shift Ardent Attack 23 


A s vo u st rifee, >vu forceyo ur viefi rn W aitacfe where your allies 
are strongest. 

At Will ♦ Augmentable, Psionic, Psychic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. Will 

Hit: 1 [W| f- Charisma modifier psychic damage. The next 
time the target makes an attack hefore the start of your 
next turn, it attacks a defense of your choice. 

Augment 2 
Close burst 1 

Target: Each enemy you can see in burst 
Hit: 1 W] + Charisma modifier psychic damage. Whenever 
the target attacks before the end of your next turn, it 
attacks a defense of your choice. 

Augment 6 (Zone) 

Close burst 1 

Target: Each enemy you can see in burst 
Hit: 2|W] + Charisma modifier psychic damage. 

Whenever the target attacks before the end of your 
next turn, it attacks a defense of your choice. 

Effect: The burst creates a zone that lasts until the end of 
your next turn. When any enemy attacks while within 
the zone, the enemy attacks a defense of your choice. 


Revealing Strike 


Vour attack highlights the target's weaknesses. 

At-Witt ♦ Augmentabfe, Psionic T Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Charisma vs, AC 

Hit: 11W] + Charisma modifier damage, and the target 
takes a -2 penalty to all defenses until the start of your 
next turn. 

Augment 2 

Hit: 2|W| + Charisma modifier damage, and the target 
takes a -2 penalty to all defenses and can t benefit from 
concealment or invisibility until the end of your next 
turn. 

Augment 6 

Hit: 4[W| -e Charisma modifier damage, and the target 
takes a -3 penalty to all defenses until the end of your 
next turn. In addition, you and each ally adjacent to you 
gain blindsight 10 until the end of your next turn. 
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Revelatory Slash Ardent Attack 23 


Rfflflicr than attack,you open your mind? eye and urjjt 1 your 
allies fa strike, 

At-Will ♦ Augmentable, Psionic 
Standard Action Close burst 1 0 

Target: One ally In burst 

Effect: The target can make a melee basic attack as a free 
action. If that attack hits, the creature that is hit grants 
combat advantage until the end of your next turn. 
Augment 2 

Effect: The target can make a melee basic attack as a free 
action against a creature granting combat advantage to 
you. The target gains a power bonus to the damage roll 
equal to your Constitution modifier. If that attack hits, 
the creature that is hit is dazed until the end of your next 
turn. 

Augment 6 

Target: One or two allies in burst 
Effect: Each target can make an at-will attack as a free 
action. If a target's attack hits, he or she gains 15 tem¬ 
porary hit points. 


Level 25 Daily Disciplines 


Blistering Aversion Ardent Attack 2 S 


You co rtvmce your enemy and rtea rbyfoes that drey are bein# 
burned alive. 

Daily + fire, Psionic, Weapon, Zone 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs, AC 

Hit: 3|W| + Charisma modifier fire damage, and ongoing 
15 fire damage (save ends). 

Miss: Half damage. 

Effect: The attack creates a zone in a close burst 3. The 
zone lasts until the end of your next turn. Any enemy 
that ends its turn within the zone takes ongoing 10 fire 
damage (save ends). 

Sustain Minor: The zone persists. 
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Corona of Battle 


Ardent Attack 2 S 


Level 27 At-Will Disciplines 


Your L‘fm>tions emarmte/rom yvu to Instill new courage and 
prowess in your allies. 

Daily 4- Healing, Psionic* Zone 
Standard Action Close burst S 

Effect: The burst creates a zone that lasts until the end of 
your next turn. When you move, the zone moves with 
you, remaining centered on you. While within the zone, 
allies gain regeneration S and a + 2 power bonus to 
attack rolls, and their attacks deal 1 dlO extra damage. 
Sustain Minor The zone persists. 


Intellect Bomb Ardent Attack 25 


Your attack implants a psychic horn I? in your Joes mind 

Daily 4 Psionic, Psychic, Weapon 
Standard Action Melee weapon 

Primary Target: One creature 
Primary Attack: Charisma vs, AC 
Hit: 3[WJ + Charisma modifier damage, and you slide the 
primary target 1 square* 

Effect: Before the end of the encounter, you can make 
the following secondary attack once, either when the 
primary target drops to 0 hit points or as a minor action. 
The secondary attack is a close burst 2 centered on the 
primary target. 

Secondary Target: Each enemy in burst 
Secondary Attack: Charisma vs. Will 
Hit; 2d10 + Charisma modifier psychic damage, and the 
secondary target is dazed until the end of your next turn. 


Revealed Assets Ardent Attack 2 5 


Your attack clnri/iesyour allies'senses and helps your /fiends 
anticipate their enemies' attacks. 

Daily 4 Psionic, Weapon* Zone 

Standard Action Melee weapon 

Target: One creature 

Attack: Charisma vs. AC 

Hit; 4|Wj + Charisma modifier damage. 

Miss: Half damage. 

Effect: The attack creates a zone in a close burst 7. The 
zone lasts until the end of your next turn* While within 
the zone, allies gain a bonus to all defenses equal to the 
number of enemies within the zone. 

Sustain Minor: The zone persists. 


Summons to Doom Ardent Attack 2 5 


You com pel you r enemies to approach fa be punished. 

Daily 4 Charm* Psionic, Psychic, Weapon 
Standard Action Close burst 5 

Target: Each enemy in burst 
Attack: Charisma vs. Will 

Hit: You pull the target 4 squares, and it takes 4[W] + your 
Charisma modifier psychic damage. The enemy then 
chooses either to be pushed 3 squares or to take a -2 
penalty to attack rolls (save ends). 

Miss: Half damage. 



Dismissive Strike Ardent Aitat k ) 7 


When vour attack hits,you dismissyour enemy and leave it to 
face you rfr lends. 

At-Will 4 Atigmentable* Psionic* Teleportation* Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. AC 

Hit: 1 [W| + Charisma modifier damage, and you teleport 
the target 5 squares to a square adjacent to an ally. 
Augment 2 
Close burst 1 

Target: Each enemy you can see in burst 
Hit; 1 [W] + Charisma modifier damage* and you teleport 
the target to a square adjacent to an ally who is adjacent 
to you. 

Augment 6 (Zone) 

Hit; 2|W[ + Charisma modifier damage. 

Effect: The attack creates a zone in a close burst 1. The 
zone lasts until the end of your next turn. When any 
enemy enters the zone or starts its turn there, you can 
teleport that enemy 5 squares as a free action. Any ally 
who enters the zone or starts his or her turn there can 
teleport 5 squares as a free action. 


Exhilarating Strike Ardent Aii.h k 27 


You inspire your allies to strike, and success rewards them with 
recovery 

At-Will 4 Augment able* Psionic 
Standard Action Close burst S 

Target; One ally in burst 

Effect: The target can make a melee basic attack as a free 

action. 

Augment 2 

Effect: The target can make a melee basic attack as a free 
action, with a power bonus to the damage roil equal to 
your Wisdom modifier. If that attack hits* the target can 
make a saving throw. 

Augment 6 

Target; Each ally in burst 

Effect Each target can use a free action either to make 
a basic attack or to charge, with a power bonus to the 
damage roll equal to your Wisdom modifier. If a target 
hits, or she can make a saving throw. 


Restorative Bastion Ardent An.uk 11 


A successful strike with your weapon/ilfs a nearby ally with new 
life. 

At-Will 4 Augmentabie* Psionic* Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. Fortitude 

Hit; 11 Wj + Charisma modifier damage* and one ally with 
in 5 squares of you can make a saving throw. 

Augment 2 

Hit: 2[WJ + Charisma modifier damage, and one ally 
within 5 squares of you can make a saving throw, with a 
+ 5 power bonus if it’s against ongoing damage. 

Augment 6 

Hit: 4|W] + Charisma modifier damage, and each ally 
you can see can make a saving throw. 
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Unnerving Disruption 


Ardent At Kick 27 


You con/ustMOiir enemy throwing off its attacks, 

At-Will 4 Augmentable, Psionie, Psychic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. AC 

Hit: 1 |W[ + Charisma modifier psychic damage. Limit the 
end of your next turn, the target takes a -2 penalty to 
attack rolls. 

Augment 2 
Close burst 1 

Target: Each enemy in burst 

Hit: 1 EWj + Charisma modifier psychic damage. Until the 
end of your next turn, the target takes a penalty to attack 
rolls against Will The penalty equals your Constitution 
modifier 

Augment 6 (Zone) 

Close burst 1 

Target: Each enemy in burst 

Hit: 1 [Wj + Charisma modifier psychic damage. Until 
the end of your next turn, the target is weakened and 
takes a penalty to attack rolls. The penalty equals your 
Constitution modifier 

Effect: The burst creates a zone that lasts until the end 
of your next turn. While within the zone, allies gain 
a bonus to damage rolls equal to your Constitution 
modifier. 

Level 29 Daily Disciplines 


Empafhic Projection Ardent Attack 29 


Your emorumvf looci t h c h a 1E !e| iefd so f ha t yo u r a Hies feel you r 
st i c cesses and know to compensate for you r fa i i u res * 

Daily 4 Psionie, Weapon 
Standard Action Close burst 1 

Target: Each enemy you can see in burst 
Attack: Charisma vs* AC 

Hit: 4[W] + Charisma modifier damage, and you push the 
target 2 squares* 

Miss: Half damage. 

Effect: Until the end of the encounter, whenever you hit 
with an attack, allies within 3 squares of you gain a +2 
power bonus to attack rolls until the end of your next 
turn, and whenever you miss with an attack, allies within 
3 squares of you gain a + 2 power bonus to ail defenses 
until the end of your next turn* 


Image of Doom Ardent Attack 29 


h i u mind u w enemy you become the intake of its doom, 
and it quails be fore vour attacks* 

Daily 4 Fear, Psionie, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Charisma vs* AC 

Hrh 5[W] + Charisma modifier damage. 

Miss: Half damage. 

Effect: Until the end of the encounter, the target takes a - 2 
penalty to attack rolls and all defenses while it can see 
you, and you m slide it 1 square as a free action when it 
takes damage from any attack. 


Undeniable Weakness Ardent Attack 29 


You impart >et\Sat\om of frailty to your foes and of might to 
your/riciiik 

Daily 4 Psionie, Weapon, Zone 
Standard Action Close burst 1 

Target: Each enemy in burst 
Attack: Charisma vs. AC 

Hit: 4[W| + Charisma modifier damage, and the target is 
weakened save ends)* 

M iss: Half damage, and the target is weakened until the end 
of your next turn* 

Effect: Tfu: burst creates a zone that lasts until the end of 
the encounter. While within the zone, your allies have 
resistant e to all damage equal to your Wisdom modifier. 


Violent Spark Ardent Attack 29 


Oir nm m I y lif shim sj > < »m \ our allies’ eyes ns you r comrades 
make a smMi’n barrage of attacks* 

Daily 4 Psionic 

Standard Action Close burst 10 

Target: Each ally in burst 

Effect: E at h target can m,ike an at-will attack as a free 
at tion, with a power ht »nus to the damage roll equal to 
vour Wisdom modifier. If a target misses, he or she can 
make a saving throw. 
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Argent Soul 

"Despair has no hold when I am near” 

Prerequisite: Ardent 

You are a brilliant vessel; you embody hope* joy, and 
endless confidence* and your presence lifts your 
allies’ spirits. On the battlefield*you wash away 
despair, dispel doubt* and fuel your allies 1 passions. 
As an argent soul* you have an uncommonly pure 
spirit. You see the best in every situation, finding solu 
tions where others find only defeat. Melancholy has 
no hold on you, for optimisms light burns away grief. 
Others find your good nature infectious and strive to 
rise to your example. 

The road to becoming an argent soul is varied. 

You can simply be a good and wholesome person, 
untouched by the horrors you have witnessed, or you 
might have been touched by a god* your soul purified 
and claimed for a higher purpose* Regardless of the 
cause of your transformation, it is profound. 

Whenever you attack with your ardent powers, a 
silver corona glimmers around you. i hose it touches 
feel their confidence building, the pain from their 
injuries falling away so that they can keep fighting no 
matter the odds* 



Argent Soul Path Features 

Paragon Power Points (11th level): You gain 2 
additional power points* 

Restoring Critical (lith level): Whenever you 
score a critical hit with an ardent or an argent soul 
power, one ally within 5 squares of you can spend a 
healing surge. 

Vitalizing Action (11th level): When you spend 
an action point to make an attack,you and each ally 
within 5 squares of you gain temporary hit points 
equal to your Constitution modifier. 

Argent Devastation (16th level): When you 
attack with an ardent or an argent soul power, you 
can score a critical hit on a roll of 19-20, 

Argent Soul Disciplines 


Argent Strike Argent Soul Altai k I I 


Your weapon shines with silver li/jhr. When h strikes, \vur co¬ 
rona flares to revitalize? an ally; 

Encounter ♦ Augmentahle, Healing, Psionic, Radiant, 
Weapon 

Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs, AC 

Nit: 3 |W] + Charisma modifier radiant damage, and one 
ally within 5 squares of you can both spend a heal 
mg surge and shift 1 square as a free action. If the ally 
doesn’t spend a healing surge* he or she gains 10 tempo 
rary hit points. 

Augment 2 

Hit: 2[W] + Charisma modifier radiant damage. Each ally 
within 3 squares of you can both spend a healing surge 
and shift 1 square as a free action. Any ally who doesn't 
spend a healing surge gains 10 temporary hit points* 


Burgeoning Reserves Argcnr Soul Utility 12 


Your touch restores vitality to a fallen comrade. 

Daily ♦ Healing, Psionic 
Standard Action Melee 1 

Target: One dying ally 

Effect: The target can spend a healing surge, and he or she 
gains regeneration 5 until the end of your next turn. 
Sustain Minor: The regeneration persists. You can sustain 
the regeneration onfy if the target is bloodied. 


Argent Flood Ardent Soul Attack 20 


Your allies find new reserves in the silver f$ht you unleash. 

Daily ♦ Healing* Psionic* Radiant, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs, AC 

Hit: 4[W] + Charisma modifier radiant damage. 

Effect: Each ally within S squares of you can either spend a 
healing surge or gain temporary hit points equal to his or 
her healing surge value. 
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Psiomic Binder 

*7 am your prison , From me there is no escape ” 

Prerequisite: Ardent 

Though no chains bind them, your enemies become 
your prisoners. You are a psionic binder, a living 
prison whose thoughts are as strong as adamantine 
bonds. When you engage your foes, you redirect their 
thoughts inward, forming mental walls to constrain 
their thoughts and root them to the spot. You can 
keep your enemy imprisoned long enough for your 
allies to close in and deliver whatever justice the foe 
deserves. 

The aberrant menace is a wily threat, slipping 
unseen into the mortal world and spreading its cor¬ 
rupting influence to foment unrest and mutation 
wherever it goes. No matter how many aberrant 
monsters are destroyed, others spawn to spread 
wickedness. The only answer is containment. By 
pinning down the threat, you can destroy it, one 
monster at a time. 

By no means are your efforts exclusive to aberrant 
enemies. Any who stand against you in your single- 
minded pursuit deserve your dread attention. 

Psion ic Binder Path Features 

Constant Jailer (11th level): Whenever you 
hit an immobilized creature with a melee or a close 
attack, that creature can't make saving throws on its 
next turn against effects that immobilize. 

Imprisoning Action (11th level): When you 
spend an action point to make an attack and the 
attack hits, the target is also restrained (save ends). 

Paragon Power Points (11th level): You gain 2 
additional power points. 

Crushing Walls (16th level): While you are 
adjacent to an immobilized enemy, that enemy grants 
combat advantage. 

Psionic Binder Disciplines 


Binding Strike Psionic Binder Attack 11 


Van? itrifcr die enemy's mrnd with psionic drains. 

Encounter ♦ Augmentabie, Psionic, Psychic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. AC 

Hi i : |W| 1 Charisma modifier psychic damage, and the 
target is immobilized until the start of your next turn. 
Augment 2 

Hit: 2[W] + Charisma modifier psychic damage, and the 
target is immobilized until the start of your next turn. 



Executioner’s Summons Psionic Binder Utility 1 2 


VVirh your enemy pinned down,you call forth the executioner to 
give it a quick end. 


Encounter ♦ Psionic, Teleportation 
Move Action Close burst 5 

Requirement: You must be adjacent to an immobilized 
enemy. 

Target: One ally in burst 

Effect: You teleport the target to a square adjacent to an 
immobilized enemy adjacent to you. Until the end of 
your next turn, the target gains +2 power bonus to attack 
roils against that enemy and a power bonus to damage 
rolls against it equal to your Wisdom modifier. 


Perfect Prison 


Psionic Binder Attack 20 


Your foe's thoughts cdlapse under the terrifying wight of your 
at hick. 

Dally ♦ Fear, Psionic, Weapon, Zone 
Standard Action Close burst 1 

Target: Each enemy in burst 
Attack: Charisma vs. AC 

Hit: 21 Wj -i- Charisma modifier damage, and the target is 
dazed and slowed {save ends both). 

Miss: Half damage. 

Effect: The burst creates a zone that lasts until the end of 
your n vi turn. Dazed creatures cannot leave the zone. 

As a move action, you can move the zone 3 squares. 
Sustain Minor: The zone persists. 
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Stygian Adept 

‘There are no fears huf fhuse of your own making.” 

Prerequisite: Ardent 

There are shadows in the mind. Unnerving memo 
ries, old fears, and crushing disappointments all lie 
ready to be exploited and manipulated. Those who 
know these fears can turn them into weapons, ampli¬ 
fied until they unravel the consciousness. You are 
familiar with these fears, and you wield them like 
razors. 

As a stygian adept, you sense the fear arid terror in 
your enemies, harnessing these emotions and using 
them to attack your foes" minds. With your powers 
you Can create phantom terrors that only your oppo¬ 
nent can perceive, distracting the enemy from your 
allies as they move into position, A foe firmly in your 
grasp finds itself lost in a maze of half realized imag¬ 
inings, each more terrible than the last, 

Stygian Adept Path Features 

Fleeing Fear (11th level): Whenever you hit an 
enemy with a fear power, you can slide the enemy 1 
square. 

Paragon Power Points (11th level): You gain 2 
additional power points. 

Unraveling Action (1 Itli level): When you 
spend an action point to make a fear attack, each 
target hit by the attack has vulnerability to all damage 
until the end of your next turn. The vulnerability 
equals your Constitution modifier. 

Fearsome Zone (16th level): Enemies in any 
zone created by your psion ic powers take a -2 pen¬ 
alty to attack rolls. Enemies that are immune to fear 
ignore this penalty. 


Haunting Shadows Stygian Adept Utility 12 


Dpuf't' Mur your enemies'vision, mulmt# it hard for yvur foes 
to see the frue threat before them. 

Daily ♦ Psionic, Zone 
Minor Action Close burst 3 

Effect: The burst creates a zone that lasts until the end 
of your next turn. When you move, the zone moves 
with you, remaining centered on you. Your allies have 
concealment against enemies that are within the zone. 
Sustain Minor: The zone persists. 


Subconscious Horror Stygian Adept Attack 20 


Vour attack conjures a horri/ic vision that only you andyour 
enemy nm see. 

mt 

Daily ♦ Conjuration, Fear, Psionic, Psychic, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Charisma vs. Will 

Hit: 3|W| + Charisma modifier damage. 

Miss: Half damage. 

Effect: You conjure a subconscious horror in an unoccupied 
square within 5 squares of you. The horror lasts until the 
end of your next turn. The horror is invisible to everyone 
but you and the target. Whenever the target starts its 
turn and cart see the horror, the target must either end 
that turn farther away from the horror than where it 
started, by at least a number of squares equal to half its 
speed, or take 10 psychic damage and grant combat ad¬ 
vantage until the start of its next turn. 

Sustain Minor: The horror persists, and you can move it 4 
squares. 


Stygian Adept Disciplines 


Stygian Strike Stygian Adept Attack 11 


To your enemy, you take on the appearance of its greatest fear. 
causing If to stumble hark in terror 

Encounter ♦ Augmen table, Fear, Psion ic, Psychic, 
Weapon 

Standard Action Melee weapon 

Target: One creature 
Attack: Charisma vs. Will 

Hit: 11W] + Charisma modifier psychic damage, and 
you push the target a number of squares equal to your 
Constitution modifier. 

Augment 2 

Hit: As above, and you or one ally can make a melee basic 
attack against the target as an opportunity action at any 
point during the push. 
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Talaric Strategist 

“Your thoughts betray you" 


Prerequisite: Ardent 


Long ago, when aberrant monsters f irst spilled into 
the mortal world, a warrior society was formed to 
protect the world from the Far Realm’s corrupting 
influence. The society’s members recorded their 
techniques in a volume known as the Talaric Codex. 

In it were the forms and disciplines needed to master 
their psionic fighting art. In the countless years since 
its formation, the society has decayed and dissolved. 
Its monasteries have fallen, and the writings of its 
adepts have been scattered across the world. 

You have found fragments 0f wr\ting from this 
ancient society and learned to focus your psion ic 
powers to give you a tactical advantage in battle. 
Because your training was haphazard and pieced 
together from fragments of lore, you improvise where 
your training is incomplete, drawing from your 
ardent powers to fill your gaps in knowledge. Still, the 
teachings you uncovered proved instructive, and you 
can take charge of nearly any battlefield. 

Central to your learning is the ability to read your 
enemies' intent and turn it against them. You trans¬ 
late the clarity of your vision and your openness to 
the thoughts and experiences of those around you 
into a decided tactical advantage. You can warn allies 
against impending attacks, move companions to 
adapt to enemy formations, and help your allies scat¬ 
ter when they are faced with devastating magic. 



Talaric Strategist Path 
Features 

Anticipatory Action (11th level): When an 
enemy enters a square adjacent to you. you can spend 
an action point to take a standard action as an imme¬ 
diate interrupt. 

Rattle Instinct (11th level): You and allies 
within S squares of you gain a +2 power bonus to ini¬ 
tiative checks. 

Paragon Power Points (11th level): You gain 2 
additional power points. 

Tactician’s Surge (16th level): Whenever you 
use your ardent surge power, you can slide each ally in 
the burst 1 square. 

Talaric Strategist Disciplines 


Anticipation Tactics Talaric Strategist Attack 1 1 


Your far r ini] intuition places your ally jus! where he or she 
needs to be. 

Encounter 4 Augmentable, Psionic 
Immediate Interrupt Close burst 3 
Trigger: An enemy within 2 squares of you makes a melee 
attack 

Target: One ally in burst 

Effect: The target can use a free action to shift 1 square 
and make a melee basic attack against the triggering en¬ 
emy, That attack deals IdS extra damage to the enemy. 
Augment 2 

Target: One or two allies in burst or you and one ally in 
burst 

Effect: Each target can use a free action to shift 2 squares 
and make a basic attack against the triggering enemy 


Insightful Command Talaric Strategist Utility 12 


You exhort your allies to move fo new positions or to defend 
themselves. 

Daily 4 Psionic 

Minor Action Close burst 5 

Target: You and each ally in burst 

Effect; Each target can either shift half his or her speed as 
a free action or gain a +3 bonus to all defenses until the 
end of your next turn. 


Combined Effort Talaric Strategist Attack 20 


Drtnvirifj/rom v'our allies* perceptions*you discern the best [dace 
fa sirihe. 

Daily 4 Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 

Attack: Charisma vs, AC. You gain a +1 bonus to the attack 
roll for each ally within 2 squares of the target. 

Hit: 4jWj + Charisma modifier damage, and the target is 
dazed (save ends). 

Miss; Half damage, and the target is dazed until the end of 
your next turn. 
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“My mind is afar cleatlfier weapon than some ill- 
crafted frit of iron.” 

CLASS TRAITS 

Role: I defender You are tough and fast, while your 
mastery of phonic magic allows you to outwit your 
foes. Depending on your choice of class features 
and powers, you lean toward either controller or 
striker as a secondary role* 

Power Source: Psionic. Yon are a psionic warrior H a 
weapon master who combines physical might and a 
cunning intellect. 

Key Abilities: Constitution, Wisdom, Charisma 

Armor Proficiencies: Goth, leather Hide, chainmail. 
scale; light shield, heavy shield 

Weapon Proficiencies: Simple melee, military melee, 
simple ranged 

Bonus to Defense: +2 Will 

Hit Points at 1st Level: 15 + Constitution score 

Hit Points per Level Gained: 6 

Healing Surges per Day: 9 + Constitution modifier 

Trained Skills: From the class skills list beiow, choose 
three trained skills at 1st level 
Gass Skills; Arcana (Int), Athletics (Str), Bluff (Cha), 
Diplomacy (Cha), Endurance (Con), Heal (Wis), 
Insight (Wis), Intimidate (Cha) 

Class Features: Psion ic Augmentation, Psionic 
Defense, Psionic Study 

As wanderers, mercenaries, and adventurers, battle- 
minds are carefree warriors who seek only to test 
their skill against the mightiest and most dangerous 
opponents* Battleminds possess a potent combination 
of psionic and physical skill, allowing them to use 
their magic to manipulate and deceive their foes even 
as their fighting skill lets them carve a swath through 
enemy ranks. Battleminds tend to be bold and some 
times arrogant, an attitude earned through bringing 
ruin to enemies over the course of many conflicts. 

You might not share your fellow battleminds 1 
arrogance, but you do have access to an array of 
combat abilities that let you manipulate, baffle, and 
defeat your enemies. Your mind is as deadly as your 
weapon, and with the aid of your psionic magic, your 
body can turn aside attacks as effectively as a suit of 
plate armor can. 

Let those who would stand against your might 
quiver in terror when you approach, for you are a bat- 
tiemind, and supremacy in combat is your birthright. 






















Battlemind Class 
Features 

Battleminds have the following class features, 

Psionic Augmentation 

Through discipline and careful study, you have 
mastered a form of psionic magic that offers greater 
versatility than other characters command. You know 
a broad array of at-will powers, each of which is a con¬ 
duit through which you can pour as much or as little 
psionic energy as you choose. You channel psionic 
energy into a reservoir of personal power—repre¬ 
sented in the game as power points—that you can use 
to augment your at-will attack powers, replacing the 
encounter attack powers that other characters use. 

Because of this class feature, you acquire and use 
powers in a slightly different manner from how most 
other classes do, 

At-Will Attack Powers; At 1st level, you choose 
two at-will attack powers and one daily attack power 
horn your class, but you don’t start with any encoun¬ 
ter attack powers from your class. You can instead 
augment your class at-will attack powers using power 
points,These powers have the augmentable keyword. 

You gain new at-will attack powers from this 
class, instead of new encounter attack powers, as you 
increase in level. At 3rd level, you choose a new' at- 
will attack power from this class. At 7th, 13th, 17th, 
23rd, and 27th level, you can replace one ofyour at’ 
will attack powers with another one of your level or 
lower. Both powers must be augmentable and from 
this class. 


BATTLEMIND OVERVIEW 

Characteristics: Your heavy armor allows you to take 
on your enemies’ attacks without fear, and your melee 
attacks that are augmented by psionic magic let you 
control your enemies like puppets and set them up for 
defeat. You excel at controlling the battle line and forcing 
enemies to fight you while your allies wreak havoc. 

Religion: Battleminds who live up to this class's 
renowned arrogance rarely pray to the gods, and stories 
abound of battleminds whose ill luck could be placed 
at the feet of their impiety. Those battleminds who do 
follow the gods typically revere Kord for his martial skill 
and strength, Bahamut for his practice of justice, or loun 
for being the originator of psionic magic. 

Races: Dwarves and wllden make excellent resilient 
battleminds, putting their Constitution and Wisdom to 
great use in shaping their bodies to meet the needs of 
combat. Half-elves are ideal quick battleminds, channel¬ 
ing their natural Charisma into psionic alacrity. Goliaths' 
sheer physical power makes them well suited for this 
class, and many gnome and tiefling warriors are drawn 
to the guile and trickery of some battlemind powers. 


Power Points: You start with 2 power points. 

You gain 2 additional power points at 3rd and 7th 
level, 1 additional power point at 13th level, and 2 
additional power points at 17th, 21st, 23rd, and 27th 
level. If you gain power points from another source 
(such as your paragon path), add them to your power 
point total. You can use your power points to augment 
any augmentable power you have, regardless of how 
you gained the power. 

You regain all your power points when you take a 
short or an extended rest. 


Level 

At Will Attack Powers 

Power Points 

1 

Choose two 

Gain 2 

3 

Choose one 

Gain 2 (4 total) 

WKtM 

Replace one 

Gain 2 (6 total) 

13 

Replace one 

Gain 1 (7 total) 

17 

Replace one 

Gain 2 (9 total) 

21 

— 

Gain 2 (11 total) 

23 

Replace one 

Gain 2 (13 total) 

27 

Replace one 

Gain 2 (15 total) 


Psionic Defense 

Three powers-ha trie mind's demand, blurred step, and 
mind spike-help you maintain tactical superiority in 
combat. You can use these psionic powers to demand 
your enemies' attention, follow them if they try to 
avoid you, and punish them if they attack your allies. 
This combination of mental compulsion and psionic 
enhancement of your own capabilities makes you a 
force to be reckoned with in battle, 

Psionic Study 

Battleminds learn to fight using their bodies as 
weapons. Some battleminds alter their own form to 
fit their needs. Other battleminds use their psionic 
power to predict the best position for launching an 
attack, 

Choose one of these options. 

Battle Resilience: You gain the baffle resilience 
power, which ref lects your ability to use your psionic 
power to bend your own body to protect yourself 
Speed of Thought: You gain the speed o/Thou^ht 
power, which allows you to be always ready for a 



Creating a Battlemind 

Battleminds rely on Constitution, Charisma, and 
Wisdom for their powers. You can choose any powers 
you like, but many battleminds choose powers that 
complement their choice of combat style. 
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BATTLEMIND 








Resilient Battlemind 

You use your psionic power to transform your body, 
altering it to take on the qualities of iron or stone, 
or to transform your weapon so it hits harder or 
bypasses your loes’ protections. Make Constitution 
your highest ability score, followed by Wisdom to 
reflect the strong mental control you have over your 
physical state. Charisma is a good third choice. For 
daily powers, consider those that alter your form and 
provide additional augmentations you can use for 
your other powers. 

Suggested Class Feature: Rattle Resilience 
Suggested Feat: Deceptive Mind 
Suggested Skills: Arcana, Endurance, Intimidate 
Suggested At-Will Powers: ironfist, bulls strength 
Suggested Daily Power: aspect of elevated 
liar many 

Quick Battlemind 

You use your psion ic power to make yourself faster, 
increasing your speed and agility in combat. Make 
Constitution your highest ability score, followed 
by Charisma to reflect your ability to project your 
psionic power into the world. Wisdom should be your 
third-best ability. For daily powers, consider those 
that grant new opportunity aclions to you, ensuring 
that your foes can’t oulmarieuver you. 

Suggested Class Feature: Speed ofThought 
Suggested Feat: Improved Speed of Thought 
Suggested Skills: Arcana, Athletics, Insight 
Suggested At-Will Powers: demon dance, whirling 
defense 

Suggested Daily Power: steel unity strike 

Battlemind Powers 

Your powers are called disciplines; they combine 
your fighting ability with your mastery of psionic 
magic. You can plant images in a foe's mind and use 
psionic power to lend unmatched speed and strength 
to your weapon blows. 

Class Features 

Each battlemind lias the powers baftlemind's demand, 
blurred step, and mind spike. 


Battlemind’s Demand B.mlrmlmf feature 


\ uij draw vour foes concentration, taunting the foe to strike at 
you , 

At-Wifi ♦ Augmentabfe, Psionic 
Minor Action Close burst 3 

Target: One creature In burst 

Effect: You mark the target until you use this power again 
or until the end of the encounter. 

Augment 1 

Target: One or two creatures in burst 


if 


Blurred Step Baitlemlnd Feature 


Yv n 1 l : >. t > r u idi the po we r of yoi t r m bid. fl iisli i i ig a cross 
the space brrwivnyou and your enemy. 

At-Will ♦ Psionic 

Opportunity Action Personal 

Trigger An adjacent enemy marked by you shifts 

Effect: You shift 7 square. 


Mind Spike EJalllemind Feature 


\ on foh i i.nir enenn la feel the pain that ii fri/Iicfs an your 
jriend. 

At-Wifl ♦ Force, Psionic, Psychic 
Immediate Reaction Melee 1 

Trigger An adjacent enemy marked by you deals damage to 
your ally with an attack that doesn't Include you as a target 
Target: The triggering enemy 

Effec t: The target takes force and psychic damage equal to 
the damage that its attack dealt to your ally. 

The Psionic Study option that you choose determines 
whether you have battle resilience or speed of thought. 


Battle Resilience Battlemind Feature 


oi i steel voitrself for hattie.^irdti ig yourself agaimt you r foe ’> 
initial assault. 

Encounter ♦ Psionic 

Free Action Personal 

Trigger: An attack hits or misses you for the first time during 
an encounter 

Effect: Until the end of your next turn, you gain resistance 
to all damage equal to 3 + your Wisdom modifier 
Level ? 7; Resist 6 + your Wisdom modifier. 

Level 27: Resist 9 + your Wisdom modifier. 


Speed ofThought Battlemind Feature 


You move rn the blink of ari eye, reaching your foes before (hey 
cum draw their weapons. 

Encounter ♦ Psionic 

Free Action Personal 

Trigger You roll initiative 

Effect You move a number of squares equal to 3 + your 
Cbarisma modifier. 

Special: You can use this power even if you're surprised. 

Level 1 At-Will Disciplines 


Demon Dance Raulemiml Attack T 


As van da Ti your enemy van implant the image of howling 
demons Into its mind, distracting the foe from making attacks. 

At-Will ♦ AugmentabJe, Fear, Psionic, Psychic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs. AC 

Hit: 11W] + Constitution modifier psychic damage, and the 
target takes a -5 penalty to opportunity attack roils until 
the end of your next turn. 

Augment 1 

Hit: As above, and the target loses threatening reach until 
the end of your next turn. 

Augment 2 

Hit: 2[W| + Constitution modifier psychic damage, and 
the target can’t make opportunity attacks until the end 
of your next turn. 
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Iron Fist 


Bjitfemfrtri Attack 1 


Whirling Defense 


Raft It- mint! Altai k I 


You change die density ofyour hand and amt to that of iron* 
allowing iziu toward off your foe's attacks. 

At-Wil! 4- Augmentable, Psionic, Weapon 

Standard Action Meiee weapon 

Target: One creature 

Attack: Constitution vs, AC 

Hit: 1 |W| + Constitution modifier damage. 

Effect: Until the end ofyour next turn, you gain resistance to 
all damage equal to your Wisdom modifier 
Augment 1 

Effect: Until the end of your next turm you gain fire resis- 
lance equal to 5 + your Wisdom modifier 
Augment 2 

Hit: 2JWj + Constitution modifier damage. 


Bull’s Strength Bauh-wind Ait.u k 1 


You slum your foe back as ij if were a puny goblin. By erthurtC' 
ingyaur strength jiir then you can reach enemies farther away 
or even swat multiple foes. 

At-Will 4 Augmentable, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs. AC 

Hit* 1 |W| + Constitution modifier damage, and you push 
the target 1 square. 

Augment 7 

Special: Your reach increases by 1 for this attack. 

Augment 7 
Close blast 3 

Target: Each enemy you can see in blast 


Twisted Eye R.mfemind Attack 1 


You flood the mind ofyour foe with psrotnr energy, bc/uddlfn^ 
iLs vision and distorting its perception of nearby threats, 

By increasing the flood to a torrent, you can Mind the foe 
completely. 

At-Will 4 Augmentable, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs. AC 

Hit: 1 [WJ + Constitution modifier damage. Until the end of 
your next turn* the target takes a penalty to attack rolls 
equal to the number ofyour allies adjacent to it. 

Augment 1 

Special: When making an opportunity attack, you can use 
this power in place of a melee basic attack. 

Augment 7 

Hit: 7 [W| + Constitution modifier damage, and the target 
is blinded until the end of your next turn. 


Seeking to defend your friends, you attack your foe to get it to 
focus on you. By channeling mure power into your attack* you 
can distract more opponents. 


At-Will 4 Augmentable, Psiomc, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs. AC 

Hit: 1[W] + Constitution modifier damage, and you mark 
the target until the end ofyour next turn. 

Augment 1 

Effect: Whenever you use your mind spike before the end 
of your next turn, the target of that power takes extra 
damage equal to your Charisma modifier. 

Augment 2 
Close burst 1 

Target: Each enemy you can see in burst 


Level 1 Daily Disciplines 



Allies to Enemies Battlemind Attack 1 


Your attack rattles your foe with a vision of its a Hies bettor 
tug it. The foe lashes out at a companion before realizing its 
mistake. 

Daily 4 Charm, Psionic, Psychic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs* AC 

Hit: 2[Wf + Constitution modifier psychic damage, and the 
target makes a melee basic attack as a free action against 
a creature of your choice. 

Miss: Half damage. 


Aspect of Elevated Harmony Battlemind Attack ] 


Yuur i, rsfllcnv as you achieve harmony of mind, body, and 
spiril. Irr /hi^ state, you are aide to heal yourself and you 
imdmfaud where to strike your enemy best and how lo lessen 
Us blows* 

Daily 4 Healing, Polymorph, Psionic, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Constitution vs. AC 

Hit 2|W] + Constitution modifier damage* 

Miss: Half damage. 

Effect: You can spend a healing surge. You then assume 
the aspe< t of 'levated harmony until the end of the en 
counter. While in this aspect, you can use the following 
augmentation with your battlemind at will attack powers 
that are augmentable. This augmentation is in addition 
to dn effects that an at-will power might have; this aug- 
mentation doesn't supersede them* 

Augment 1 

Effect: You gain temporary hit points equal to 5 + your 
Wisdom modifier. In addition, choose a single creature 
hit by the at-will attack. That creature takes extra 
damage equal to your Wisdom modifier* 
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Psionic Anchor 


Battlemind Attack 1 


Level 3 At-Will Disciplines 


You bind you r foe with an a richer of p^iorflc energy s o diur you 
can iJ raw ir back toyour side with only a thought 

Daily 4 Psionic, Teleportation, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs. AC 

Hit 2[W] + Constitution modifier damage. As a free action 
at the end of the targets turn, you can teleport the target 
to a square adjacent to you (save ends). 

Miss: Half damage. As a free action at the end oF the target s 
next turn, you can teleport the target to a square adjacent 
to you. 


Steel Unity Strike Rattlemind Attack t 


You become one with war weapon as you unleash a denis for 
i raj atti k k a#titrrst yo 11 r foe, lea ri 11 g you rsejf t11 /TibiNatl to sir :fee 
again if your enemies flee. 

Daily 4 Psionic, Stance, Weapon 
Standard Action Melee weapon 

Primary Target: One creature 
Primary Attack: Constitution vs. AC 
Hit: 3[W] + Constitution modifier damage. 

Miss: Half damage. 

Effect: You assume the steel unity stance. Until the stance 
ends, you can make the following secondary attack. 
Opportunity Action Melee 1 

Trigger: An adjacent enemy marked by you moves without 
shifting on its turn 

Secondary Target: The triggering enemy 
Secondary Attack: Constitution vs, AC 
Hit: 2 1 Wj + Constitution modifier damage. 


Level 2 Utiliey Disciplines 


Feather Step Battlemlnd Uiiliiy 2 


With a focused thought, you lift your body slightly off the 
ground on a current ofpsiomt energy, allowing you to move over 
water or broken ground with ease. 

At-Will 4 Psionic 

Move Action Personal 

Effect: Until the end of this turn, you ignore difficult terrain 
and can both move across liquid and stand on it as if it 
were solid ground. In addition, you move 3 squares. 


Psionic Vigor Battlemlnd Utility 1 


You focus your rniud to shrug off injuries. 

Encounter 4 Psionic 
Minor Action Personal 

Effect: You gain temporary hit points equal to 5 + your 
Charisma modifier. 


Telepathic Challenge Battleminri Uiiliiy ) 


You loom large in you r foes* minds, farcing dir emmiies to turn 
their ntumtiun toward you. 

Encounter 4 Psionic 

Minor Action Close burst 2 

Target: Each enemy in burst 

Effect: You mark each target until the end of your next 
turn. 
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Battlemlnd Attack 3 


Snare 


Your attack addles your foe, causing it to focus on you instead 
of on yourfriend, With a firth? more effort, you can force your 
enemy to focus sole/v on you. 


At-Will 4- Augmentable, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs. AC 

Hit: 1 |W] + Constitution modifier damage, and one ally 
within S squares of you becomes invisible to the target 
until the target is adjacent to him or her or until the end 
of your next turn. 

Augment 1 

Hit: As above, but the invisibility isn’t ended by the target 
being adjacent to the ally. 

Augment 2 

Hit: 2(W| + Constitution modifier damage. Until the end 
of your next turn, your allies are invisible to the target 
while they aren’t adjacent to it. 


Mist Weapon B3ttlemind Attack 3 


Your weapon transforms info rnisr, aHcwir^your strikes to 
slide through armor, flesh, and ghostly essence. By adjusting 
the mist's C 0 nsfctenn;y 0 ii can farce glrosfly creatures to become 
rnatcriah 

At-Will 4 Augmentable, Psionic, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Constitution vs. Reflex 

Hit: 1 [W] + Constitution modifier damage. 

Augment 1 

Hit: As above, and if the target is insubstantial, it doesn’t 
benefit from that quality against this attack and it takes 
extra damage equal to your Wisdom modifier. 

Augment 7 

Hit: 2|W] + Constitution modifier damage, and the target 
doesn't benefit from being insubstantial until the end of 
your next turn. 


Spectral Legion Battlemlnd Attack 3 


You nick your enemy ruin perceiving a legion of foes pressing in 
upon h By expcudfri# more power,you am make the phantoms 
seem more real, causing die enemy to freeze in indecision. 

At-Will 4 Augmentable, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs, AC 

Hit: 1 [W| + Constitution modifier damage. Until the end 
of your next turn, the target grants combat advantage to 
your allies while they are adjacent to it. 

Augment 1 

Hit: As above, and the target takes a penalty to the attack 
rolls of melee attacks and close attacks until the end 
of your next turn. The penalty equals your Charisma 
modifier. 

Augment 2 

Hit: 2[W| + Constitution modifier damage. Until the 
end of your next turn, the target is Immobilized, and it 
grants combat advantage to your allies while they are 
adjacent to it. 


















Visions of Terror 


Battlemind Attack 3 


Level 5 Daily Disciplines 


With a sweeping attack, you trick your foes mind into seeing 
you as a monstrous figure whose blow semis the enemy 
stumbling buck You am expend more power to cause other foes 
to stagger bach. 

At Will ♦ Augmentable, Fear, Psionic, Weapon 
Standard Action Melee weapon 

Target; One creature 
Attack: Constitution vs. AC 

Hit: 1 [W| + Constitution modifier damage, and you push 
the target 2 squares* 

Augment 1 

Hit: As above, but you push the target a number of squares 
equal to your Charisma modifier, In addition, until the 
end of your next turn, if you or any of your allies pulls, 
pushes, or slides the target, the forced movement 
increases by 1 square. 

Augment 2 

Hit: 1[W| + Constitution modifier damage, and you push 
the target a number of squares equal to your Charisma 
modifier. After the push, you slide each enemy adjacent 
to the target 1 square. 


Aspect of Living Stone Battlemind Attack 5 


You harden your flesh, becoming a living statue and delivering 
heavy Nows that knock your foes to the ground. 

Daily ♦ Polymorph, Psionic, Weapon 
Standard Action Close burst 1 

Target: Each enemy you can see in burst 
Attack: Constitution vs. AC 

Hit: 1[W| + Constitution modifier damage, and you knock 
the target prone. 

Miss: Half damage. 

Effect: You assume the aspect of living stone until the end 
of the encounter. While in this aspect, you can use the 
following augmentation with your battlemind at-will 
attack powers that are augmentable. This augmentation 
Is in addition to the effects that an at will power might 
have; this augmentation doesn't supersede them. 

Augment 1 

Effect You gain resist 5 to alt damage until the end of your 
next turn. In addition* choose a single creature hit by the 
at-will attack. That creature takes extra damage equal to 
your Wisdom modifier. 
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Beckoning Strike 


Battle mi nd Attack S 


Sense Minds 


As you strike your ertemn you unleash a snipe of ps ionic energy' 
rfuii warps ill i? mi fids of the foes you rhoJh’Figc. rompdlrn^ them 
Jo approach you, 

Daily 4 Psionic, Stance, Weapon 
Standard Action Melee weapon 

Primary Target: One creature 
Primary Attack: Constitution vs. AC 
Hit: 2[W| -i- Constitution modifier damage. 

Miss: Half damage. 

Effect: You assume the beckoning stance. Until the stance 
ends, you can make the following secondary attack. 
Opportunity Action Melee 1 

Trigger: An adjacent enemy marked by you moves without 
shifting on its turn 

Secondary Target: The triggering enemy 
Secondary Attack: Constitution vs. AC 
Hit: 1[W| + Constitution modifier damage. At the end of 
the secondary target s turn, you can use a free action to 
pull the secondary target a number of squares equal to 
its speed. 


Nightmare Vortex Battlemind Attack 5 


You generate u vortex of it ijjhf mares a round yourself that en¬ 
gulfs the winds of your enemies, /biting your foes to move away 
from imagined attacks. 

Daily 4 Fear, Psionic, Weapon 
Standard Action Close burst 1 

Target- Each enemy you can see in burst 
Attack: Constitution vs, AC 

Hit: 1 [W] + Constitution modifier damage, and you slide 
the target 1 square, 

M i ss: H a I f d a m age. 

Effect: Until the end of the encounter, whenever an enemy 
starts its turn within 3 squares of you, you can slide the 
target 1 square as a free action. 


Predator to Prey Battlemind At tack 5 


You unleash a wave ofpsionic energy fhuf crushes your foe's 
bravery; leaving the enemy overwhelmed with terror. 

Daily 4 Fear, Psionic, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Constitution vs. Will 

Hit 2|WJ + Constitution modifier damage. 

Miss: Half damage. 

Effect:The targets reach is reduced by 1 (minimum 1), 
and whenever the target is hit, you can slide it 1 square 
as a free action (save ends both). 

Level 6 Utility Disciplines 


Psionic Ambush Battlemind Utility 6 


Yon forge a mental link with your enemy and r rave I fhro^h a 
fold in space, appearing suddenly next to that enemy. 

Encounter 4 Psionic, Teleportation 
Move Action Ranged 10 

Target: One creature marked by you 
Effect: You teleport to a square adjacent to the target. The 
target grants combat advantage to you until the end of 
your turn. 


Battlemind Utility 6 


You stretch your senses outward, usm<jyour ml ltd V eye fa look 
beyond the material world in search of living minds. 

Encounter 4 Psionic 

Minor Action Persona! 

Effect: Until the end of your next turn, you know the loca 
tion of all living creatures within 10 squares of you. Until 
this effect ends, you don't grant combat advantage to 
those creatures, and if they have cover or concealment 
when you attack them, you don't take the - 2 penalty to 
attack rolls against them. 


Stag’s Leap Baitlemind Utility 6 


You spring into the tur./uclfncyvour leap with your psionfc 
maglc. 

At-Will 4 Psionic 
Move Action Personal 

Effect: You make an Athletics check to jump with a +5 
bonus. You are considered to have a running start. 


Winged Weapon Battlemind Utility 6 


You channel psionic energy intoyour weapon, adjusting the 
rules of nature so that the weapon will slide through die air as if 
on wings when you h url If. 

Encounter 4 Psionic 

Minor Action Personal 

Effect: Choose a weapon you are holding. The next melee 
attack you make with that weapon before the end of 
your next turn becomes a ranged attack with a range of 
10, The weapon returns to your hand after you make 
that attack. 

Level 7 At-Will Disciplines 


Ego Crush Battlemind Attack 7 


Your strike delivers a torrent of psionic energy fhat addles voitr 
foe. 

At-Will 4 Augmentabfe, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs + AC 

Hit: 1 |W] + Constitution modifier damage, and the target 
cannot gain combat advantage until the end of your next 
turn. 

Augment 1 

Special: When making an opportunity attack, you can use 
this power m place of a melee basic attack. 

Augment 2 
Close burst 1 

Target: Each enemy in burst 

Hit: 2|W] + Constitution modifier damage, and the target 
cannot gain combat advantage until the end of your 
next turn. 
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Ghost in the Steel 


Battlemind Attack 7 


Stone Squire 


Battlemind Attack 7 


Your uvaport attack is merely a drstractian/romymir true as¬ 
sault a* you use a spike of psionic energy to cause your foe fa 
harm itself 

At-Will ♦ Augment able, Psionic, Psychic, Weapon 
Standard Action Melee weapon 

Target; One creature 
Attack; Constitution vs. AC 

Hit; IjW] + Constitution modifier damage. The first time 
the target hits or misses any of your allies before the end 
of your next turn, it takes psychic damage equal to your 
Wisdom modifier. 

Augment 1 

Hit: Choose one of the target's melee basic attacks. The 
target hits itself with that attack. 

Augment 2 

Hit: 1 [W] + Constitution modifier damage. The next time 
the target makes a melee attack before the end of your 
next turn, you can choose which creature it attacks (not 
including itself). 


Lightning Rush Battlemind Attack 7 


like a hjjfitning strike, you rush across die battlefield and 
launch a counterattack to help a jrifnd. lj you choose, you can 
draw lire enemy’s attack to yourself. 

At-Wilt ♦ Augmentsble, Psionic, Weapon 
Immediate Interrupt Melee 1 

Trigger; An enemy within 5 squares of you targets an ally 
with an attack 

Effect: Before the attack, you move your speed to a square 
adjacent to the triggering enemy. 

Target: The triggering enemy 

Attack; Constitution vs. AC 

Hit: 11 W[ + Constitution modifier damage. 

Effect; You don't get your normal standard action on your 
next turn. 

Augment 1 

Hit; As above, and the target takes a penalty to the trig¬ 
gering attack roll equal to your Charisma modifier. 
Augment 2 

Hit: 2[W] + Constitution modifier damage, and you 
become the target of the triggering attack. 

Effect; You get your normal standard action on your next 
turn. 


Psionic Speed Battlemind Attack 7 


You move in a Mui; making a series oj quick attacks that farce 
vour opponents fa regard you as a threat. 

At-Will ♦ Augmentable, Psionic, Weapon 
Standard Action Melee weapon 

Target: One, two, or three creatures 
Attack: Constitution vs. AC 

Hit: 1 [W| damage, and you mark the target until the end 
of your next turn. 

Augment 1 

Effect: After both the first and second attacks, you shift 1 
square to a square adjacent to the next target. 

Augment 2 

Hit: 1 [W] + Constitution modifier damage. 

Effect: You mark the target until the end of your next 
turn. 


For an instant, you take an die weight of stone, aflmvimjyou to 
useyour heavier mass fa sweep your foe la die ground. 


At-Will ♦ Augmentable, Psionic> Weapon 
Sta ndard Action M e I ee wea pon 

Target; One creature 
Attack: Constitution vs. Fortitude 

Hit: Constitution modifier + Wisdom modifier damage, 
and you knock the target prone. 

Augment 1 

Effect: After the attack, you shift 2 squares to a square 
adjacent to the target. 

Augment 2 

Hit: 1 [Wj + Constitution modifier damage, and you 
knock the target prone. 



Level 9 Daily Disciplines 


Aspect of Disembodiment Battlemind Attack 9 


Your attack transforms both your enemy and yourselj into a 
partially liquid form. 

Daily ♦ Polymorph, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs. Fortitude 

Hit: 2[W) + Constitution modifier damage, and the target 
takes a penalty to attack rolls and saving throws equal to 
your Wisdom modifier (save ends). The penalty also ends 
if the target ends its turn without having made an attack 
during that turn. 

Miss: Half damage. 

Effect: You assume the aspect of disembodiment until tbe 
end of the encounter. While in this aspect, you can use 
the following augmentation with your battlemind at-will 
attack powers that aFe augmentable. This augmentation 
is in addition to the effects that an at-will power might 
have; this augmentation doesn't supersede them. 
Augment 1 

Effect: You shift half your speed before or after the attack. 
You can move through enemies' spaces during this shift. 
In addition, choose a single creature hit by the at-will 
attack. That creature takes extra damage equal to your 
Wisdom modifier. 


Inexorable Death Strike BLittlumind Anack 9 


You project a vision of your enemy's death into the foes mind. 

Daily + Psionic, Psychic* Stance, Weapon 
Standard Action Melee weapon 

Primary Target; One creature 
Primary Attack: Constitution vs. Will 
Hit: 1 [W] + Constitution modifier damage, and ongoing 5 
psychic damage (save ends). 

Miss: Half damage, and ongoing S psychic damage (save 
ends). 

Effect: You assume the inexorable death stance. Until tbe 
stance ends, you can make the following secondary attack. 
Opportunity Action Melee 1 

Trigger: An adjacent enemy marked by you moves without 
shifting on its turn 

Secondary Target: The triggering enemy 
Secondary Attack: Constitution vs. AC 
Hit: 1[W[ damage, and the secondary target fails its first 
saving throw at tbe end of this turn. 

Level 2 T: 2[W] + Constitution modifier d 
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Intellect Hammer 


Battlemind Attack 9 


Iron Warding 


Battlemind Utility 10 


You hammer your foe $ intellect, draining power from it. 

Daily ♦ Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs. AC 

Hit 1 [W] + Constitution modifier damage, and the target 
is dazed until the end of your next turn. In addition, you 
regain 2 power points. 

Miss: Half damage. In addition, you regain 1 power point. 


Iron Tomb Battlemind Attack 9 


Psionic energy cascades from your weapon as you strike your 
foe, transforming the enemy info a statue of iron. 

Daily ♦ Polymorph, Psionic, Weapon 
Standard Action Melee weapon 

Target One creature 
Attack: Constitution vs. Fortitude 
Hit: The target is stunned and immune to all damage but 
psychic damage (save ends both). 

Miss: The target is stunned and immune to all damage but 
psychic damage until the end of your next turn. 


Whelm Battlemind Attack 9 


You unleash a blast of crackling psionic energy as you strike, 
flinging your enemy back. 

Daily ♦ Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs. Fortitude 
Hit: 3[W] + Constitution modifier damage, and you push 
the target 2 squares. 

Miss: Half damage, and you push the target 1 square. 

Level 10 Utility Disciplines 


Battle Aspect Battlemind Utility 10 


You let the power of your mind run rampant, transforming 
yourself into a creature of pure psionic energy'. 

Daily ♦ Polymorph, Psionic, Teleportation 
Minor Action Personal 

Effect: Until the end of the encounter, you gain resist 5 to 
all damage and can teleport 3 squares as a move action. 


Guardian’s Speed Battlemind Utility 10 


As your ally reels from an attack, you act with the speed of 
thought to shield your friend from further assault. 

At-Will ♦ Psionic 

Immediate Reaction Melee 1 

Trigger: An adjacent ally takes damage 

Target: The triggering ally 

Effect: You slide the target 1 square. 



For u moment.your flesh becomes as hard as iron, and your 
foes attack bounces off you harmlessly. 

Daily ♦ Psionic 

Immediate Interrupt Personal 
Trigger: You take damage from an attack 
Effect: The damage is reduced to 0, but you are subject to 
all other effects of the attack, if any. 


Shadow Ally Battlemind Utility 10 


Your form shimmers asyou send a wave of psionic energy' wash¬ 
ing over your foes. In their minds, you fade away as your dupli¬ 
cate appears and threatens them. 

Daily ♦ Conjuration, Illusion, Psionic 
Minor Action Ranged 5 

Effect: You conjure an illusory duplicate of yourself in an 
unoccupied square within range. The duplicate lasts until 
the end of the encounter. You gain a +4 power bonus to 
all defenses against any attack that doesn’t include both 
you and the duplicate. As part of a move action, you can 
move the duplicate 5 squares. 

The duplicate can be targeted by melee attacks and 
ranged attacks, although it lacks hit points. The duplicate 
disappears if a melee or a ranged attack deals any 
damage to it. 

Level 13 At-Will Disciplines 


Brutal Barrage Battlemind Attack 13 


You lash out withyvur weapon, slamming your foe again and 
again until yvu drive it into the ground. 

At-Will ♦ Augmentable, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 

Attack: Constitution vs. AC. Make the attack three times. 
Hit: Constitution modifier damage. 

Effect: If you hit the target two or more times, it falls prone. 

Augment 1 

Attack: Constitution vs. AC. Make the attack four times. 
Augment 4 

Attack: Constitution vs. AC. Make the attack four times. 
Hit: Constitution modifier + Charisma modifier damage. 


Dizzying Strike Battlemind Attack 13 


You strike your foe with crackling psionic energy, creating an 
intense vertigo in the foe that throws it off balance. 

At-Will ♦ Augmentable, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs. AC 

Hit: 1 (W] + Constitution modifier damage, and you slide 
the target 1 square. 

Augment 1 

Hit: 1 [W] + Constitution modifier damage. Until the end of 
your next turn, when the target attacks any of your allies, 
you can use a free action to slide the target 1 square after 
its attack. 

Augment 4 

Hit-1 [W| -f Constitution modifier damage, and the target 
is dazed until the end of your next turn. 
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Luring Steel 


Battlemind Attack 1 3 


Level 15 Daily Disciplines 


Your strike delivers a pulse of psionic energy into your enemy, 
compelling it to attack you or suffer fly increasing the pulse's 
strength, you can affect more enemies. 

At Will ♦ Augmentable, Psionic, Psychic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs, AC 

Hit: 1 |W| + Constitution modifier damage. As a free action, 
you can use your batdemmd'sdemond power against the 
target. 

Effect; Until the end of your next turn, whenever an enemy 
hits any ally who is adjacent to you with a melee attack, 
that enemy takes psychic damage equal to your Charisma 
modifier. 

Augment 1 

Effect: As above, but the enemy takes the damage when 
it hits or misses. 

Augment 4 

Hit: 2[W] + Constitution modifier damage, and you pull 
each enemy within 2 squares of you 1 square. As a free 
action, you can use your battJemincfs demand power 
against each enemy adjacent to you* 


Overwhelming Lunge Battlcmind Attack 1 3 


You forward to attack your enemy your reach magically 

extended. 

At-Will ♦ Augmentable, Psionic, Weapon 

Standard Action Melee weapon + 1 reach 

Target; One creature 

Attack: Constitution vs. AC 

Hit: 1 |W| + Constitution modifier damage. 

Augment 1 

Attack; As above, and you ignore the -2 penalty for 
attacking an enemy that has cover granted by other 
enemies. 

Augment 4 

Hit: 2lW| + Constitution modifier damage. You slide each 
creature adjacent to the target 1 square and then slide 
the target 2 squares. 


Aspect of Battlemind Attack 15 

Enlightening Flame_ 


As you attack your foes, you become dre embodiment pf/larne in 
their eyes. With each strike, you iq/licf blistering wounds, which 
burn yi mr erreiri i es from within, 

Daily ♦ Fire, Polymorph, Psionic, Psychic, Weapon 
Standard Action Melee weapon 

Target: One or two creatures 
Attack: Constitution vs. AC 

Hit; 31W| + Constitution modifier damage, and ongoing S 
fire and psychic damage (save ends). 

Miss; Half damage. 

Effect: You assume the aspect of the enlightening flame 
until the end of the encounter. While in this aspect, you 
can use the following augmentation with your battle* 
mind at-will attack powers that are augmentable. This 
augmentation is in addition to the effects that an at-will 
power might have; this augmentation doesn't supersede 
them. 

Augment 1 

Effect: Choose a single creature hit by the at-will attack. 
That creature takes extra fire and psychic damage equal 
to your Wisdom modifier. 


Intellect Sunder Battlemind Attack 1 5 


Your attack devastates you r foes mind, forcing the enemy to 
revert fo its base instincts and focus its anger on you* 

Daily ♦ Fear, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs. Will 

Hit: 2|W| ^ Constitution modifier damage. Whenever the 
target attacks, it can use only basic attacks and must in¬ 
clude you as a target (save ends both). 

Miss: Half damage. Until the end of your next turn, 
whenever the target attacks, it can use only haste attacks 
and must include you as a target. 


Web of Betrayal Battlemind Attack 13 


You create a weh of psion ic energy aroumi your foe that con¬ 
vinces it of its allies' betrayal. By strength cuing the web, you am 
compel your foe's allies to meet those expectations* 

At-Will ♦ Augmentable, Charm, Psionic, Psychic, 
Weapon 

Standard Action Melee weapon 

Target One creature 
Attack: Constitution vs, AC 

Hit: 1[W] +■ Constitution modifier psychic damage. Until 
the end of your next turn, the target takes 2 psychic 
damage when any enemy of yours attacks while adjacent 
to it. 

Augment 1 

Hit: 1 |W] + Constitution modifier psychic damage. Until 
the end of your next turn, any enemy takes a -2 penalty 
to attack rolls while adjacent to the target. 

Augment 4 

Hit: 2|W] + Constitution modifier psychic damage. Until 
the end of your next turn, when any enemy attacks any 
ally of yours who is adjacent to the target, the enemy 
also makes the attack against the target. 


Mind Blade Battlemind Attack 1 5 


You lush out with your weapon and channel a burst of pain into 
your enemy's mind. Though the blow doesn't connect, your foe 
collapses as it feels die weapon strike a vital area. 

Daily ♦ Psionic, Psychic, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack; Constitution vs. Will 

Hit: The target falls unconscious (save ends). 

Aftereffect: 10 + Constitution modifier psychic damage. 
Miss: The target is daaed (save ends). 
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Battlemind Attack 15 


Level 17 At-Will Disciplines 


Paralyzing Fear Strike 


You ivtnr voLtr weapon in an mfriraie pattern. chamtefiqa 
psionic energy into ir os you strike. Your foe is paralyzed with 
fear ns it perceives u hellish scene of torment enfiulfhitf ir. 

Daily 4 Fear, Psionic, Stance, Weapon 
Stand a rd Ac lion M el ee we a p on 

Primary Target: One creature 
Primary Attack: Constitution vs. Will 
Hit: 2[W] + Constitution modifier damage, and the pri¬ 
mary target is immobilized (save ends). 

Miss: Half damage, and the primary target is immobilized 
until the end of your next turn. 

Effect: You assume the paralyzing fear stance. Until the 
stance ends, you can make the following secondary 
attack. 

Opportunity Action Melee 1 

Trigger: An adjacent enemy marked by you moves without 
shifting 

Secondary Target: The triggering enemy 
Secondary Attack: Constitution vs, AC 
Hit: 1 j WJ + Constitution modifier damage, and the 
secondary target is immobilized until the end of your 
next turn. 

Level 21: 2j Wj + Constitution modifier damage. 

Level 16 Utility Disciplines 


Extend the Mind’s Eye Battlemind Utility 16 


You zero in your thoughts, snapping previously unseen defoils 
mto focus within your minds eye. 

Encounter 4 Psionic 
Free Action Personal 

Effect: You gain a + 5 power bonus to your next Insight 
check or Perception check during this encounter 


Mind of Endurance Battlemind Utility 16 


You tup into your body's net fund healing abilities and mend 
your wounds. 

Daily 4 Healing, Psionic 
Minor Action Personal 

Effect: You spend a healing surge. In addition, until the end 
of the encounter, you have regeneration 5 while you Ye 
bloodied. 


Shield of the Iron Mind Battlemind Utility 16 


You create a shield of prion if power ihm fortifies your a flics. 

Daily 4 Psionic, Zone 
Minor Action Close burst 5 

Effect: The burst creates a zone that lasts until the end of 
the encounter When you move, the zone moves with 
you, remaining centered on you. You and your allies gain 
a +4 power bonus to Wilt and saving throws while within 
the zone. 


Sudden Rush Battlemind Utilfiy 16 


With a hurst of psionic energy you appear he a? to an enemy 
you bare called our. 



Encounter 4 Psionic, Teleportation 
Move Action Personal 

Effect: You teleport to a square adjacent to a creature 
marked by you. 
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Battle Vortex Baulemind Aii.h k 17 


Your attach creates a vortex that sends waves of psychic energy 
Otbhifty) o h i r u nr enemies. By increasing die vortex's intensity 
you am move or fori? down your foes. 

At-Will 4 Augnientable, Psionic, Psychic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs. AC 

Hit: 1 [W| + Constitution modifier damage. Until the end 
of your next turn, when any enemy starts its turn within 
2 squares of you but ends its turn more than 2 squares 
away from you. that enemy takes psychic damage equal 
to your Constitution modifier 
Augment 1 

Hit: 1 [W| + Constitution modifier damage. Until the end 
of your next turn, while the ta rget is within 2 squares of 
you, it takes a -2 penalty to attack rolls against your allies 
who are more than 2 squares away from you. 

Augment 4 (Teleportation) 

HU; 1] WJ + Constitution modifier damage. Until the end 
of your next turn, when any enemy starts its turn within 
2 squares of you but ends its turn more than 2 squares 
away from you, you can teleport that enemy 3 squares 
as a free action, and ft is immobilized until the end of 
its next turn. 
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Dazzling Assault _fianfemmd Attack 17 


Yoi i r foe attempts loskp away from you. butyou attack rri a 
blur of movement, sending your cnrirt} in untX/ier direction arid 
bind in# It with psionic energy, 

At-Will ♦ Augmentable, Psionic, Weapon 

Immediate Interrupt Melee 1 

Trigger: An adjacent enemy marked by you shifts 

Target; The triggering enemy 

Attack: Constitution vs, AC 

Hit; 1 (W| + Constitution modifier damage. You slide the 
target 1 square, and it is immobilized until the end of 
your next turn* 

Effect: You don't get your normal standard action on your 
next turn. 

Augment 1 

Hit: As above, and the target cannot teleport and is im¬ 
mune to forced movement while immobilized by this 
attack. 

Augment 4 

Hit 3|W| + Constitution modifier damage. You slide the 
target 2 squares, and It is immobilized until the end of 
your next turn. 

Effect ; You get your normal standard action on your next 
turn. 


Entangling Weapon Bunk'mi ml Aiu< k 17 


You imbue your attack with psionic energy alfowimjyou to 
strike precisely and forcing your opponent to move as you 
dictate > 

At-Wilf ♦ Augmentable, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs. AC 

Hit; 1 [Wj f Constitution modifier damage, and you slide 
the target 1 square. You then shift 1 square into the 
space the target left. 

Augment 1 

Hit: 1 [W[ 4 Constitution modifier damage* Whenever the 
target shifts before the end of your next turn, you can use 
a free action to slide the target 1 square at the end of the 
shift. 

Augment 4 

Hit: 3|W] + Constitution modifier damage. When you hit 
any enemy before the end of your next turn, you slide 
that enemy 2 squares. 


Festering Wound B.itilemind Attiwk 1 / 


You srr itv urJ .’uidi, opemn# wounds both physical and men Ml, 
which /lure with pain as you press die attack, 

At-Will ♦ Augmentable, Psionic, Psychic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs. AC 

Hit; 11 W| + Constitution modifier damage, and your next 
psionic attack against the target before the end of your 
next turn deals 1d6 extra psychic damage. 

Augment 1 

Hit: 1|W] + Constitution modifier damage, and the target 
loses Its psychic resistance until the end of your next 
turn. 

Augment 4 

Hit: 3[W| Constitution modifier damage, and your next 
psionic attack against the target before the end of your 
next turn deals 1 d6 extra psychic damage. 


Step of the Pursuer lUttlemfnd Attar k t / 


Your at rack hummers you rfoe, allowing you to bind if with a 
permit link that keeps your enemy dose. 

At-Will ♦ Augmentable, Psionic, Weapon 
Standard Action Melee weapon 

Target; One creature 
Attack: Constitution vs. AC 

Hit: 1 [W] 4 Constitution modifier damage. If the target 
moves away from you on its next turn, you can use a free 
action to shift 3 squares to a square closer to the target 
after its move. 

Augment 1 

Hit; 1 [W| + Constitution modifier damage. You are 
immune to the slowed and immobilized conditions until 
the end of your next turn. 

Augment 4 (Teleportation) 

Hit; 3[W] 4 Constitution modifier damage. If the target 
moves away from you on its next turn, you can use a 
free action to teleport to a square adjacent to the target 
after its move. 

Level 19 Daily Disciplines 


Aspect of Stolen Identity Battlemind Attack 1 l J 


You r. pctifi’dly transform yourself into simulacra of your en¬ 
emies. Through these forms t you curt am sc your enemies to 
harm them selves. 

Daily ♦ Charm, Polymorph, Psionic* Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Constitution vs. AC 

Hit; 3|W| + Constitution modifier damage, 

Miss: Half damage. 

Effect: You assume the aspect of stolen identity until the 
end ol the encounter While in this aspect, you can use 
the following augmentation with your battlemind at will 
attack powers that are augmentable. This augmentation 
is in addition to the effects that an at-will power might 
have: this augmentation doesn't supersede them. 
Augment 2 

Effect: Choose a single creature hit by the at will attack, 
and choose a melee basic attack of that creature. The 
creature then hits itself with that melee basic attack as a 
free action. 


Mind Wrack Battlemind Attack 19 


You drive a psiom< spike of pain into your enemy's mind. Each 
fin ie \ ou !l md a hi o iv rhe rea:fie r. f h e spifee reverherates. causirc# 
your foe i naa?sed a tony 

Daily ♦ Psionic, Psychic, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Constitution vs. Will 

Hit: vWj 4 C onstitution modifier damage. 

Miss; Half damage. 

Effect: The target takes ongoing S psychic damage (save 
ends). Whenever you hit the target before this ongoing 
damage ends, the ongoing damage increases by 5, 
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Relentless Strike Battlemind Attack 19 


Yew ciwimr ju'rfcct p as if lonin^ and strike with precisian la 
ferny a IcMiH# wound* VVhilt 1 in this stance, you can deliver a 
staggering How to any enemy that fries to move away from you. 

Daily ♦ Psionic, Stance, Weapon 
Standard Action Close burst 1 

Primary Targetr Each enemy in burst 
Primary Attack: Constitution vs. AC 
Hit 3[W| + Constitution modifier damage, and ongoing S 
damage (save ends), 

Miss: Half damage. 

Effect: You assume the perfect storm stance. Until the 
stance ends, you cart make the following secondary 
attack. 

Opportunity Action Melee 7 

Trigger An adjacent enemy marked by you moves without 
shitting 

Secondary Target: The triggering enemy 
Secondary Attack: Constitution vs, AC 
Hit: 1 |W] + Constitution modifier damage, and the 
secondary target Is dazed until the end of your next turn. 
Level 27: 2[W] + Constitution modifier damage. 


Vengeful Mind Battlemind Attack 19 


You shunt aside your wrath af sed ttg your/ri ends attached . 
focusing your rage to lend exactitig precisian to your attacks. 

Daily ♦ Psionic, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Constitution vs, AC 

Hit + Constitution modifier damage. 

Miss: Ha I damage. 

Effect: Until the end of the encounter, when the target 
attacks any ally of yours, you gain a + 2 power bonus to 
attack rolls against the target until the end of your next 
turn. If you already have the bonus when the target at- 
tacks an ally, the bonus increases by 1, 

Level 22 Utility Disciplines 


Immortal Endurance Battlemind Utility 22 


You draw on deep reserves of psionic energy to shru# off even 
die mast terrible warn ids. 

Daily ♦ Psfonic 

Minor Action Personal 

Effect: You gain temporary hit points equal to your blood- 
fed value. 


Indomitable Maneuver H.itilmmul I Jiiliiy 2 2 


Ays css i\\g yo u r c n cm ies L weak n ess es t mew m a neu ve r pa st you r 
foes . pas ifirni i r ip yo u rself i a \vu r bes r a dva n tage. 

Encounter ♦ Psfonic 
Move Action Personal 

Effect: You shift 12 squares and can move through en 
emies* spaces during the shift. 
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Perfect Eye Battlemind Utility 22 


You cast \our mind out, Ignoring all barriers to find your foes. 

Daily ♦ Psionic 

Minor Action Personal 

Effect: Until the end of your next turn, you ignore all har¬ 
riers to line of effect and line of sight that are within 20 
squares of you. In addition, you ignore the -2 penalty for 
attacking enemies that have concealment or cover within 
that range. 


Tactical Supremacy Battlemind Utility 22 


You re tui mutur a) baffle, faking advantage of die slightest 
flaws in your enemies* defenses to gain supremacy over diem. 

Dally ♦ Psionic 

Minor Action Personal 

Effect Until the end of the encounter, enemies grant com 
bat advantage to you. 


Level 23 At-Will Disciplines 
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Battlemind Attack 21 


As yo u r foe a t racks yen r a I iy, ym i i n terven e to j j role r t you rJr \ end. 


At-Will ♦ Augmentable, Psionic* Weapon 
Immediate Interrupt Melee 1 

Trigger: An enemy adjacent to you targets one of your allies 
with a melee attack 
Target: fhe triggering enemy 
Attack: Constitution vs. AC 

Hit: 11W] + Constitution modifier damage, and the target 
attacks you instead of the ally 
Effect: You don’t get your normal standard action on your 
next turn. 


Augment 2 

Hit: 2|W] + Constitution modifier damage, and the target 
takes a penalty to its attack roll equal to your Charisma 
modifier. 

Augment 6 

Hit: 3{Wj + Constitution modifier damage, and you slide the 
target 3 squares and shift 3 squares to a square adjacent 
to it. The target then attacks you instead of the ally 

Effect: You get your normal standard action on your next 
turn. 


Might of the Ogre Battlemind Attack 2 3 


You imbue yourself with fhe strength of an ogre as you unleash a 
strike fJiaf/db wurfoe, taafcin^ it an easy target for your allies, 

At-Will ♦ Augmentable, Psionic* Weapon 
Standard Action Melee weapon 

Target; One creature 
Attack: Constitution vs. AC 

Hit: 1 |W] damage. You knock the target prone, and if ft 
stands up before the end of your next turn, it provokes 
opportunity attacks for doing so. 

Augment 2 

Close burst 1 

Target: Each enemy in burst 

Hit: 2j W] damage. You knock the target prone, and if it 
stands up before the end of your next turn, it provokes 
opportunity attacks for doing so. 

Augment 6 

Hit: 3|W| damage, and the target is dazed until the end 
of your next turn. You knock the target prone, and if it 
stands up before the end of your next turn, it provokes 
opportunity attacks for doing so. 
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Press of Battle Battlemlnd Attack 73 


Yvttr psUmtc assault presses in on vour foe, inhibit] ry its utility 
to maneuver. 

At-Will ♦ Augmentable, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs. AC 

Hit: 1 jW[ + Constitution modifier damage, and squares 
adjacent to you and squares adjacent to your allies are 
difficult terrain for the target until the end of your next 
turn. 

Augment 2 

Hit: 2|W] + Constitution modifier damage, and the target 
can’t shift until the end of your next turn. 

Augment 6 

Hit: 3|W| + Constitution modifier damage, and the target 
is immobilized and grants combat advantage to your 
allies until the end of your next turn. 


Spring Assault Batdemlrod Attack 21 


You leap toward your foe and unleash a fury'of blows that over 
whelm its defenses. 

At-Will ♦ Augmentable, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 

Attack: Constitution vs. AC. If you weren't adjacent to the 
target at the start of this turn, the target grants combat 
advantage to you for this attack. 

Hit: 1 [ W| + Constitution modifier damage. 

Augment 2 

Hit: 2[W] + Constitution modifier damage, and you shift 3 
squares. If you use this power unaugmented on your next 
turn, you can shift 3 squares as a free action either before 
or after the attack. 

Augment 6 

Hit: 3[W] +■ Constitution modifier damage, and you are 
invisible to the target until the end of your next turn. 


Veil of the Mind’s Eye Baitlemimi Ait.irk 23 


You release a flash of psteme energy in your foe s mind, cloud¬ 
ing the Joes vision. You can strengthen the flash to disrupt the 
foes vision further. 

At-Will ♦ Augmentable, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs. AC 

Hit: 1 [Wj + Constitution modifier damage. Until the end 
of your next turn, any creature more than 4 squares away 
from the target has total concealment against it. 
Augment 2 

Hit: 2[WJ + Constitution modifier damage, and each ally 
w/thin 10 squares of you fs invisible to the target until 
the end of your next turn. 

Augment 6 

Hit; 3JW] +■ Constitution modifier damage, and the target 
is blinded until the end of your next turn. 


Level 25 Daily Disciplines 

z 


Aspect of 

Battle mind Attack 25 

Luminous Thought 



Your mind and bodv became one asymi execute the perfect 
attack and transform yourself into a being of pure thought. 

Daily + Polymorph, Psionit, Psychic, Weapon 
Standard Action Melee weapon 

Target; One creature 

Effect: The target takes 20 + your Constitution modifier 
psychic damage. You then assume the aspect of luminous 
thought until the end of the encounter. While in this as¬ 
pect, you can use the following augmentation with your 
battle mind at-will attack powers that are augmentable. 
This augmentation is in addition to the effects that an 
at-will power might have; this augmentation doesn't su¬ 
persede them. 

Augment 2 

Effect: Until the end of your next turn, you gain a +2 bonus 
to ail defenses against the targets of the at will attack. 

In addition, choose a single creature hit by the at-will 
attack. That creature takes extra damage equal to your 
Wisdom modifier. 



















Deadly Haste Strike 


Battlemind Attack 25 


You weave through the battlefield , darting to a new foe after each 
strike with such speed that)vur enemies think tluyface an army. 

Daily ♦ Psionic, Stance, Weapon 
Standard Action Melee weapon 

Primary Target: One, two, three, or four creatures 
Primary Attack: Constitution vs. AC 
Hit: 3|W| + Constitution modifier damage. 

Miss: Half damage. 

Effect: Before each attack but the first, you shift your 
speed. After making all the attacks, you assume the 
deadly haste stance. Until the stance ends, you can make 
the following secondary attack. 

Opportunity Action Melee 1 

Trigger: An adjacent enemy marked by you moves without 
shifting 

Secondary Target: The triggering enemy 
Secondary Attack: Constitution vs. AC 
Hit: 2[W] + Constitution modifier damage. You shift half 
your speed and make a melee basic attack against a 
different enemy. 


Psychic Hammer Battlemind Attack 25 


Your attack leaves your enemy unable to think clearly With a 
subtle mental push.you can direct the enemy's actions. 

Daily ♦ Charm, Psionic, Psychic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs. Will 

Hit: 3[W| + Constitution modifier psychic damage, and 
the target is dominated (save ends). Until this domina¬ 
tion ends, you can use a free action at the start of each of 
the target’s turns to slide the target a number of squares 
equal to its speed. 

Miss: Half damage, and the target is dazed (save ends). 


Vitality Theft Battlemind Attack 25 


Your punishing attack establishes a brief psionic link with your 
foe that saps its mental energy and renews your own. 

Daily ♦ Psionic, Psychic, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Constitution vs. Will 

Hit: 5[W] + Constitution modifier psychic damage. 

Miss: Half damage. 

Effect: You regain 6 power points. 


Level 27 At-Will Disciplines 


Brilliant Recovery Battlemind Attack 27 


After missing your foe with an attack,you shift your grip on 
your weapon and make a quick follow up strike. 

At-Will ♦ Augmentable, Psionic, Weapon 

Minor Action Melee weapon 

Target: An enemy you missed with an attack during this turn 

Attack: Constitution vs. AC 

Hit* 1|W] + Constitution modifier damage. 

Augment 2 

Attack: Constitution vs. Reflex 

Hit: 2[W] + Constitution modifier damage. 

Augment 6 

Hit: 3[W| + Constitution modifier damage. 

Miss: You regain the power points you spent to augment 
this power. 


Cage of Cowardice Battlemind Attack 2 7 


Your attack undermines your foe's confidence in attacking any¬ 
one but you. Using more psionic energy you can stun the Joe. 

At Will ♦ Augmentable, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs. AC 

Hit: 1 |W] + Constitution modifier damage, and you mark 
the target until the end of your next turn. 

Augment 2 

Hit: 2[W] + Constitution modifier damage, and you mark 
the target until the end of your next turn. 

Special: When making an opportunity attack, you can use 
this power in place of a melee basic attack. 

Augment 6 

Hit: 2[W] + Constitution modifier damage, and the target 
is stunned until the end of your next turn. 


Mind of Mirrors Battlemind Attack 27 


You engulf your foe's mind with images that hinder the enemy's 
perception of its enemies. By making the images more real, you 
can manipulate your enemy into attacking those you choose. 

At-Will ♦ Augmentable, Charm, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs. AC 

Hit: 1 [W] + Constitution modifier damage. Until the end 
of your next turn, the target takes a -5 penalty to attack 
rolls against creatures other than you. 

Augment 2 

Hit: 2[W| + Constitution modifier damage. Until the end of 
your next turn, the target provokes opportunity attacks 
when it makes any attack that doesn’t include at least 
one of your enemies as a target. 

Augment 6 

Hit: 3|W| + Constitution modifier damage, and the target 
is dominated until the end of your next turn. Until this 
domination ends, the target has combat advantage 
against itself and your enemies. 
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Pslonic Storm 


Battlemind Attack 27 


Battlemind Attack 29 


You unleash a sforrn of priori ir power that damogcsyou r foe 
and enhanccsvour ability to force enemies to deal with you first 
or pay a heavy price. 


At-Will 4 Augmentable, Psitinic, Weapon 

Standard Action Melee weapon 

Target; One creature 

Attack: Constitution vs. AC 

Hit; 1 [W] + Constitution modifier damage. 

Effect; Until the end of your next turn, your mind spike 
power deals extra damage equal to 5 + your Wisdom 
modifier. 


Augment 2 

Close hurst 2 

Target; Each enemy in burst 

Hit; 2|W| + Constitution modifier damage, and you mark 
the target until the end of your next turn. 

Augment 6 

Hit: 4|W| + Constitution modifier damage. 

Effect: Until the end of your next turn, you can use your 
mind spike power as a free action, and it deals extra 
damage equal to 5 + your Wisdom modifier. 


Level 29 Daily Disciplines 


Aspect of Annihilation Battlemind Attack 29 


You imbue yourself with destructive magic as you strike your 
enemy, disrupting its substance/or a time. 

Daily 4 Polymorph, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs. Fortitude 

Hit; 3[W| + Constitution modifier damage, and ongoing 20 
damage (save ends). 

Miss: Half damage, and ongoing 10 damage (save ends). 
Effect; You assume the aspect of annihilation until the 
end of the encounter. While in this aspect, you can use 
the following augmentation with your battlemind at-will 
attack powers that are augmentable. This augmentation 
is in addition to the effects that an at-will power might 
have; this augmentation doesn't supersede them. 
Augment 2 

Effect: The target of the at-will attack fails its first saving 
throw before the end of your next turn. In addition, 
choose a single creature hit by the at will attack. That 
creature takes extra damage equal to your Wisdom 
modifier. 


Fatal Barrage 


,V using your foe's defenses, you lash out at the weakest point 
with unnatural speed and grace, delivering a deadly strike. 


Daily 4 Psionlc, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs, AC 

Hit: 6[W| + Constitution modifier damage. The damage 
increases by 5 for each effect on the target that a save 
can end. 

Miss: Half damage. The damage increases by 2 for each 
effect on the target that a save can end. 



Mind-Sundering Burst Battlemind Attack 29 


You unleash a burst of psychic energy as you spin and slash with 
your weapon, sending your Joes reeling* 

Daily 4 Psionk, Psychic, Stance, Weapon 
Standard Action Close burst 3 

Primary Target: Each creature in hurst 
Primary Attack: Constitution vs. Will 
Hit: 4|W] ■ Constitution modifier psychic damage, and 
the primary target is dazed and immobilized (save ends 
both). 

Mjss: Half damage, and the primary target is dazed until the 
end of your next turn. 

Effect: You assume the mind-sundering stance. Until the 
stance ends, you can make the following secondary 
attack. 

Opportunity Action Melee 1 

Trigger: An adjacent enemy marked by you moves without 
shifting 

Secondary Target; The triggering enemy 
Secondary Attack: Constitution vs. AC- 
Hit; 2[Wj + Constitution modifier damage. You slide the 
secondary target 3 squares to a square adjacent to you, 
and it is immobilized (save ends). 


Nova Strike Battlemind Attack 29 


You erupt into a blur of motion and launch a devastating 
attack. 

Daily 4 Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs. Reflex 

Hit: 7|W| + Constitution modifier damage. If you have no 
power points remaining, the damage increases by 2|W], 
Miss: Half damage. 
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Eternal Blade 

“You face not only myself but seven generations of the 
wo rl d*sfinest warr \ orsJ’ 

Prerequisite: Bat tie mi rid 

The Order of the Eternal Blade is a secretive group, 
but you sought out its masters and gained entry. 
Whatever drove you to the order, vou knew you made 
the right choice when the masters first instructed 
you. On that day. you first learned to communicate 
with your blade guide, the psychic resonance of gen¬ 
erations of eternal blades that came before you. 

The orders first members foresaw the emergence 
of psionic magic. When those members died, they 
cast their minds forward in time in search of worthy 
heirs to their cause. You are one such heir. Your blade 
guide lingers near you, teaching you the fighting arts 
of the eternal blades. Even If you fall in battle, your 
experience shall not be lost, for you too shall cast your 
mind forward in search of a new champion to guide. 


Paragon Power Points (1.1th level): You gain 2 
additional power points. 

Eternal Warrior (J6th level); When you drop 
to 0 hit points or fewer, the dying condition neither 
causes you to fall unconscious nor forces you to make 
death saving throws until the end of your next turn. 

Eternal Blade Disciplines 


Guide Eternal Blade Feature 


You home in on your foe, finfei fig your we a pan to its life forte to 
improve your accuracy. 

Encounter ♦ Augmentable, Psionic 
Minor Action Close burst 10 

Target: The enemy nearest to you in burst 
Effect: Until the end of the encounter, you gain a + 2 bonus 
to opportunity attack rolls against the target, and it 
grants combat advantage to you while you're the only 
creature adjacent to ft. 

Augment 1 

Special; If die target drops to 0 hit points during this 
encounter, you regain the use of this power. 


Eternal Blade Path Features 

Blade Guide (11th level): You gain the blade 
guide power. 


Guided Action (11th level): When you spend 
an action point to take an extra action, you can re roll 
vour next attack roll that misses before the end of 
your turn. 



Eternal Vigilance Eternal Blade Attack 11 


White attacking your foe. mu take careful stack of its fighting 
stance, so when the foe makes tfs next move, you foil if. 

Encounter ♦ Augmentable, Psrornc, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs. AC 

Hit 1|W1 + Constitution modifier damage. Until the end of 
your next turn, the target provokes opportunity attacks 
from you whenever it shifts 
Augment 2 

Hit: 2[W] + Constitution modifier damage. Until the end of 
your next turn, the target provokes opportunity attacks 
from you and your allies whenever it shifts or makes 
dose attacks. 


Blade Guide’s Counsel Eternal Blade Utility 12 


Your blade guide provides you with flic insofar needed to aver 
came almost any challenge. 

Daily ♦ Psionic 

Standard Action Personal 

Effect: You gain training in an untrained skill of your 
choice. The training lasts until your next short rest. 


Guided Aggression Eternal Blade Attack 20 


You delve info your blade guides memories to Irani (he secrets 
of your foes tactics. 

Dally ♦ Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs. AC 

Hit: B|W| + Constitution modifier damage, and you knock 
the target prone. 

Miss: Half damage. 

Effect: Until the end of the encounter, you can use eternal 
vigilance against the target as an at will power In addi 
lion, you regain 2 power points. 
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Iron Guardian 

"Youre going to have to hit me a lot harder if you want to 
get my /all attention." 

Prerequisite: Battiemind 

The mind is more powerful than the body, and none 
demonstrate this principle heller than you. As an iron 
guardian, you have learned to channel psionic energy 
into your flesh and bones. With a thought, your skin 
becomes as bard as iron and your bones become as 
unbreakable as stone. In battle you're a juggernaut, 
capable of withstanding the f iercest attacks and 
replying with shattering strikes of your own. 

Your unmatched endurance allows you to stand 
at the forefront of any battle. You exult in the look 
of despair that crosses your enemy's face as blade, 
arrow, and claw rebound harmlessly off you. With 
this confidence, you move to the center of any fight, 
daring your foes to match themselves against you. 

Iron Guardian Path Features 

Indomitable Iron (11th level): When you spend 
an action point to take an extra action, you gain a +4 
bonus to AC and damage rolls until the end ofyour 
next turn. 

Iron Control (11th level): When any enemy 
pulls or pushes you, you can use a free action to slide 
that enemy 2 squares after the forced movement. 

Paragon Power Points (11th level): You gain 2 
additional power points. 

Impenetrable Iron (16th level): Whenever a 
critical hit is scored against you, roll a d20. On a roll 
of 10 or higher, the critical hit is a normal hit instead. 

Iron Guardian Disciplines 


Guardian's Might him Guardian Au.uk 11 


Your wea pen fuses with you for a moment as you crash in fa 
your enemy arid fcnodr if down. 

Encounter ♦ Augmemabfe, Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs. AC 

Hit: 1 |W] + Constitution modifier + Wisdom modifier 
damage, and you knock the target prone. You then shift 
2 squares to a square adjacent to the target. 

Effect: You gain a +2 power bonus to AC until the end of 
your next turn. 

Augment 2 

Target: One or two creatures 


Iron Defense Guardian Utility 12 


You skin becomes as bard as iron, allowing you to shrug off even 
die deadliest blows. 

At Will ♦ Psionic 

Standard Action Personal 

Effect: Until the end of your next turn, roll a d20 whenever 
you take damage. On a 10 or higher, the damage is re 
duced to 0. Otherwise, the damage is halved. 



Aspect of Iron Guardian Attack 20 

the Iron Guardian 


You ft m jVrm info <? creams of Iron, scattering foes and crush¬ 
ing those foolish enough 10 resist your advance. 


Daily ♦ Polymorph, Psionic, Weapon 
Standard Action Close burst 1 

Target; Each enemy you can see In burst 
Attack: Constitution vs. AC 

Hit: 3|WJ + Constitution modifier damage, and you knock 
the target prone. 

Miss: Half damage. 

Effect: You assume the aspect of the iron guardian until 
the end of the encounter. While in this aspect, you can 
use the following augmentation with your battiemind at- 
will attack powers that are augmentable. Tills augmen¬ 
tation is in addition to the effects that an at-will power 
might have; this augmentation doesn't supersede them. 
Augment 1 

Effect: Until the start of your next turn, you gain a +2 
power bonus to AC, and any enemy adjacent to you that 
fails prone or starts Its turn prone takes damage equal to 
your Constitution modifier. In addition, choose a single 
creature hit by the at-will attack. That creature takes 
extra damage equal to your Wisdom modifier. 
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Steel Ego 

"This contest con end only in your defeat.' 

Prerequisite: Battlcmind, mind spike power 

Confidence is why you always win. Even when you 
are faced with a setback* your resolve never wavers* 
and you're certain you will overcome adversity no 
matter how severe* Some people mistake your con¬ 
fidence Tor arrogance or foolishness* hut you prove 
the truth of your words time and again, showing your 
detractors your might. 

You back up your confidence with your psionic 
mastery* wrapping your soul, body* and mind in a 
ha rrier of w i! 1 po we r to d e flee t a ny a 11 ac k you face, 
whether it strikes your body or niind* With this 
unwavering resolve* you can dismiss a foes strikes* 
standing undaunted before its best efforts to hurt you. 
And with this security you project your personality 
onto those you light, flooding their minds with the 
imminence of their defeat. 

Steel Ego Path Features 

Demanding Action (11th level): When you 
spend an action point to take an extra action, you can 
use your mind spike power as a free action until the 
end ol your next turn. 


Mind Smash (11th level): Whenever you deal 
damage with your mind spike power, each enemy adja¬ 
cent to the target takes psychic damage equal to your 
Charisma modifier. 

Paragon Power Points (11th level): You gain 2 
additional power points. 

Psionic Cascade (16th level): Whenever you 
score a critical hit* you regain 1 power point. 

Steel Ego Disciplines 


Stinging Rebuke Siee! Ego Atu< k 11 


Your enemy realizes its mistake in attacking when you react lo 
i ts aggression with a swijff strike. 

Encounter 4 - Augmentable, Psionic* Weapon 
immediate Reaction Melee 1 

Trigger: An enemy adjacent to you attacks you or your ally 
with a meiee or a close attack 
Target; The triggering enemy 
Attack: Constitution vs, AC 

Hit: 2fWl E Constitution modifier damage, and you mark 
the target until the end of your next turn. 

Effect: Until the end of your next turn, the range of your 
mind spike power increases to 1 0* but it remains a melee 
power In addition* you can use your mind spike power as a 
free action once before the start of your next turn. 
Augment 2 

Hit: 3JWj + Constitution modifier damage, and you mark 
the target until the end of your next turn. 



Forceful Contempt Steel Ego Utility I ) 


Through mental jbree. you wllfyour/lesh to become as hard as 
steef to foil an attack against you. 

Encounter 4 Psionic 
Immediate Interrupt Personal 

Trigger: You are hit by an attack that targets a defense other 
than Fortitude 

Effect: The attack instead targets your Fortitude* and you 
gain a 2 power bonus to Fortitude until the end of your 
next turn. 


Fear and Loathing Steel Ego Attack 20 


vU van arrack n>ur foe, you firing the fullforce of your personal 
in a^iiinst if. /'hr psychic assault rips through your foes nerves. 

Daily 4 Fear* Psionic* Psychic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs. Fortitude 

Hit 4[W] + Constitution modifier psychic damage, and the 
target provokes opportunity attacks whenever it makes 
melee attacks (save ends). 

Miss: Half damage, and the target provokes opportunity 
attacks whenever it makes melee attacks before the end of 
your next turn. 

Effect; Unril the end of the encounter* you can use a free 
action to slide the target 1 square whenever it is hit by 
an opportunity attack. 
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Zephyr Blade 

Xanyou stop rfte wind? Can you grasp if iityour hands? If 
not, you stand no chance of stopping me" 

Prerequisite: Bat tie mind 

Without formal training, you learned your techniques 
in a haphazard fashion, unlocking your potential 
with each contest, awakening new techniques as you 
blended psionic power with your weapon strikes. At 
some point during your battles, you began to hear 
a faint waifing-subtle, quiet, but definitely pres¬ 
ent, Now when you fight, the breeze whips up into a 
storm* lending new strength to your attacks. 

What you hear are psionic winds swirling around 
you. Your crude methods cause psionic power to 
bleed from you. Instead of dissipating, it swirls, blow¬ 
ing around you, unseen and unnoticed by any but you 
and the enemies who stand against you. When you 
reclaim this power, your body undergoes a strange 
transformation, becoming disjoined from reality for a 
moment or two before you snap back into place. 

The more you work with this loosed psionic power, 
the more ephemeral you become. You can stir up the 
power to rip through your enemies' minds, or you can 
draw it into yourself to vanish and reappear where 
least expected. 

Zephyr Blade Path Features 

Beguiling Advantage (11th level): Your melee 
attacks against dazed, slowed, or stunned enemies 
deal extra damage to them equal to your Charisma 
modifier. 

Paragon Power Points (11th level): You gain 2 
additional power points. 

Zephyr Action (11th level): When you spend an 
action point to take an extra action* you are insub' 
stantial and phasing until the start of your next turn. 

Speed of the Wind (16th level): You gain a +2 
bonus to speed. In addition, the move granted by your 
speed of thought power doesn't provoke opportunity 
attacks. 

Zephyr Blade Disciplines 


Knifing Wind Zephyr Blade 11 


As mu slu>!i nmr foi\ you generate u psttmir wind that knifes 
into your enemy's mind 

Encounter 4 Augmentable* Psionic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Constitution vs. AC 

Hit: l [WJ +■ Constitution modifier damage, and the target 
is dazed until the end of your next turn. 

Augment 2 

Hit: 2[WJ + Constitution modifier damage, and the target 
is dazed until the end of your next turn. 


Mental Zephyr Zephyr Blade Utility 1 2 


Von ftv! riie kite from your enemy s attack and let the winds 
hou ling wrfJimyou Infuse your flesh and gull you to safety. 

Encounter 4 Psionic 
Immediate Reaction Personal 
Trigger: An enemy hits you 

Effect: You shift 1 square. Until the end of your next turn, 
you are insubstantial and phasing, and your attacks ig¬ 
nore the insubstantial quality. 


Storm Dance Strike Zephyr Blade Attack 20 


If on iv. ome the screaminggalt\ encircling and buffering your 
foes, 

Daily 4 - Psionic* Stance, Teleportation* Weapon 
Standard Action Melee weapon 

Primary Target: One or two creatures 
Primary Attack: Constitution vs. AC 
Hit: 3jW) + Constitution modifier damage. 

Effect: If you attack two creatures with this power, you 
teleport 5 squares between the first and the second attack. 
You assume the storm dance stance. Until the stance ends, 
you can make the following secondary attack. 

Opportunity Action Melee 1 
Trigger Aii adjacent enemy marked by you moves with¬ 
out shifting 

Secondary Target; The triggering enemy 
Secondary Attack: Constitution vs. AC 
Hit; i [ W] ‘ ( onstitution modifier damage, and the sec¬ 
ondary target is slowed until the end of your next turn, 

I addition, you teleport S squares and then teleport 
the secondary target to a square adjacent to you, 
i *rvel 2 T: 2|W] 4- Constitution modifier damage. 
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“ Vow fiflht well, bur without discipline and focus , 
you will /all.” 


CLASS TRAITS 

Role: Striker You typically eschew weapons in favor 
of unarmed attacks, and you avoid armor in favor 
of maneuverability and agility. Few can match your 
speed and poise on the battlefield. Your powers are 
more than simple attacks; they are complex forms 
tfiat allow you to strike and move with unmatched 
grace. You lean toward controller as a secondary 
role. 

Power Source: Psionic. Your intense focus, constant 
training, and exceptional talent combine to allow 
you to harness the psionic power within yourself. 

Key Abilities: Dexterity, Strength, Wisdom 

Armor Proficiencies: Cloth 

Weapon Proficiencies: Club, dagger, monk unarmed 
strike, quarlerstaff, shurfken, sling, spear 

Implements: Ki focuses, weapons with which you 
have proficiency 

Bonus to Defense: +1 Fortitude, +1 Reflex, +1 Will 

Hit Points at 1st Level: 12 + Constitution score 

Hit Points per Level Gained: 5 

Healing Surges per Day: 7 + Constitution modifier 

Trained Skills: From the class skills list below', choose 
four trained skills at 1st level. 

Goss Skills: Acrobatics (Dex), Athletics (Str). Diplo¬ 
macy (Cha). Endurance (Con), Heal (Wis), Insight 
(Wis). Perception (Wis), Religion (Int), Stealth (Dex), 
Thievery (Dex) 

Class Features: Monastic Tradition, Unarmed Combat 
ant. Unarmored Defense 

From high in forbidding mountains to deep in the 
alleys of a city s meanest district, the ascetic warriors 
known as monks practice their art. By focusing on 
their minds and bodies, honing both to near perfec 
tion, they master a psionic fighting art that allows 
them to deliver a punch with the force of a giants club 
and to absorb attacks as easily as a heavily armored 
knight. Monks tap into the psion ic potential that rests 
within themselves, turning that energy further inward 
to fortify their bodies and sharpen their minds. 

Perhaps you set out on tills path to put a dark past 
behind you. Or your village was victimized one time 
too many by an evil lord or marauding beasts, and 
you now seek justice. No matter what your motiva¬ 
tion, the path of the monk transforms you into a 
living weapon. 
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The road opens wide before you* With little more 
than a walking stick and perhaps a satchel of food, 
you are ready to take on whatever the world can 
throw at you. Your years of training taught you to turn 
your eye inward. Now it is time to look outward and 
tcst you rself aga i nst the wo rl d s d ange rs* 

Monk Class Features 

Monks have the following class features. 

Monastic Tradition 

Monks train in a number of traditional techniques, 
with each monastery focusing on a specific style. 
Choose either Centered Breath or Stone Fist as your 
tradition. The choice you make grants you a Flurry of 
Blows power and a defensive benefit. 

Centered Breath 

The Centered Breath tradition emphasizes honing 
your mental awareness to better harness psionic 
magic.This tradition teaches that only by control- 
ling yourself can you control your environment. The 
traditions adherents are typically ascetics, whose 
monasteries stand in quiet corners oft he world where 
the monks can train and study without distraction. In 
some of these monasteries, speech is forbidden except 
for one hour each day. 

Hurry of Blows: You gain the centered flurry of 
blows power. 

Mental Equilibrium: You gain a +1 bonus to For¬ 
titude. This bonus increases to +2 at 11th level and +3 
at 21st level. 


MONK OVERVIEW 

Characteristics: You use powers that combine move¬ 
ment with powerful strikes, allowing you to dart in and 
out of battle without risking attack from your foes. Com- 
pared to other strikers, you are better at taking on small 
groups of enemies. You hit, move, and fade away before 
your enemies can respond. 

Religion: Bahamut attracts monks who serve as cham¬ 
pions of good. Other monks revere Kord, seeing in his 
battle prowess an example they can aspire to. Contempla¬ 
tive monks devote themselves to loun, seeking to hone 
their minds and bring their entire beings into balance. A 
few monks forgo devotion to the gods, preferring to find 
strength in rigorous adherence to their ascetic principles 
and the training needed to unlock their psionic powers. 

Races: Humans are the most common monks and 
master a greater variety of fighting styles than monks of 
other races. Githzerai society is built around monastic 
communities, and many members of that race adopt the 
monk class. Elves are talented monks, since their aware¬ 
ness and agility are both useful tools in studying monastic 
disciplines. 




Stone Fist 

The Stone Fist tradition is one of physical mastery, 
relentless exercise, and athletic perfection. Its adher¬ 
ents seek to master their bodies, turning themselves 
into living weapons capable of supernatural feats of 
strength, agility, and speed. Monks of the Stone Fist 
prefer to study among the trappings of civilization. 
Some Stone Fist monasteries are small schools built 
in towns and villages, where students work as labor¬ 
ers and artisans when they aren’t training. Other 
Stone Fist monasteries stand in the most forbidding 
regions oft he world—from the bitter cold of the 
tundra to the edge of a rumbling volcano—to test their 
students' endurance day after day. 

Flurry of Blows: You gain the stone fist flurry of 
blows power* 

Mental Bastion: You gain a +1 bonus to Will. 

This bonus increases to +2 at 11th level and +3 at 
21st level. 




Unarmed Combatant 

You can make unarmed attacks with much greater 
effectiveness than most other combatants can. When 
you make a weapon attack such as a melee basic 
attack, you can use the monk unarmed strike, which 
is a weapon in the unarmed weapon group. This 
weapon has the offhand weapon property and a +3 
proficiency bonus, and it deals Id8 damage. You must 
have a hand free to use your monk unarmed strike, 
even if you're kicking, kneeing, elbowing, or head¬ 
butting a target. Your monk unarmed strike can t be 
turned into a magic weapon, but it can benefit from 
a magic ki focus if you have one (see "Implements" 
below). 


UN ARMORED DEFENSE 

While you are wearing cloth armor or no armor and 
aren't using a shield, you gain a +2 bonus to AC. 


Implements 


Monks usually channel their psionic energy through 
an item called a ki locus, which is a wooden practice 
weapon* prayer beads, a manual of lore, or some 
other object a monk studies or uses during training 
or meditation. After you attune yourself to a ki focus, 
you can use it as an implement when it is on your 
person (see 'Ki Focuses,” page 203), 

When you wear or hold your ki focus, you can 
add its enhancement bonus to the attack rolls and 


the damage rolls of monk powers and monk para¬ 
gon path powers that have the implement keyword. 
You can also add its enhancement bonus to the 
attack rolls and the damage rolls of weapon attacks 
you make using a weapon with which you have 
proficiency. 
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You can also use a weapon with which you have 
proficiency as an implement. When wielding the 
weapon as an implement, the weapons character¬ 
istics—proficiency bonus, damage die, and weapon 
properties like defensive or high crit-are irrelevant to 
your implement powers. 

If you have both a magic ki focus and a magic 
weapon, you choose before you use an attack power 
whether to draw on the magic of the ki focus or the 
weapon. Your choice determines which enhancement 
bonus, critical hit effects, and magic item properties 
and powers you can apply to that power. You can’t, for 
example, use the enhancement bonus of your ki locus 
and the critical hit effect of your magic weapon with 
the same attack. 

Creating a Monk 

You can make your monk however you like. The 
builds here provide suggestions based on the monas¬ 
tic traditions of Centered Breat h and Stone Fist 
All monks use Dexterity for their attacks. Wisdom 
increases the effect of attacks associated with the 
Centered Breath tradition, and Strength is important 
for attacks associated with the Stone Fist tradition. 

Centered Breath Monk 

You search for t lie flow of energy within yourself, the 
world, and each battle. Calmly anticipating your ene¬ 
my's attacks, you move swiftly across the battlefield 
and excel at projecting your psionic energy out ward 
to control your enemies and foil their plans. Dexterity 
should be your highest score, Wisdom should be your 
second, and Strength can be your third, since you 
will probably want to select a mix of powers that use 
Wisdom and Strength. 

Suggested Class Feature; Centered Breath 
Suggested Feat: Pointed Step Style 
Suggested Skills; Acrobatics, Athletics, Insight, 
Percept ion 

Suggested At-Will Powers: dancing cobra , five 
storms 

Suggested Encounter Power: drunken monkey 
Suggested Daily Power: masterful spiral 


Stone Fist Monk 



Your fighting style is aggressive, emphasizing powers 
that eliminate your enemy quickly, rather than 
powers that help you control the battle. Though capa¬ 
ble of rapid movement, your combat maneuvers are 
more likely to consist of a couple of quick steps, rather 
than a rapid shift across the entire battle. As with 
other monks, Dexterity should be your highest score. 
Choose Strength as your second-highest ability score, 
followed by Wisdom. 

Suggested Class Feature; Stone l ist 

Suggested Feat; Crashing Tempest Style 
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Suggested Skills: Acrobatics, Athletics, Endur 
ancc, Perception 

S u gge s t ed A t - W i 11 Po we r s: c ra n e w i ngs, d rago n 5 
tail 

Suggested Encounter Power; awaken the slumber¬ 
ing hurt 

Suggested Daily Power: spinning leopard 
maneuver 


MONKS AND WEAPONS 

Your monk attack powers are implement powers, mean- 
ing they are enhanced by the powers, properties, and 
enhancement bonus of your ki focus ora weapon you use 
as an implement. All your monk attacks can involve the 
use of a weapon, whether it's your monk unarmed strike 
or a manufactured object. Because the attacks can draw 
on the magic of your ki focus, they are equally effective 
whether you wield a quarterstaff or batter your foes with 
punches and kicks. 

You might want to use a weapon so that you can take 
advantage of feats such as Shielding Whirlwind Style or 
Crashing Tempest Style. You can switch weapons with 
ease or pick up whatever Is at hand to attack your foes, 
drawing on the power of your ki focus instead of relying 
on the strength of magically enhanced steel. 

You might also want to carry a sling or some shun ken 
so that you can make ranged basic attacks. 


Monk Powers 

Your monk powers are called disciplines. They rely 
on your physical training, mental focus, and mastery 
of psionic magic to function. 


FULL DISCIPLINE 

Many monk powers have the full discipline keyword 
(page 7 1 7). A full discipline power gives you at least two 
actions to choose from, usually an attack technique and a 
movement technique. Attack techniques usually require 
a standard action, and movement techniques are options 
for your move actions. For a monk, a full discipline power 
represents a fighting style, a unique combination of a 
move and an attack. 


Class Features 

Monks gain a Flurry of Blows power based on their 
chosen tradition. Monks of the Centered Breath 
tradition gain cente red /lurry c/blows, and Stone Fist 
tradition monks gain stone fist flurry of blows. 
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Centered Flurry of Blows 


Monk Feature 


Yam /i'.li ba'oinfi a Mur ns you follow ypyaur initial attach 
with uiuuMt. Onjriq# your foes' positions [oyour advantage. 

At-Will ♦ Psionic 
Free Action (Special) Melee 1 
Trigger: You hit with an attack during your turn 
Target: One creature 
Level 11; One or two creatures 
Level 21; Each enemy adjacent to you 
Effect: The target takes damage equal to 2 + your Wisdom 
modifier, and you slide it 1 square to a square adjacent 
to you or 1 square in any direction if the targe! wasn't 
targeted by the triggering attack. 

Special: You can use this power only once per round. 


Stone Fist Flurry of Blows Monk Feature 


Yoi j /oslunj 1 11 1 l mu rli c r erne my afxe r you r ft rst at rack, a casua I 
rcniin<fer t f \var \ rci tt s trer^j t h. 

At-Will ♦ Psionk 
Free Action (Special) Melee 1 
Trigger: You hit with an attack during your turn 
Target: One creature 
Level 11: One or two creatures 
Level 2 1: Each enemy adjacent to you 
Effec t: The target takes damage equal to 3 + your Strength 
modifier If the target wasn’t targeted by the triggering 
attack, the damage increases by 2 (4 at 11th level and 6 
at 21 st level). 

Special: You can use this power only once per round. 

Level 1 At-Will Disciplines 


Dragon's Tail 



Your Jiumj Ms/ies out Ifke a drqgons fall, and with the lightest 
font imktishes power that knocks your foe to the ground. 

At-Will ♦ Full Discipline, Implement, Psionk 
Attack Technique 

Standard Action Melee touch 

Target: One creature 
Attack; Dexterity vs. Fortitude 

Hit; 1 d6 + Dexterity modifier damage, and you knock 
the target prone. 

Level 2 1: 2d6 + Dexterity modifier damage. 

Movement Technique 
Move Action Melee 1 

Target: One ally or one prone enemy 
Effect; You swap places with the target* 


Five Storms Monk Attack 1 


You move like a whirlwind, spinning asynu unleash an array of 
kitks ami (uimhes. which slam mtoyour/oes liken storm crash 
rruj onto the share. 

At-Will + Full Discipline, Implement, Psionk 
Attack Technique 

Standard Action Close burst 1 

Target; Each enemy you can see in burst 
Attack; Dexterity vs. Reflex 
Hit: IdS + Dexterity modifier damage. 

Lcvfd 21; 2d8 + Dexterity modifier damage. 

Movement Technique 
Move Action Personal 

Effect; You shift 2 squares. 


Crane’s Wings Monk Attack 1 


You leap ae toss rhi battfe/idd and kick your foe, sending it stag¬ 
gering backward 

At-Will ♦ Full Discipline, Implement, Psionk 
Attack Technique 

Standard Action Melee touch 

Target: One creature 
Attack; Dexterity vs. Fortitude 

Hit; 1 d 1 0 +■ Dexterity modifier damage, and you push 
the target 1 square. 

Level 21: 2d 10 + Dexterity modifier damage. 

Movement Technique 
Move Action Personal 

Effect: You make an Athletics check to jump with a +5 
power bonus. You are considered to have a running start, 
and the distance of the jump isn't limited by your speed. 


Dancing Cobra Monk Attack I 


You anti uv*m liLv a cobra, confounding your enemy and 
turning its allat ks hack ngoimt it. 

At-Will ♦ Full Discipline, Implement, Psionk: 

Attack Technique 

Standard Action Melee touch 

Target: One creature 
Attack: Dexterity vs. Reflex 

Hit: 1 d 10 + Dexterity rilodifier damage. If the target 
has made an opportunity attack against you during 
this turn, the target takes extra damage equal to your 
Wisdom modifier. 

Level 21: 2dl 0 + Dexterity modifier damage. 

Movement Technique 
Move Action Personal 

Effect You move your speed + 2. 


Level 1 Encounter Disciplines 


Awaken the Slumbering Hurt Monk Attack 1 


Your foes wounds allow you to dodge at just the rfyjht angles to 
foil rlv men lies' attacks. When you attack, you focus an a single 
enemy s injur u aruf/ind the perfect place to strike. 

Encounter ♦ Full Discipline, Implement, Psionic 
Attack Technique 

Standard Action Melee touch 

Target: One creature 
Attack: Dexterity vs. Fortitude 

Hit: 2<!S + Dexterity modifier damage. If the target is 
bloodied, it takes extra damage from both this attack 
and your next attack against it before the end of your 
nexi turn. The extra damage equals your Strength 
modifier. 

Movement Technique 
Move Action Personal 

Effect; You move your speed. During this movement, 
bloodied enemies can’t attack you with opportunity 
actions or immediate actions. 
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Drunken Monkey Monk An,n k 1 


Vt [j ! i 11 . 1 : cmmqh out of an i t rob Your art 1 bewildered 

as diet i ry to hff \ our swaying form, and wfrh a cimnin#jab, 
you cause one of your foes fa attack ifs companion. 

Encounter * Full Discipline, Implement, Psionic 
Attack Technique 

Standard Action Melee touch 

Target; One enemy 
Attack Dexterity vs. Will 

Hit: td8 +■ Dexterity modifier damage, and you slide 
th< ujrget I square. The target then makes a melee 
bask attack as a free action against one enemy of your 
choir e, The target gains a bonus to the attack roll equal 
to your Wisdom modifier. 

Movement Technique 
Move Action Personal 

Effect: You move your speed + 2. During this movement, 
you ignore difficult terrain and gain a power bonus to all 
defenses against opportunity attacks. The bonus equals 
your Wisdom modifier. 


Open the Gate of Battle Monk Altai k 1 


Yow s u i J rlc n m ow n mi t ca fch cs yoi ir foe urip repu red . a j uf yo u 
launch into your a track. 

Encounter ♦ Full Discipline, Implement, Psionic 
Attack Technique 

Standard Action Melee touch 

Target; One creature 
Attack Dexterity vs. Reflex 

Hit: 2cl 10 + Dexterity modifier damage. The target takes 
Idl 0 extra damage if it was at full hit points when you 
hit it with this attack. 

Movement Technique 
Move Action Personal! 

Effect: You move your speed + 2. During this movement, 
you don't provoke opportunity attacks from the first 
enemy you move away from. 


Rising Storm Monk Attack 1 


r Jk< iiiru no i: i id yo u Jiu ms wi rh power a s you focu s flic energy 
wilfttnyuu into a roar of thunder. 

Encounter ♦ Full Discipline, Implement, Psionic, Thunder 
Attack Technique 

Standard Action Melee touch 

Target: One creature 
Attack. Dexterity vs. Fortitude 

Hit: 2d8 + Dexterity modifier thunder damage, and each 
enemy adjacent to the target takes thunder damage 
equal to your Strength modifier. 

Movement Technique 
Move Action Personal 

Effect; You fly your speed. If you don't land at the end of 
this movement* you fait. 


Level 1 Daily Disciplines 


Harmonious Thunder Monk Attack 1 


You punch one foe, then spin and deliver a kick to another 
Thunder rumbles in the distance , rolls closer* and explodes be- 
tween your two Joes. 

Daily ♦ Implement, Psionic, Thunder 

Standard Action Melee touch 

Target: One or two creatures 

Attack: Dexterity vs* Fortitude 

Hit: 3d6 ! )< xteilty modifier thunder damage. 

Miss: Half damage. 

Effect: When one of the targets takes damage, the other 
target takes thunder damage equal to your Strength 
modifier. This effec t lasts until the end of the encounter 
or until one of the targets drops to 0 hit points. 


Masterful Spiral Monk Attack 1 


Wirfi u sudden burst of motion, you deliver crush! r^g kicks and 
punches of p> ionic force to nearby enemies. 

Daily ■f Force, Implement, Psionic, Stance 
Standard Action Close hurst 2 

Target: Each enemy in burst 
Attack: Dexterity vs. Reflex 
Hit Jd8 Dexterity modifier force damage. 

Miss: Half damage. 

Effect You tan assume the spiral stance. Until the stance 
ends, your reach with melee touch attacks increases by 1 


Spinning Leopard Maneuver Monk Attack 1 


Maititamm# per hrt hula nee, you weave a deadly path fltroujjh 
f he fray* J e a 11 n# k idrs a nd p u nches to eadi foe you pass 

Daily ♦ Implement, Psionic 
Standard Action Melee T 

Effect: You shift your speed and can make the following 
attack once against each enemy that you move adjacent 
to during the shift. 

Target; One enemy 

Attack: Dexter ity vs. Reflex 

Hit: 3d8 + Dexterity modifier damage. 

Miss: Half damage. 


Whirling Mantis Step Monk Attack 1 


Willi Mvi/i step* and overwhelm in# leverage, you shove aside 
your foes and cripple them icifh vicious kicks. 

Daily + Implement, Psionic 
Standard Action Melee touch 

Effect; You shift your speed. If you enter a square adjacent 
to any enemy during this shift, you slide that enemy 1 
square. You can slide each enemy only once during the 
shift. After the shift* make the following attack. 

Target: One, two* or three creatures 
Attack: Dexterity vs. Fortitude 

Hit 2d 1 0 + Dexterity modifier damage* and the target is 
slowed (save ends). 

Miss: Half damage, and the target is slowed until the end 
of your next turn* 
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Level 2 Utility Disciplines 


Monk Attack 1 


Careful Stride Monk Utility 2 


You walk with sin. h j'N ision and control fhar brokenground 
and even bodice of water cunnof impede you. 

Encounter ♦ Psionk 

Move Action Personal 

Effetl: I Jmil the end of this turn, you ignore difficult terrain 
andean both move across liquid and stand on it as if it 
were solid ground. In addition, you move your speed. 


Grasp the Wind Monk Utility 1 


Before your twrm nm force you back, you whirl a round, using 
the power of its aiuti l to propel you where you warn to go. 

Encounter 4 Psionk 
Immediate Interrupt Personal 
Trigger: You are pulled, pushed, or slid 
Effect: Instead of being affected by the forced movement, 
you shift tin number of squares it would have moved 
you. 


Harmonious Discipline Monk Utility l 


A specific sequent e oj disciplined breathing enhances both your 
defense and you r offense. 

Encounter ♦ Psionic 
Minor Action Personal 

Effect You gain temporary hit points equal to your 
Wisdom modifier When you have no temporary hit 
points remaining, you gain a bonus to the damage roll of 
your next nieTev a (Lit k before the end of your next turn. 
The bonus equals ynur Wisdom modifier. 


Supreme Flurry Monk Utility 2 


You r speed i* n blur. Where does one strike end and another 
begin? If doi fj'i matter as long as the blow lands. 

Daily ♦ Psionic 

Free Action Personal 

Trigger You use your Flurry of Blows power and resolve the 
effects of the power that triggered it 
Effect: You shift half your speed and use your Flurry of 
Blows power again. 

Level 3 Encounter Disciplines 


Dance of Swords Monk Attack 3 


As your/ocs swarm a round yum, you leap among them and tarn 
their numbers against them. 

Encounter + Full Discipline, Implement, Psionic 
Attack Technique 

Standard Action Melee touch 

Target: One m ature 
Attack: Dexterity vs. Reflex 

Hit: 2c!8 + Dexterity modifier damage, and the target 
takes exti .s damage equal to twice the number oF en¬ 
emies adjacent to you. 

Movement Technique 
Move Action Personal 

Effect: You move your speed + 2. If enemies make 
opportunity attacks against you during this movement 
and miss, you gain combat advantage against the 
enemies that missed until the end of your turn. 


Enduring Champion 


You focus year pum info a point at the end of your fist. As you 
strike, you deliver your if/s to your enemy. 


Encounter + Full Discipline, Implement, Psionic 
Attack Technique 

Standard Action Melee touch 

Target: One creature 
Attack: Dexterity vs. Fortitude 

Hit: 2d 10 + Dexterity modifier damage. You can make 
a saving throw against one effect that a save can end, 
with a bonus equal to your Wisdom modifier. If you 
savc. not only does the effect end. but the target takes 
damage equal to your Wisdom modifier. 

Movement Technique 
Move Action Personal 

Effect: You move your speed + 2. Each time you are 
attacked during this movement, you gain a +1 bonus to 
speed until the end of your next turn. 


Eternal Mountain Monk Attack 3 


Ybufon/svtmr rmnd, railing an your Iran discipline to walk, 
/Yghf, and >hrug q$ attacks with a mountain s enduring spirit. 

Encounter + Full Discipline, Implement Psionic 
Attack Technique 

Standard Action Close burst 1 

Target: Each enemy in burst 
Attack: Dexterity vs. Fortitude 

Hit; 2d8 + Dexterity modifier damage, and you knock 
the target prone. 

Movement Technique 
Move Action Personal 

Effect: You gain resistance to ail damage equal to your 
Strength modifier until the end of your next turn. In 
addition, you shift 2 squares. 


Twin Thunders Monk Attack 3 


You move in a blur and deliver a sweeping kick with such/eroc- 
Ity that rhuitili mus energy blasts bath yourfbe and its coliort. 

Encounter ♦ Full Discipline, Implement, Psionic, Thunder 
Attack Technique 

Standard Action Melee touch 

Target: One creature 
Attack: Dexterity vs. Fortitude 

Hit: 2d 10 + i vxterity modifier thunder damage, and a 
single enemy adjacent to the target takes 1 dl 0 thun¬ 
der damage. 

Movement Technique 
Move Action Personal 

Effect: Choose one enemy adjacent to you and move your 
speed + 2, During this movement, you don't provoke 
opportunity attacks from that enemy 

Level 5 Daily Disciplines 


Deadly Cobra Strike Monk Attack 5 


You weave/rum side re si dr and lash your band forth /ike a 
striking cobra, leanng boltind psioniraNy poisoned wounds. 

Daily ♦ Implement, Poison, Psionic 
Standard Action Melee touch 

Target: One creature 
Attack: Dexterity vs. Fortitude 

Hit: 2d 10 + Dexterity modifier damage, and ongoing S 
poison damage (save ends). 

Miss: Half damage. 
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One Hundred Leaves Monk Attack 5 


Von launch if /lur rv r attacks, striking with such speed and 
miijhf that. matures scalier before you like leaven in a hurricane. 

Daily 4 Implement, Psionic 
Standard Action Close blast 3 

Target: Each creature in blast 
Attack: Dexterity vs. Reflex 

Hit: 3d8 Dexterity modifier damage, and you push the 
target 1 squares. 

Miss: Half damage, and you push the target t square. 

Effet 1: l Jntil the end of your next turn, you can target one 
additional c n ature in range with your Flurry of Blows 
power* 


Steel Warrior Technique Monk Attack 5 


You /in ns your mind, draining on psiorifc energy lo make your 
skin an fiord as steel* When your fist strides, if hits with the force 
qj a ijiiiJit s are* 

Daily 4 implement, Psionic 
Standard Action Melee touch 

Target: One creature 
Attack: Dexterity vs. Reflex 

Hit: 3d10 Dexterity modifier damage, and you mark the 
target (save ends). 

Miss: Half damage, and you mark the target until the end of 
your next turn. 

Effect: LFalii this power s mark ends on the target, it takes 
damage equal to your Strength modifier whenever it hits 
you. 


Supreme Avalanche 

Monk Attack 5 

Combination 



A cun tide of punches creates deep wounds dial your future at¬ 
tacks can exploit. 

Daily 4 Implement, Psionic 

Standard Action Melee touch 

Target: One creature 

Attack: Dexterity vs. Fortitude 

Hit: 3ill 0 + Dexterity modifier damage. 

Miss: Half damage. 

Effect: Uni 1 1 the end of the encounter, you gain a +2 power 
bonus to damage rolls against the target, and you slide it 
1 square whenever you hit it with an attack. If that attack 
in< ludes forced movement, you can increase the distance 
of that movement by I square instead of sliding the tar¬ 
get 1 square. 


Level 6 Ueility Disciplines 


Centered Defense Monk Utility 6 


You bmi fire deeply, U Yth your center strong you cnlm/y avoid 
enemy attacks. 

Daily f Psionic, Stance 
Minor Action Personal 

Effect: Until the stance ends, you gain a + 2 power bonus 
to all defenses. 



Echoing Thunder Monk Utility 6 


As your blurring fists wreak havoc a round you, the thunderous 
echo q/ your flurries slams into other foes. 

Encounter 4 Psionic 
Free Action Personal 

Trigger: You use your Flurry of Blows power 
Effect; Euch t rit my within 2 squares of you that was not 
damaged by your Flurry of Blows power is pushed 1 
square. 


Leap of the Heavens Monk Utility 6 


You leap info die air, reaching incredible heights. 

Encounter 4 Psionic 
Move Action Personal 

Effect: Ymi make an Athletics check to jump with a +10 
power bonus. You are considered to have a running start. 


Purifying Meditation Monk Utility 6 


Y locus vain mind inward,/indiu^ the source of what aibyou 
ami rfrmn/j it away. 

Encounter 4 Psionic 
Minor Action Personal 

Effect: You make a saving throw with a bonus equal to 
your Wisdom modifier* 


Level 7 Encounter Disciplines 


Fist of One Hundred Strikes Monk Attack 7 


You tin nr .so quit fcfy that you become a blur, as if a hundred cop 
ics ofy i mrsvlj suddenly sprang amon^your foes. 

Encounter 4 Full Discipline, Implement, Psionic 
Attack Technique 

Standard Action Melee touch 

Target: One or two creatures 
Attack; Dexterity vs. Reflex 

Hit: 2d6 + Dexterity modifier damage, and you shift 1 
square. 

Movement Technique 
Move Action Personal 

Effect: You shift 2 squares. 


Grasping Tide Monk Attack 7 


You fall njvn \ our foe /ike a fida! wave, delivering a series of 
pim, lies arid kicks dial catch it within yourg rasp and drag it 
along with you. 

Encounter 4 Full Discipline, Implement, Psionic 
Attack Technique 

Standard Action Melee touch 

Target: One creature 
Attack: Dexterity vs. Reflex 

Hit: 7d6 + Dexterity modifier damage, and the target is 
dazed until the end of your next turn. 

Movement Technique 
Move Action Personal 

Effect: You shift 2 squares. During the shift, if you leave a 
square adjacent to any enemy that you have hit on this 
turn, you can slide that enemy 1 square into the space 
you vacated. 






















Hecraa orti? 



Strike the Avalanche Monk Attack 7 


As your blow f dh. van send your foe flying across the battlefield 
in slum in to jour enemies IrJh? an avalanche. 

Encounter 4 Full Discipline, implement, Psionic 
Attack Technique 

Standard Action Melee touch 

Primary Target: One creature 
Primary Attack: Dexterity vs. Fortitude 
Hit: 2d1Q f)i xterity modifier damage, and you slide 
the primer) target a number of squares equal to your 
Wisdom modifier. Make a secondary attack that is a 
dose burst 3 i entered on the primary target. 

Secondary Target Each creature in burst other than 
the primary target 

Secondary Attack: Dexterity vs. Fortitude 
Hit: The secondary target falls prone. 

Movement Technique 
Move Action Persona! 

Effect You move your speed + 2, During this movement, 
you don't provoke opportunity attacks from prone 
enemies. 


Titan's Step Monk Attack 7 


you clmp into a deep /halting stance. Each step you take carves 
chunks from t be ground below you, and each Mch you deliver 
crashes bone and metal. 

Encounter 4 Full Discipline, Implement, Psion it 
Attack Technique 

Standard Action Melee touch 

Target: One creature 
Attack: Dexterity vs. Reflex 

Hit: 2d8 + Dexterity modifier damage, and you push 
the target a number of squares equal to your Strength 
modifier. 

Movement Technique 
Move Action Personal 

Effect: You make an Athletics check to jump with a +3 
power bonus. You are considered to have a running start. 
Where you land, each square adjacent to you becomes 
difficult terrain until the end of your next turn. 


Level 9 Daily Disciplines 


Crane Dance Monk Attack 9 


Yo ii siep 11rrefidh to mjch yourfoes t mea suri ng their posture 
arid fhjhtiuj fiance ft? deliver just the ri$hf amount of power to 
se n t i ifu- r i a i >ppi ing over. 

Daily 4 Implement, Psionk 
Standard Action Melee touch 

Target: One. two. three, or four creatures 
Attack: Dexterity vs. Reflex 

Fill: 2dS Dexterity modifier damage, and you knock the 
target prone. 

Miss: Half damage. 

Effect: You shift 2 squares after each attack. 


Relentless Hound Technique Monk Attack 9 


You rriiUv a quit t attack itgdirisr ymir foe, marking it with a 
11 s j,' j i i t ft sg l \ I iere i I jjoes, you ca nfo I low; 

Daily 4 Implement, Psionic 
Standard Action Melee touch 

Target One creature 
Primary Attack; Dexterity vs. Reflex 
Hit 2d10 4 Dexterity modifier damage. 

Miss: Half damage, 

Effect: \ Jntil the end of your next turn, when the target 
willingly leaves a square adjacent to you, you can shift 1 
square as a free action. You can make the following sec- 
on rimy attack against the target once before the end of 
the encounter. 

Immediate Interrupt Melee touch 

Trigger The target makes an attack 
Secondary Attack: Dexterity vs. Reflex 
Hit: 2d 1 0 + Dexterity modifier damage. 

Miss: Half damage. 


Strength to Weakness Monk Attack 9 


You p* ion i c u Jh p l r. 1 l \ v what yo u r eyes ca 11 no r see: yo u r foe's 
inner wvukni.» Van liflhllv touch that foe. A moment later, the 
agony of your atfu< k falls upon if. 

Dally ♦ Implement, Psionic 
Standard Action Melee touch 

Target* One creature 
Attack: Dexterity vs. Fortitude or Reflex 
Hit: Ongoing damage equal to 1 5 + your Dexterity modi¬ 
fier (save ends). 

Miss: Ongoing 10 damage (save ends). 


Twilight Touch Monk Attack 9 


You tap your fingers njiii ror your enemies' heads, disrupting the 
fio\y of energy ihtough the foes and do riding their vision. 

Daily * Implement, Psionic, Psychic 
Standard Action Meiee touch 

Target: One, two, or three creatures 
Attack: Dexterity vs. Reflex 

Hit: 3d6 + Dexter Sty modifier psychic damage, and the 
target is blinded until the end of your next turn. 

Miss: Half damage. 
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Level 10 Utility Disciplines 


Furious Bull 


Monk Aitac L 11 


Internal Power Monk Utility 10 


You draw 1 on the psionu power that flows within you tobmf 
your wounds. 

Daily ♦ Healing, Psionic 
Minor Action Personal 

Effect* Yt >u spend a healing surge and regain 2d6 addi¬ 
tional hit points. 


Iron Dragon Defense Monk Utility 10 


You quirt you r mind it rid shrityj Ojfjf the pain Inflicted upon you. 

Encounter ♦ Psionic 
Immediate Interrupt Personal 
Trigger You take damage 

Effect: The damage is reduced by 10 + your Wisdom 
modifier. 


You move /ike tin ermy L J hull, drawing on your psionic power 
10 shove aside you r/tves and deliver vicious punches that leave 
them senseless. 

Encounter ♦ Full Discipline, Implement, Psionic 
Attack Technique 

Standard Action Close burst 2 

Requirement: You must not be immobilized. 

Target: Each enemy in burst 
Attack: Dexterity vs. Fortitude 

Hit: 2d6 + Dexterity modifier damage, and you slide the 
target 1 square. Tlw target is dazed until the end of 
your next turn. 

Effect: You shift 1 squares to a square in the burst. 
Movement Technique 
Move Action Personal 

Effect; You move your speed + 2. During this movement, 
you can move through enemies" spaces. 


Spider Technique Monk Utility 10 


The pm. . fyour mind turns wads and ceilings into floors for 
you. 

At Will ♦ Psionic 
Move Action Personal 

Effect: You climb your speed. During this movement, you 
can move a< ross overhanging surfaces, such as ceilings, 
but you fjll if you end your turn on such a surface. 


Spring Up 

Monk Utility 10 

You leap to vour feet 



Encounter ♦ Psionic 

Free Action Personal 

Trigger: You are prone at the start of your turn 

Effect: You stand up. 

Level 13 Encounter Disciplines 


Dance of the Stinging Hornet 


Monk Attack 13 


You leap i : Lie air and land on your foe's hack From there, 
you rain blows on your enemy. 

Encounter ♦ Full Discipline, Implement, Psionic 
Attack Technique 

Standard Action Melee touch 

Target: One creature 
Attack: Dexterity vs. Reflex 

Hit: 2d IO Dexterity modifier damage, and you grab 
the target. Until the grab ends, the target grants cover 
to you, and if it is larger than you, you can end a move 
action in its spa* e. If you do so, the target isn't immo¬ 
bilized by Ibis grab, and you remain In its space when 
it moves (you don't provoke opportunity attacks as 
you move with it). Until you leave the target's space, 
its movement doesn't provoke opportunity attacks 
from you. 

Movement Technique 
Move Action Personal 

Effect: You make an Athletics check to jump with a +5 
power bonus. You are considered to have a running start. 
You can use the attack technique at any point during this 
movement. 



Overpowering Strike Monk Attack 13 


You focus ps ionic energy into a single strike so powerful that 
yrm rfoe Iras tn »u b L stri k i n# ba ck 

Encounter + Full Discipline, Implement, Psionic 
Attack Technique 

Standard Action Melee touch 

Target One creature 
Attack: Dexterity vs. Will 

Hit 3d TO +* Dexterity modifier damage. Until the end of 
your next turn, the target takes a penalty to attack rolls 
against you equal to your Wisdom modifier. 

Movement Technique 
Move Action Personal 

Effect: You shift 3 squares. 


Step Between the Worlds Monk Attack l I 


You slip underneath thejubrfc of the world, cmer^in^ to fall 
upon you r enemy with a kick, sending it through die passage 
you emerged from. 

Encounter ♦ Full Discipline, implement, Psionic, 
Teleportation 
Attack Technique 

Standard Action Melee touch 

Target One creature 
Attack: Dexterity vs. Will 

Hit: 3d6 + Dextui it> modifier damage, and you teleport 
the targe < .< ju ni or of squares equal to your Wisdom 
modifier 

Movement Tech riique 
Move Action Persona! 

Effect: You teleport a number of squares equal to 2 + your 
Wisdom modifier. 
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Level 15 Daily Disciplines 


Master of Winds Stance 


Monk Utility 16 


Dancer on the Sea of Battle Monk Attack 15 


Von h c [Ur i;7T t?nfmy fines, duski ng among you r /bes and 

kuririp /irJJcir warriors inyour wake. 

Daily 4 Implement, Psionk 
Standard Action Melee 1 

EfFei t: You shift your speed and can make the following 
attack once against each enemy you move adjacent to 
during the shift. 

Target: One enemy 
Attack: Dexterity vs. Fortitude 

Hit: 3d 10 + Dexterity modifier damage, and you knock 
the target prone. 

Miss: Half damage. 


Ring the Golden Bell Monk Attack 15 


Von leap up 111 Jii ['upn h ill the air, causing a shimmering boh of 
force to an ik mss the batt le/ieR You/of low the bolr. landing at 
its paint o/impticf. 

Daily 4 Force, Implement, Psionk 
Standard Action Close burst 1 

Effect: Before the attack, you jump 10 squares. This 
movement doesn't provoke opportunity attacks. 

Target: Each creature in burst 
Attack: Dexterity vs, Reflex 

Hii j t cit Dexterity modifier force damage, and the target 
is dazed {save ends). 

Miss: Half damage, and the target is dazed until the end of 
your next turn. 


Way of the Autumn Wind Monk Attack 15 


\. ij i spnmj into die air and perform a roundhouse kirk, rrearm# 
a hitter dru/i. Van dunce on (lie wind as it washes over your foes, 
dminimf iheir sfrenjph. 

Daily 4 Cold, Implement, Psionic, Stance 
Standard Action Close burst 2 

Target: Each creature in burst 
Attack: Dexterity vs. Fortitude 

Hit: 2d6 + Dexterity modifier cold damage, and the target 
is weakened (save ends). 

Miss: Half damage, and the target is weakened until the end 
of your next turn. 

Effect: You can assume the autumn wind stance. Until the 
stance ends, you can shift 2 squares as an immediate 
reaction when you are hit by any attack. 


Level 16 Utility Disciplines 


Diamond Mind 

Monk Utility 16 

Ynur disciplined mind repels an attack. 



Encounter 4 Psionk 
Immediate interrupt Personal 
Trigger: An attack hits your Will 

Effect; You gain a +5 bonus to Will against the triggering 
attack. 


Wind whips around you, fafein#/au where you need to#a not 
where anyone else would send you. 

Daily 4 Psionk, Stance 
Minor Action Personal 


Eifect: Until the stance ends, when you are pulled, pushed, 
or si il l by any enemy, you can use a free action at the 
end oi the forced movement to shift the same number of 
squares that you were moved. 


Meditative Solace Monk Utility 16 


fh ftv using your mind,you banish your life. 

Daily 4 Psionic, Stance 
Minor Action Personal 

Effect: Until the stance ends, once per round you can use a 
minor m tion to make a saving throw. 


Stance of the Still Sword Monk Utility 16 


You cast aside dkuiplits of battle, and your foes are compelled ft) 
do the same. 

Dally 4 Psionic, Stance 
Minor Action Personal 

Effect: Until the stance ends, enemies take a - 2 penalty to 
an at k mils against you. 


Level 17 Lncounter Disciplines 


Death’s Chilled Embrace Monk Attack 17 


Yi>ur fmu-h roots your foe in place* so when it is forced to move, 
its /ii-sb crut fes like breaking ice. 

Encounter 4 Full Discipline, Implement, Necrotic, Psionk 
Attack Technique 

Standard Action Melee touch 

Target: One creature 
Attack: Dexterity vs. Fortitude 

Hie; 7d8 + Dexterity modifier necrotic damage, and the 
target is immobilized until the end of your next turn, 
Until this immobilization ends, the target takes damage 
equal to 5 + twice your Strength modifier when it is hit 
by any attack that pulls, pushes, or slides it. 

Movement Technique 
Move Action Personal 

Effect: You move your speed + 2, You can use the attack 
technique at any point during this movement. 


Steps of Grasping Fire Monk Attack 17 


You become sheathed tn /fames and leave a frail of fire behind 
you with eadi step. 

Encounter 4 Fire, Full Discipline, Implement, Psionic 
Attack Technique 

Standard Action Close blast 3 

Target: Each creature in blast 

Attack; I dexterity vs. Reflex 

Hit: 2d T 0 -i Dexterity modifier fire damage. 

Movement Technique 
Move Action Personal 

Effect; You move your speed. During this movement, any 
enemy that hits you takes fire damage equal to 5 + your 
Wisdom modifier, and each square you leave is filled 
with fire until the end of your next turn. Any creature 
that enters a fire square or starts its turn there takes fire 
damage equal to 5 + your Wisdom modifier. 
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Three Winds Kick Monk Attack I 7 


You jiktc like a hurricane, dashing amid your enemies as you 
deliver a flurry- of kicks. 

Encounter ♦ Full Discipline, Implement, Psionic, 
Teleportation 

Attack Technique 

Standard Action Melee touch 

Target: One. two. or three creatures 
Attack: Dexterity vs. Reflex 

Hit: 1 rllO + Dexterity modifier f Wisdom modifier 
damage, and you shift 7 squares. 

Movement Technique 
Move Action Personal 

Effect: Choose one enemy within 6 squares of you. You 
teleport to a square adjacent to that enemy. 


Whirlwind Kick Monk AttaLk 1 7 


You spin «ir irmvJtbte speeds, creating a vortex of wind that 
tlrtnv njr i, vs rum As they sprawl a round you, you leap into 
the air and make your escape. 

Encounter ♦ Full Discipline, Implement, Psionic 
Attack Tec hnique 

Standard Action Close burst 3 

Primary Target: Each enemy in burst 
Primar y Attack: Dexterity vs. Fortitude 
Hit: You pull the target 7 squares. 

Effect: Maki a secondary attack. 

Secondary Target: Each enemy adjacent to you 
Secondary Attack: Dexterity vs. Reflex 
Hit: ?d10 +■ Dexterity modifier f Strength modifier 
damage. 

Movement Technique 
Move Action Personal 

Effect: You fly your speed. The first square of this 
movement doe sn T p rov o ke o pp o rt u n i ty a tta c k $. 
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Level 19 Daily Disciplines 


Angelic Legion Technique_ Monk Attack 19 


You luiiih !i yourself at your enemy, forcing it to duel with an 
overwhelming array of kicks and punches. liy rompdlinji the 
enemy* to attack, you lure it info your trap. 

Daily ♦ Implement, Psionic 
Standard Action Melee touch 

Target: One creature 
Attack: Dexterity vs. Reflex 

Hit: 5dl0 + Dexterity modifier damage, and you mark the 
target (save ends). 

Miss: Half damage, and you mark the target until the end of 
your next turn. 

Effect: I Jntll this power’s mark ends, you can use a free 
action to force the target to attack you with its ranged 
attacks and melee attacks as long as you are within those 
attuc k range. Each time the target attacks you, you gain 
a +4 power bonus to attack rolls against it until the end 
of your next turn. 
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Duel in the Heavens 


Monk Attack 19 


Indomitable Technique 


Monk Utility 22 


You tiruu* onyour inner reserves to unleash a deadly kick. Your 
foe soars through the air, and in a flash you leap after it. For a 
brief moment, the two of you float in midair until you unleash a 
second attack that sends it crashing to the ground. 

Daily ♦ Implement, Psionic 
Standard Action Melee touch 

Target: One creature 
Primary Attack: Dexterity vs. Fortitude 
Hit: 3d10 + Dexterity modifier damage. 

Miss: Half damage. 

Effect: You slide the target 5 squares and then shift 5 
squares to a square adjacent to it. Make a secondary 
attack against the target. 

Secondary Attack: Dexterity vs. Fortitude 
Hit: 10 + Dexterity modifier damage. The target falls 
prone, and it is dazed until the end of your next turn. 
Miss: Half damage, and the target falls prone. 

Effect: You fly your speed. This movement doesn’t provoke 
opportunity attacks. 


Inevitable Fist Monk Attack 19 


You strike at your foe. No matter how it tries to dodge your 
attack, it cannot escape. 

Daily ♦ Implement, Psionic, Stance 

Standard Action Melee touch 

Target: One creature 

Attack: Dexterity + 2 vs. Reflex 

Hit: 3d 10 + Dexterity modifier damage. 

Miss: 2d10 + Dexterity modifier damage. 

Effect: You can assume the stance of the inevitable fist. 
Until the stance ends, your Flurry of Blows power deals 2 
extra damage. 


Rising Dragon Fire Monk Attack 19 


You t’.vlnile an inferno to burn your enemies. 

Daily ♦ Fire, Implement, Psionic, Zone 

Standard Action Close burst 2 

Target: Each creature in burst 

Attack: Dexterity vs. Reflex 

Hit: 5d6 + Dexterity modifier fire damage. 

Miss: Half damage. 

Effect: The burst creates a zone that lasts until the end of 
your next turn. When you hit any creature that is within 
the zone, that creature takes 2d6 extra fire damage. 
Sustain Minor: The zone persists. 


Level 22 Utility Disciplines 


Diamond Body Monk Utility 22 


Your incredible speed and resilience, born from your mastery of 
psionic magic, allow you to shrug off a deadly attack. 

Encounter ♦ Psionic 
Immediate Interrupt Personal 
Trigger You are hit by an attack 

Effect: You gain resist 20 to all damage against the trigger 
ing attack. 


At one moment, you were on the edge of death. The next mo 
ment, psionic power courses through you, mending your wounds. 


Daily ♦ Healing, Psionic 
No Action Personal 

Trigger You have 0 hit points or fewer at the start of your 
turn 

Effect: You spend a healing surge to regain hit points equal 
to your bloodied value. 


Mist Walker’s Step Monk Utility 22 


With the proper focus of your psionic power, even physical ob 
stack’s are no match for you. 


Encounter ♦ Psionic 

Minor Action Personal 

Effect: You are phasing and ignore difficult terrain until the 
end of your next turn. 


Wind Walker Monk Utility 22 


You step through the air, relying onyour focus and psionic 
power to fly with the same ease others walk. 

At-Will ♦ Psionic 
Move Action Personal 

Effect: You fly your speed. If you don’t land at the end of 
this movement, you fall. 

Level 23 Encounter Disciplines 


Fist of Golden Light Monk Attack 23 


Focusing your psionic energy'you transform your fist into a 
brand of radiance. 

Encounter ♦ Full Discipline, Implement, Psionic, Radiant 
Attack Technique 

Standard Action Melee touch 

Primary Target: One creature 
Primary Attack: Dexterity vs. Fortitude 
Hit: 2d10 + Dexterity modifier radiant damage. Make a 
secondary attack that is a close burst 1 centered on the 
primary target. 

Secondary Target: Each enemy in burst 
Secondary Attack: Dexterity vs. Fortitude 
Hit: The secondary target is blinded until the end of 
your next turn. 

Movement Technique 
Move Action Personal 

Effect: You move your speed + 4. 


Hungry Ghost 


Monk Attack 23 


You transform info a spectral version of yourself, and your strike 
gives you vitality: 

Encounter ♦ Full Discipline, Implement, Necrotic, Psionic 
Attack Technique 

Standard Action Melee touch 

Target: One creature 
Attack: Dexterity vs. Reflex 

Hit: 3d10 + Dexterity modifier necrotic damage. You 
gain temporary hit points equal to 10 + your Wisdom 
modifier. 

Movement Technique 
Move Action Personal 

Effect: You are insubstantial and phasing 
your turn, and you move your speed. 
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Legion of One Monk Attack 2 3 


TIh i unfair wui leave in vour ivake marks your path through 
'.hi enemy. 

Encounter ♦ Full Discipline, implement, Psionic 
Attack Technique 

Standard Action Close burst 3 

Target; Each enemy in burst 

Attack: Dexterity vs. Reflex 

Hit: 2d 10 + Dexterity modifier damage. 

Effect: You shift 4 squares to a square in the burst. 
Movement Technique 
Move Action Personal 

Effect You shift 4 squares. 


Sunder the Castle Monk Attack 23 


You set fit? info a fighting posture, a rid your enemies sense that 
\ou air about to unleash an attack capable of pushing a castle 
off ir> foundation. 

Encounter ♦ Full Discipline, Implement, Psionic 
Attack Technique 

Standard Action Melee touch 

Target: One creature 
Attack: Dexterity vs. Reflex 

Hit: 3d10 + Dexterity modifier damage, and you push 
the target a number of squares equal to your Strength 
modifier and knock it prone. 

Movement Technique 
Move Action Personal 

Effect: You move your speed + 4, During this movement, 
any enemy that misses you with an opportunity attack 
falls prone. 


Level 25 Daily Disciplines 


Phoenix Dance Monk Attack 25 


Yon/ocusypur psipnre energy mid project if outward as a ba/o 
of golden /Tame. You rampaac among your foes, burning them 
as you unleash a series of kicks and punches. 

Daily ♦ Fire, Implement, Psionic, Radiant 
Standard Action Melee 1 

Effect: You shift your speed and make the following attack 
once against each enemy you move adjacent to during 
the shift. 

Target; One enemy 
Attack: Dexterity vs. Fortitude 

Hit; 3d 10 + Dexterity modifier damage, and you knock 
the target prone. 

Miss: Half damage. 

Effect; The target takes fire and radiant damage equal to 5 
+ your Strength modifier. 


Strike of the Vulnerable Turtle Monk Attack 2 5 


Your hands became a blur as you make a rapid series of attacks, 
ret 1 ucby you r foes armor to a crumpled ruin. 


Daily ♦ Implement, Psionic 
Standard Action Melee touch 


Target: One creature 

Attack; Dexterity vs. Reflex 

Hit: 6d8 + Dexterity modifier damage. Until the end of the 
encounter, attacks against the target’s AC or Reflex are 
against the lower of the two defenses. 

Miss: Half damage. Attacks against the target's AC or Reflex 
are against the lower of the two defenses (save ends). 



Wandering Comet Strike Monk Attack 25 


You i Mi i er i ■ riidun# blow to one foe. focus your psionic energy 
to step hcfHVt ti i he worlds, and repeat this attack again. 

Daily ♦ Implement, Psionic, Teleportation 
Standard Action Melee 1 

Target: One, two, or three enemies 
Attack: Dexterity vs. Reflex. 

Hit: Sil l 1 J + Dexterity modifier damage. 

Miss; Half damage. 

Effec: After attacking a target with this power* you tele 
pornoa square adjacent to a different enemy within 1 0 
squares of you. 


Watchful Hydra Stance Monk Attack 25 


You make a series of quick attacks against enemies around you 
and assume a vijplauf stance against them all. 

Dally ♦ Implement, Psionic, Stance 
Standard Action Close burst 3 

Target: Each enemy in burst 
Attack: Dexterity vs. Reflex 
Hit; 6d6 + Dexterity modifier damage. 

Miss: Half damage. 

Effect: You can assume the watchful hydra stance. Until 
the stance ends, you can target an additional creature 
within 3 squares of you with your Hurry of Blows power. 

Level 27 Encounter Disciplines 


Celestial Drunken Boxer Monk Attack 2 7 


You shudder and stumble, yet there is a method to your mad 
ness. Etn.li move is perfectly timed to mislead your enemies, 
Cdusfn# them to attack each other. 

Encounter ♦ Full Discipline, Implement, Psionic 
Attack Technique 

Standard Action Close burst 2 

Target: Each enemy in burst 
Attack: Dexterity vs. Will 

Hit The target makes a melee basic attack as a free ac¬ 
tion against one enemy of your choice. The target gains 
a bonus to the attack roil and the damage roll against 
that enemy. The bonus equals your Wisdom modifier 
Movement Technique 
Move Action Personal 

Effect: You shift 4 squares. 


Fist of Indomitable Iron Monk Attack 27 


Your arm transforms into solid iron as you pa rich you rfoe and 
pierce past its armor 

Encounter ♦ Full Discipline, Implement, Psionic 
Attack Technique 

Standard Action Melee touch 

Target: One creature 
Attack: Dexterity vs. Reflex 
Hit: 4d10 + Dexterity modifier + Strength modifier 
damage. 

Movement Technique 
Move Action Personal 

Effect: You shift a number of squares equal to your 
Strength modifier. During this movement, you can shift 
through enemies 1 spaces. 
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Heart-Sundering Strike 


Monk Attack 11 


You focus priori it power in your hands, creating a lethal reso¬ 
nance, With a font Ji, you leave your foe at your mercy. 

Encounter 4 Full Discipline, Implement, Psionk, Psychic 
Attack Technique 

Standard Action Melee touch 

Target: One creature 
Attack: Dexterity vs. Will 

Hit: The target i dominated until the end of your next 

turn. 

Aftereffect: 2d6 + Dexterity modifier psychic damage. 
Movement Technique 
Move Action Personal 

Effect: You move your speed + 4. You can use the attack 
technique at any point during the movement. 


Tap the Life Well Monk Attack 27 


Psio n i c energyjlaws r I m > t a j J i you, whiskt ng you throuj jh space 
and disrupting nuir enemies' life force. 

Encounter 4 Full Discipline, Implement, Psionic, 
Teleportation 
Attack Technique 

Standard Action Melee touch 

Primary Target: One creature 
Primary Attack: Dexterity vs. Fortitude 
Hit: 3d10 Dexterity modifier damage. You teleport to 
a square adjact nl to an enemy within 6 squares of you. 
Then make a secondary attack. 

Secondary Target: One enemy other than the primary 
target 

Secondary Attack: Dexterity vs. Fortitude 
Hit: The primary and secondary targets are dazed until 
the end of your next turn. 

Movement Technique 
Move Action Personal 

Effect: You teleport to a square adjacent to an enemy 
within 6 squares of you. 

Level. 29 Daily Disciplines 



Quivering Palm Monk Attack 29 


Your vicious Mow < a uses supernatural agony to your foe. Slowly 
but surely its life .dips away. 

Daily 4 Implement, Psiontc 

Standard Action Melee touch 

Target: One creature 

Attack: Dexterity vs. Reflex 

Hit: Vi 10 Dexterity modifier damage. 

Miss: Half damage. 

Effect: The ErirgH lakes ongoing 10 damage (save ends). 
Each Failed Saving Throw: The ongoing damage increases 
by 5. 


Mist on the Storm Monk Attack 29 


You transform info a ghostly figure and walk among your foes, 
your fists and feet passing (hrnujgh their armor like mist. 

Daily 4 Implement, Psionk, Stance 
Standard Action Close blast 3 

Target: Each enemy in blast 
Attack: Dexterity vs. Reflex 

Hit: 7dG + Dexter iiy modifier damage, and the target is 
weakened (save ends). 

Miss; Half damage, and the target is weakened until the end 
of your next turn. 

Effect: You can assume the misty storm stance. Until the 
stance ends, you are phasing. When you are hit by an 
attack, as an immi diale interrupt you can become insub 
slant ial until the end of your next turn, and the stance 
ends. 


Stunning Fist Monk Attack 29 


Every- living creature has weak paints, same more subtle than 
others. You exec ale fhv ip ike 0/ the nine stars, hittfn# each of 
yourjoe’s vulnerable spots. 

Daily 4 Implement, Psionk 
Standard Action Melee touch 

Target; One creature 
Primary Attack: Dexterity vs. Reflex 
Hit: 6dS Dexterity modifier damage. 

Effect: Make a secondary attack against the target. 
Secondary Attack; Dexterity vs. Reflex 
Hit: The target is stunned (save ends). 

Miss: The target k either dazed or weakened (save ends). 




















MONK PARAGON PATHS 


Ghostwalker 

“I watch the souls as they depart this world for the next” 

Prerequisite: Monk 

The Monastery of the Eternal Void stands at a cross¬ 
roads where the Shadowfell washes against the 
world’s shores. Some who study in the monastery 
delve into the Shadowfell’s secret s, but most of the 
disciples there contemplate the nature of life and 
death, the soul’s final migration, and the fate awaiting 
creatures in the afterlife. Proximity to the darkened 
plane informed the monastery’s fighting techniques 
as they developed into their current forms. 

Your training at the monastery opened your inner 
eye, allowing you glimpses from this w r orld into the 
realm of the dead. Those visions left a mark on you; 
your flesh is pale and dark circles ring your eyes, as if 
death’s touch draw's near. Despite these changes, you 
are no less vital and have gained uncanny insight into 
the nature of souls and their movements. 

As a ghostwalker, you use psionic power to cloak 
yourself in shadow and thereby avoid attacks. You 
can also strike at a foe’s life force, sapping its strength. 



Ghostwalker Path Features 

Ghostwalker s Action (11th level): When you 
spend an action point to make an attack, any enemy 
granting combat advantage to you that is hit by that 
attack is weakened until the end ofyour next turn. 

Of Two Worlds (11th level): You have conceal 
ment against any enemy granting combat advantage 
to you. In addition, when any enemy misses you with 
a melee attack while you have concealment or total 
concealment, you can shift 1 square as a free action. 

Ride the Spirit (16th level): Whenever you 
reduce an enemy to 0 hit points, you can use a free 
action to teleport a number of squares equal to your 
Wisdom modifier. Until the end ofyour next turn, 
you have combat advantage against each enemy adja¬ 
cent to you at the end of the teleportation. 

Ghostwalker Disciplines 


Tormented Spirit Ghostwalker Attack 11 


Spirits whisk you ami an enemy away, and you sap your foe's 
strength with your deadly touch. 

Encounter ♦ Full Discipline, Implement, Necrotic, Psionic, 
Teleportation 
Attack Technique 

Standard Action Melee touch 

Target: One enemy granting combat advantage to you 

Attack: Dexterity vs. Fortitude 

Hit: 3d6 + Dexterity modifier necrotic damage, and the 
target is weakened until the end of your next turn. 
Movement Technique 
Move Action Melee 1 

Target: One enemy 

Effect: You teleport yourself and the target 5 squares to 
squares adjacent to each other. The target grants combat 
advantage to you until the end of your next turn. 


Soul Dance Ghostwalker Utility 1 2 


Your form wavers, ami in a blink of an eyv.you are somewhere else. 

Daily ♦ Psionic, Stance, Teleportation 

Minor Action Personal 

Effect: Until the stance ends, you have concealment. When 
any enemy misses you with a melee attack, you can use a 
free action to teleport to a square adjacent to that enemy 
and gain combat advantage against it until the end of 
your next turn. 


Vengeful Ghost Ghostwalker Attack 20 


You strike your opponent with such force that you rattle its soul. 
You telcfwrt away, leaving it vengeful. 

Daily ♦ Implement, Psionic, Teleportation 
Standard Action Melee touch 

Target: One enemy granting combat advantage to you 
Attack: Dexterity vs. Will 

Hit: 2d10 + Dexterity modifier damage, and the target is 
stunned (save ends). 

Aftereffect: The target is dazed until it hits you with a 
melee attack or until it takes damage. 

Miss: Half damage, and the target is dazed (save ends). 
Effect: You teleport 5 squares. 
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Initiate of the Dragon 

"The dragon holds many secrets, and with those secrets, J 
ha tile the forces of dart ness/ 1 

Prerequisite: Monk 

The monastery you trained at followed a rare dis¬ 
cipline, the school of the dragons wisdom. Your 
masters explained that in the ancient days, the drag¬ 
ons taught the mightiest of mortals how to transcend 
their physical forms and become as mighty as a 
dragon. Your monastery teaches that with the right 
focus and discipline, you too can master the secrets of 
the dragon. 

You learn to focus your psionic power outward, 
unleashing the dragon's fiery breath and turning your 
skin into an armored hide of dragon scales. You move 
with the dragon s speed, dancing on the wind with 
w ings of psionic power. Once you master this disci¬ 
pline, you learn how to transform into a dragon for a 
brief moment. 

Half-ore monks are frequently drawn to this para¬ 
gon path, since their agility and strength serve them 
well on this path. By the same token, their fiery rage 
matches the dragon’s anger when it is called to battle. 

Initiate of the Dragon 
Path Features 

Strength of the Dragon (11t h level): You gain 
resist 5 fire, or if you already have fire resistance, it 
increases by 5. Whenever you take fire damage, you 
gain a +2 bonus to damage rolls until the end of your 
next turn, even if your fire resistance negates t He 
damage. 

Dragon's Action (11th level): When you spend 
an action point to take an extra action, you can use 
a free action to deal fire damage to each enemy in 
a close blast 3. The fire damage equals 5 + your 
Strength modifier. 

Claws of the Dragon (16 th level): Damage dealt 
by your Flurry of Blows power gains a +2 bonus and 
ignores resistances. 

Initiate of the Dragon 
Disciplines 


Draconic Torrent Initiate of the Dragon Att.if k 11 


like the drains von 5edf to emulate,you leap into the air and 
unleash a torrent a}'fiery energy upon your enemies. 

Encounter 4 Fire, Full Discipline, Implement, Psionic 
Attack technique 

Standard Act ion Close blast 5 

Target: Didi creature in blast 

Attack: Dexterity vs. Reflex 

Hit: 3d8 + Dexterity modifier fire damage. 

Movement Technique 
Move Action Personal 

Effect: You fly your speed. You can end this movement in 
midair. At the end of your turn, you fail but take no falling 
damage. 



Dragon’s 

Initiate of the Dragon Utility 1 2 

Vengeance 



When your enerm mi ns \ our Ire by wounding you , the heat of 
dragons fire washes off you in waves. 

Daily 4 Fire, Psionic, Stance 
Minor Action Personal 

Effect: Until the stance ends, any enemy that starts its 
turn adjacent to you while you are bloodied takes 5 fire 
damage* 


Draconic Avatar Initiate of the Dragon Attack 20 


You unleash agouti f flume as you transform into a shape 
helHcen a humanoid and a dragon. Wings surge from your 
buck, yam hands tpmv lonjj. sharp talons, and your skirt 
became a hard as a dragon s scales. 

Daily 4 Fire, Implement, Polymorph, Psionic 

Standard Action Close blast S 

Target: Each creature in blast 

Attack: Dexterity vs. Reflex 

Hit: M8 F Dexterity modifier fire damage. 

Miss: Half damage. 

Effect: You can assume the form of the dragon. Until the 
end of the etu ounter, you gain a +2 power bonus to AC, 
a +4 powi i bonus to damage roils with monk powers 
and initiate of the dragon powers, and a fly speed equal 
to your speed. 
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Mountain! Devotee 

“The mountain possesses quiet strength and an unfailing 
resilience that stands against the crudest storms, but when 
it is moved to action, nothing can stand against it" 

Prerequisite: Monk, stone fist flurry of blows power 

You spent years studying at a remote mountain mon¬ 
astery where your masters taught you to reflect on 
the mountain’s strength and majesty. Through your 
meditations you learned to become as the mountain, 
to stand fast against your enemies and repulse their 
attacks with your unflinching resolve. When not 
contemplating the mountain’s great power, you put 
your efforts into mastering the fighting techniques 
your masters taught, and in time, you became like the 
object of your veneration. 

Your fighting style captures the mountain’s 
strength and makes it your own. By focusing your 
psionic power into your body, you harden your fists, 
so that you can punch through stone or flesh with 
equal ease. You also learned to ground yourself, to 
bind your feet to the ground so that not even the most 
vicious storm can dislodge you. While so grounded, 
you can catch your enemies and hurl them away. 


Mountain Devotee Path Features 

Shattering Fists (1 Jth level): Your monk 
unarmed strike and stone fist flurry'of blows both deal 
2 extra damage. In addition, your monk unarmed 
strike gains a bonus to damage rolls against objects 
and creatures that have the construct keyword. The 
bonus equals your Strength modifier. 

Inexorable Mountain's Action (11th level): 
When you spend an action point to take an extra 
action, your stone fist flurry of blows deals extra 
damage equal to your Strength modifier until the end 
of the turn. 

Avalanche Flurry (16th level): Once per round, 
when you use your stone fist flurry of blows against a 
target that was not the target of the triggering attack, 
you can knock the target prone instead of dealing 
damage. 


Mountain Devotee Disciplines 


Tumbling Boulder Mountain Devotee Attack 11 


The boulder moves slowly at first, but once it picks up speed, few 
things can stop it. 

Encounter 4- Full Discipline, Implement, Psionic 
Attack Technique 

Standard Action Melee touch 

Target: One creature 
Attack: Dexterity vs. Reflex 

Hit: 2d10 + Dexterity modifier damage, and the target 
falls prone and can’t stand up until the end of your next 
turn. 

Movement Technique 
Move Action Personal 

Effect: You shift half your speed and gain a +2 bonus to all 
defenses until the end of your next turn. 
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Root the Mountain Mountain Devotee Utility 1 2 


You assume a wide stance, digging your feet into the ground to 
become as steadfast as the mountain. 

Encounter ♦ Psionic, Stance 
Minor Action Personal 

Effect: Until the stance ends, you can’t be pulled, pushed, 
slid, or knocked prone unless you want to be. You are 
slowed while you are in this stance. You can end the 
stance as a free action. 


Avalanche Throw Mountain Devotee Attack 20 


You grab the enemy as it moves in to attack, and you throw it 
across the battlefield, then leap through the air to deliver a dev 
astating attack. 

Daily 4 Implement, Psionic 
Immediate Reaction Melee 1 

Trigger An adjacent enemy hits you with a melee or a close 
attack 

Target: The triggering enemy 
Primary Attack: Dexterity vs. Reflex 
Hit: Idl 0 ♦* Dexterity modifier damage, and you push the 
target 5 squares and knock it prone. 

Miss: Half damage, and you push the target 2 squares. 
Effect: You jump to a square you can see adjacent to the 
target. This movement doesn’t provoke opportunity at 
tacks. Then make a secondary attack against the target. 
Secondary Attack: Dexterity vs. Fortitude 
Hit: 1 dl 0 + Dexterity modifier damage, and the target is 
dazed (save ends). 


RODI ntO MARCHES! 
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Undimmed Sun 


Radiant Fist 

M Aly power corner from within, and J if in the name of 
the gods** 

Prerequisite; Monk, trained in Religion 

You studied in a monastery devoted to the gods, guid¬ 
ing your mastery ofpsionlc magic with the discipline 
and study of your faith. You likely worship Pelor or 
Bahamut, but most non-evil deities have at least one 
monastery dedicated to the fighting arts. 

Your monk abilities are touched by divine power, 
a I lowing you to channel radiant energy and tap into 
the astral realm. Like other monks, you move with 
incredible speed and hit with unmatched power. 

In addition, the gods provide you with the ability to 
quash those who follow the gods of evil. 

Dwarf monks are frequently drawn to this para¬ 
gon path, since their piety and endurance allow 
them to withstand the mental and physical demands 
placed on a radiant fist. 

Radiant Fist Path Features 

Channel Divinity (11th level): You gain the 
Channel Divinity class feature, which means you 
can use a single Channel Divinity power once per 
encounter. You also gain a divinity feat of your choice. 

Radiant Fist's Action (1 1th level): When you 
spend an action point to take an extra action, you 
regain IS hit points. Until the end of your next turn, 
your attacks deal extra radiant damage equal to your 
Wisdom modifier. 

Radiant Hammer Fists (16th level): When¬ 
ever your Flurry of Blows power deals damage, you 
can make that damage radiant, instead of any other 
damage type, in addition, whenever you score a criti¬ 
cal hit with a monk power ora radiant fist power, 
each enemy adjacent to you is blinded until the end of 
your next turn. 

Radiant Fist Disciplines 


Divine Sun Rad rant Fist Attack 1 1 


Radiance surrounds you as you (deport you rsrff and a friend 
across the battfe/fcld mid scar through your energy's defenses. 

Encounter ♦ Divine, Full Discipline, Implement, Psionic, 
Radiant, Teleportation 
Attack Technique 

Standard Action Melee touch 

Target: One creature 
Attack: Dexterity vs. Will 

Hit: 3d6 + Dexterity modifier radiant damage, and the 
target gains vulnerable 5 radiant until the end of your 
next turn. 

Movement Technique 
Move Action Melee 1 

Target: One ally 

Effect: You teleport yourself and the target a number of 
squares equal to your speed + 2 to squares adjacent to 
each other. 


Radiant Fist Utility i 2 


Just u ■■ urn 1 1 ri hi r« d the weight of your wounds, yem stand 
liejfkjui u< dfcjjoJs ft cui ym . 


Daily ♦ Divine, Healing, Psronk 
Minor Action Personal 

Requirement: You must be bloodied. 

Effect: You regain hit points as if you had spent a healing 
surge. Until the end of the encounter, you gain resistance 
to all damage equal to your Wisdom modifier. 


Blinding Sun Technique 


Fist Attack 20 


You idler ii prayer us the psionic energy with in you /lows into 
vou r unjc fcv H J r . r i each strike, the divine radiance that hunts 
within mi tjrows stronger. 

Daily + Divine, Implement, Psionic, Radiant 

Standard Action Melee touch 

Target: One creature 

Attack: Dexterity vs. Reflex 

Hit: 3d 10 + Dexterity modifier radiant damage. 

Miss: Half damage. 

Effect: Until ihe end of the encounter, you gain a +4 power 
bonus To damage rolls, and you can score a critical hit 

with.. powers and radiant fist powers on a roll of 

19 20. When you score a critical hit with such powers, 
r In target of the critical hit is blinded (save ends). 
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“I can bend the desires of mortals and immortals to 
my with" 

CLASS TRAITS 

Role: Controller. You can mentally influence the 

actions of your foes, and you can toss your enemies 
around the battlefield with psionic force. 

Power Source: Psionic. You direct psionic energy from 
within your own mind, focusing that power through 
meditation and contemplation. Your magic works 
on the minds of others or manifests your will as a 
physical force in the world. 

Key Abilities: Intelligence. Charisma, Wisdom 

Armor Proficiencies: Cloth 

Weapon Proficiencies: Simple melee, simple ranged 

Implements: Orbs, staffs 

Bonus to Defense: +2 Will 

Hit Points at 1st Level: 12 + Constitution score 

Hit Points per Level Gained: 4 

Healing Surges per Day: 6 + Constitution modifier 

Trained Skills: From the class skills list below, choose 
four trained skills at 1st level. 

Class Skills: Arcana (Int), Bluff (Cha), Diplomacy 
(Cha), Dungeoneering (Wis), History (Int), Insight 
(Wis), Intimidate (Cha), Perception (Wis) 

Class Features: Discipline Focus, Psionic Augmenta¬ 
tion, Ritual Casting 

Psions are the quintessential manipulators of psionic 
power. Psions unleash the potential locked within 
every conscious mind, move objects with just a 
thought, and assume command of even the least 
desire of their foes. Psions make manifest their secret 
wishes when others can only dream. 

You know the mental pathways that lead to amaz¬ 
ing edifices of altered reality. You could be a brash 
human youth flush with your mental ability’s first 
flowering, a tattooed cenobite enrolled in a secret 
psionic academy, a fey enchanter using ancient tech¬ 
niques to beguile your foes, or perhaps a specially 
trained inquisitor who has learned one secret too 
many. 

A flare of mental energy warms you, the thoughts 
of friends and foes glitter like stars all about you, and 
your thoughts themselves are weapons half sheathed. 
If a god can reshape the world and you can enthrall a 
god, what does that make vou? 













Psion Class Features 

Psions have the following class features. 

Discipline Focus 

Psions locus their studies and meditations toward 
perfecting or understanding a particular concept or 
manifestation of psionic power Choose one of these 
options. Your choice represents the focus of your 
Stud ies. 

Telekinesis Focus: You gain the powers/nr hand 
and forceful push. 

Telepathy Focus: You gain the powers distract 
and send thoughts . 

Psionic Augmentation 

Through discipline and careful study,you have 
mastered a form of psionic magic that offers greater 
versatility than other characters command. You know 
a broad array of at-wilt powers, each of which is a con' 
duii through which you can pour as much or as little 
psionic energy as you choose. You channel psionic 
e ne rgy into a re se r vo i r of p e r so n a 1 po we r - re pre - 
sen led in the game as power points—that you can use 
to augment your at-will attack powers, replacing the 
encounter attack powers that other characters use. 

Because oi this class feature, you acquire and use 
powers in a slightly different manner from how most 
other classes do, 

At-Will Attack Powers: At 1st level,you choose 
two at-will attack powers and one daily attack power 
from your class, but you don’t start with any encoun¬ 
ter attack powers from your class. You can instead 
augment your class at-will attack powers using power 
points. These powers have the augmentable keyword. 

You gain new at-will attack powers from this 
class, instead ol new encounter attack powers, as you 
increase in level. At 3rd level, you choose a new at- 
will attack power from this class. At 7th„ 13th, 17th, 
23rd, and 27th level, you can replace one of your at- 
will attack powers with another one of your level or 
lower. Both powers must be augmentable and from 
this class. 

Power Points: You start w ith 2 power points. 

You gain 2 additional power points at 3rd and 7th 
level, 1 additional power point at 13th level, and 2 
additional power points at 17th, 21st, 23rd, and 27th 
level, if you gain power points from another source 
(such as your paragon path), add them to your power 
point total. You can use your power points to augment 
any augmentable power you have, regardless of how 
you gained the power. 

You regain all your power points when you take a 
short or an extended rest. 


Level 

At-Wil! Attack Powers 

Power Points 

1 

Choose two 

Gain 2 

3 

Choose one 

Gain 2 (4 total) 

7 Bi 

Replace one 

Gain 2 (6 total) 

13 

Replace one 

Gain 1 (7 total) 


Replace one 

Gain 2 (9 total) 

21 

— 

Gain 2 (11 total) 

23 

Replace one 

Gain 2 (13 total) 1 


Replace one 

Gain 2 (15 total) 


Ritual Casting 

You gain the Ritual Caster feat as a bonus feat, allow¬ 
ing you to use magical rituals (see Chapter 10 oi the 
Players Handbook), You own a ritual book. Choose 
either Sending or Tensers Floating Disk, Your book 
contains that ritual, which you can use without 
expending components once per day. U also contains 
another 1st level ritual of your choice. 

Implements 

Psions employ orbs and staffs to focus their psionic 
energy into their powers. When you wield a magic 
orb or staff, you can add its enhancement bonus to 
the attack rolls and the damage rolls of psion powers 
and psion paragon path powers that have the imple^ 
merit keyword. Without an implement, you can still 
use these powers. 


PSION OVERVIEW 

Characteristics: Brandishing the might of your mind, 
you unleash psionic powers against your foes. Your 
powers allow you to manipulate a foe s mind with tele¬ 
pathic commands and scatter a group of enemies with 
telekinetic bursts. You ran augment your at-will powers 
by spending power points, providing you more options 
than nearly any other class has. 

Religion: loun, the god of knowledge, Is often con¬ 
sidered the patron of psionic magh and many psions 
worship her. Telepathic psions who live by tricking their 
foes often follow Se ha nine, and psions who view the 
practice of psionic magic as an art form pray to Corellon. 
Other psions choose deities based on ideals beyond their 
choice of class: Psions who believe fiercely in justice wor¬ 
ship Bahamut, and those who seek to expand the power 
of civilization worship Erathis, for example. Evil psions 
(and a few unaligned ones as well) often worship Vecna, 
the god of secrets. 

Races: Psionic power is most prevalent among humans, 
who are quick to exploit even a hint of latent psionic 
talent. However, many fey adventurers use psionics to 
beguile and bewilder their enemies, and both gnomes 
and efadrin are commonly telepathic psions. Tieflings, 
perhaps as an expression of their diabolic heritage, also 
enjoy manipulating the minds of their foes. 
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Creating a Psion 

AJ] psions rely on Intelligence* Psions also benefit 
from a high Charisma or Wisdom, depending on 
which expression of the class they favor. Psions often 
choose feats, skills, and powers to complement the 
ability score related to their choice of focus* 

TELEKINETIC PSION 

As a telekinetic psion, you prefer to use mental force 
on creatures and objects. You choose powers that let 
you manipulate foes by flinging them around the 
battlefield or by binding them in place, as well as 
powers that create defensive barriers. Intelligence is 
the key ability for your attacks, so make it your high 
est score. Choose Wisdom as your next-highest score 
to increase the ef fects of your telekinetic abilities. 
Select powers that allow you to reorder the battlefield 
and that make the best use of your high Intelligence 
and Wisdom scores. 

Suggested Class Feature: Telekinesis Focus 
Suggested Feat: Controlling Advantage 
Suggested Skills: Arcana, Dungeoneering, 
Insight, Perception 

Suggested At-Will Powers: kinetic trawl .force 
punch 

Suggested Daily Power: telekinetic anchor 

Telepathic Psion 

As a telepathic psion, you focus on influencing your 
enemies' minds. You choose powers (hat persuade 
foes to mistake friend tor foe, that crush minds in 
your psychic grip, and that take control of an enemy’s 
will. Your attack powers use Intelligence; make it 
your highest ability score. Powers tailored for your 
build often use Charisma, so it should be your sec¬ 
ond-best score. Select powers that help you control 
your enemies and make the best use of your high 
Intelligence and Charisma scores. 

Suggested Class Feature: Telepathy Focus 
Suggested Feat: Precise Mind 
Suggested Skills: Arcana, Bluff Diplomacy, 
Insight 

Suggested At-Will Powers: memory hole, mind 
thrust 

Suggested Daily Power: mental trauma 


Psion Powers 

Your psion powers are called disciplines. You tap into 
your mental reservoir to affect the world around you 
and your enemies' perception of it 

Class Features 

Each psion has two encounter powers granted by the 
Discipline Focus class feature. A telepathic psion has 
distract and send thoughts. A telekinetic psion has far 
hand and farcefuI p us h. 


Distract Psion Feature 


V i‘ur mental barrage momentarily confuses an enemy. 

Encounter ♦ Psionic 
Minor Action Ranged 10 

Target: One creature 
Level T 7; One or two creatures 
Level 21: One, two, or three creatures 
Effect: I lie target grants combat advantage to the next 
creature that attacks it before the end ot your next turn. 


Far Hand Psion Feature 


Vi hi Jiff an abject irira the air vtif/i the power of your mind. 

Encounter ♦ Psionic 

Minor Action Ranged 5 

Target: One object that weighs 20 pounds or less and isn’t 
carried by another creature 

Effec t: You either move the target to a square within range 
or rn in i pul ate it. When you move the target with this 
power, you can cause the target to remain aloft until the 
end of your next turn. If you are holding the target when 
you use tin power, you can put it into a container that's 
on your person and simultaneously move a second object 
that yoifn carrying to your hand. The second object then 
be* omes the target if it weighs 20 pounds or less. 

Sustain Minor You either move the target to a square 
within range or manipulate it. 


Forceful Push Psion Feature 


Willi it \ used thought, your menial push becomes physical 
force, moving a creature in the direct inn you choose. 

Encounter -f Psionic 

Free Action Ranged 10 

Target: One creature 

Effect: You slide the target 1 square, but not into hindering 
terrain. 

Level 11: You slide the target 2 squares. 

Level 21: You slide the target 3 squares. 


Send Thoughts _Psion Feature 


You communicate tekpathi rally with a creature. 

Encounter + Psionic 
Free Action Ranged 20 

Target: One creature that shares a language with you 
Effec t; You send a mental message of 25 words or fewer 
to ’he target. The target can respond in kind as a free 
action. 
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Level 1 At-Will Disciplines 


Psion Attack 1 


Dishearten Psion Attack 1 


You Insert of defeat into your joes' minib, sopping fhe 

enemies' will tofitfht 

At-Will ♦ Augmentable, Implement, Psionic, Psychic 
Standard Action Area burst 1 within 10 squares 

Target: Each creature in burst 
Attack: Intelligence vs. Will 

Hit: 1d6 t Inti lligence modifier psychic damage, and the 
target takes a ? penalty to attack rolls until the end of 
your next turn. 

Augment 1 

Hit; As above, and the target cannot make opportunity 
attacks until the end of your next turn. 

Augment 2 

Hit 2d6 + Intelligence modifier psychic damage, and 
the target takes a penalty to attack rolls equal to your 
Charisma modifier until the end of your next turn. 


Force Punch Psion Attack 1 


You punch your I u IckmcricaJly, pushing if and its allies away 
from you. 

At-Will ♦ Augmentable, Force, Implement, Psionic 
Standard Action Melee 1 

Target: One creature 
Attack: Intelligence vs. Fortitude 
Hit 1d8 + Intelligence modifier force damage, and you 
push the target and each enemy adjacent to you 1 
square. 

Augment 1 

Hit: As above, but you push the target a number of squares 
equal to your Wisdom modifier* 

Augment 2 

Hit: 1d8 + Intelligence modifier + Wisdom modifier 
force damage, and you knock the target prone* In addL 
tion, you push the target and each enemy adjacent to 
you 1 square. 


Kinetic Trawl Psion Attack 1 


\ ou catch your joe inn net of constricting force ami draw the 
foe toward you. 

At-Will Force, Implement, Psionic 
Standard Action Ranged 10 

Target: One creature 
Attack: Intelligence vs. Reflex 

Hit: 1d8 + Intelligence modifier force damage, and you 
pull the target 1 square. 

Special: You can use this power unaugmented as a ranged 
basic attack. 

Augment 1 

Hit: 1 dl 0 + Intelligence modifier force damage, and 
you pull the target a number of squares equal to your 
Wisdom modifier. 

Augment 2 

Hit 2dl0 + Intelligence modifier force damage, and 
you pull the target a number of squares equal to your 
Wisdom modifier 


Memory Hole 


You sip ihmiujh \ourfoes mi mi for the mental representation 
of vnursvl/ within it ami brutally rip il oaf. 

At Will ♦ Augmentable, Implement, Psionic, Psychic 
Standard Action Ranged 1 0 

Target: One creature 
Attack: Intelligence vs. Will 

Hit: 1d6 + Intelligence modifier psychic damage, and you 
become invisible to the target until the start of your next 
turn. 

Augment 1 

Hit: As above, but the invisibility lasts until the end of your 
next turn. 

Augment 2 

Area burst 1 within 10 squares 
Target: Each creature in burst 

Hit: 2dG + Intelligence modifier psychic damage, and you 
become invisible to the target until the start of your 
next turn. 


Mind Thrust Psion Attack l 


Van imleudi a psychic assault on ypur foes mental pathways. 
You can im reuse the assaults intensity to weaken your foe's 
defenses, 

At-WIl! ♦ Augmentable, Implement, Psionic, Psychic 
Standard Action Ranged 10 

Target One creature 
Attack: Intelligence vs. Will 
Hit: I dIO +■ Intelligence modifier psychic damage. 
Special: You can use this power unaugmented as a ranged 
basic attack. 

Augment 1 

Hit: As above, and the target takes a penalty to Will 
equal to your Charisma modifier until the end of your 
next turn. 

Augment 2 

Hit: 2dl0 + Intelligence modifier psychic damage, and 
the target takes a penalty to ail defenses equal to your 
Charisma modifier until the end of your next turn. 

Level 1 Daily Disciplines 


Hand of Caution Psion Attack 1 


You Jo r ge a hu mer of h a ml > ha ] fo rce. When you r foe mews 

foo dose to i l the harrier repels it. 

Daily + Force, Implement, Psionic 

Standard Action Ranged 1Q 

Target: One creature 

Attack: Intelligence vs. Reflex 

Hit: 2d8 Infi I ligenee modifier force damage. 

Miss: Half damage. 

Effect: Until ilu- end of the encounter, you can use a minor 
action to push the target I square when the target is 
within S squares of you. This effect ends tf you end your 
turn adjacent to the target. 
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Mental Trauma 


Psion Attack 1 


You assault vour enenn with a psychic bolt, impairing its ability 
to withstand subsequent assaults on its mind. 

Daily ♦ Implement, Psionic, Psychic 

Standard Action Ranged 20 

Target: One creature 

Attack: Intelligence vs. Will 

Hit: 3d8 + Intelligence modifier psychic damage. 

Miss: Half damage. 

Effect: The target gains vulnerable 5 psychic (save ends). 


Ravening Thought Psion Attack 1 


You craft an insidious idea barbed with contradictions and hor¬ 
rors and project it into the mind of your foe. The thought then 
tries to invade other foes' minds. 

Daily ♦ Implement, Psionic, Psychic 
Standard Action Ranged 10 

Primary Target: One creature 
Primary Attack: Intelligence vs. Will 
Hit; 2d6 + Intelligence modifier psychic damage, and on 
going 5 psychic damage (save ends). 

Miss: Half damage, and ongoing 3 psychic damage (save ends). 
Effect: Make a secondary attack. 

Secondary Target: Each enemy adjacent to the primary 
target 

Secondary Attack: Intelligence vs. Will 
Hit: 1d6 + Intelligence modifier psychic damage, and 
ongoing 5 psychic damage (save ends). 


Telekinetic Anchor Psion Attack 1 


Ytuj drive an utiseen spike of force into space itself anchoring 
creatures in place and causing them harm if they struggle. 

Daily ♦ Force, Implement, Psionic 

Standard Action Area burst 1 within 10 squares 

Target: Each creature in burst 

Attack: Intelligence vs. Fortitude 

Hit: 3d6 + Intelligence modifier force damage. 

Miss: Half damage. 

Effect: Each target takes 5 force damage the first time it 
moves on its next turn. 

Level 2 Utility Disciplines 


Intellect Fortress Psion Utility 2 


A shimmering fortress of mind generated force springs into be 
ing, deflecting certain attacks. 

Encounter ♦ Psionic 
Immediate Interrupt Personal 
Trigger You are hit by an attack 

Effect: Choose a defense. Until the end of your next turn, 
you gain a power bonus to that defense equal to your 
Charisma modifier. 


Skill Empowerment Psion Utility 2 


You send currents of energy into your ally's mind and body ; 
empowering your comrade to achieve exceptional deeds. 

Daily ♦ Psionic 

Minor Action Ranged 10 

Target: One ally 

Effect: Choose a skill. The target gains a +3 power bonus 
to checks using that skill until the end of the encounter. 


S 



Telekinetic Lift Psion Utility 2 


You lift a creature or an object into the air with the power of 
your mind arid can hold it there or move it as you wish. 

Daily ♦ Psionic 

Standard Action Ranged 10 

Target: One ally, helpless enemy, or object that weighs 400 
pounds or less and isn’t carried by another creature 
Effect: You slide the target 3 squares in any direction, even 
into the air. The target remains aloft and is immobilized 
until the end of your next turn. You can end this effect as 
a free action, and it ends if you end your turn out of range 
of the target. If the target is a creature, it can end the 
effect as a minor action. 

Sustain Minor: The target remains aloft and is immobilized 
until the end of your next turn, and you can slide the target 
3 squares in any direction. Alternatively, you can drop the 
target and then use the power on a new target. 


Transport Self Psion Utility 2 


With a thought, you transport yourself to a position that better 
suits your desires. 

Encounter ♦ Psionic, Teleportation 
Move Action Personal 

Effect: You teleport a number of squares equal to 1 + your 
Wisdom modifier. 
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Level 3 At-Will Disciplines 


Id Insinuation 


Pvbifl Attar k 


Be t ray a I Phion A r r *r V 


You weaken vu in j L v\ >ln_sc of seif and force the enemy ro be¬ 
tray n comrade. 

At-Will 4 Augmentable, Charm, Implement, Psionic 
Standard Action Ranged 10 

Target: One enemy 
Attack: Intelligence vs. Will 

Hit: You slide the target 1 square to a square adjacent to 
an enemy. The target then makes a melee basic attack 
as a free action against that enemy, with a bonus to the 
attack roll equal to your Charisma modifier. 

Augment 1 

Hit As above, and the target gains a bonus to the damage 
roll equal to your Charisma modifier. 

Augment 2 

Hit You slide the target a number of squares equal to your 
Charisma modifier to a square adjacent to an enemy. 

The target tn n makes a melee basic attack as a free 
action against that ent my, with a bonus to the attack roll 
and the damage tail equal to your Charisma modifier. 

The target Is also dazed until the end of your next turn. 


Burning Flux Priori Attack 


You refcfcinericaJh i m empty space and shape it into a whirl- 
wind of burning that sears nearby enemies. 


i 

You send tendrils of thought burrowing infoyour/oes' minds, 
compramisimj the euemi* 1 ?.' resilience. By increasing the size of 
the tendrils, you can mate your foes more susceptible to harm. 

At-Will 4- Augmentable, Implement, Psionic, Psychic 
Standard Action Area burst 1 within 10 squares 

Target Each creature in burst 
Attack: Intelligence vs. Will 

Hit I db Intelligence modifier psychic damage, and the 
target takes a 2 penalty to Fortitude until the end of 
your next turn. 

Augment 1 

Hit: As above, but the penalty to Fortitude equals your 
Charisma modifier. 

Augment 2 

Hit: 2dS + Intell igence modifier psychic damage. If an 
attack hits (he target's Fortitude before the end of your 
next turn, that aliac k deals extra damage equal to your 
Charisma modifier. 

Level 5 Daily Disciplines 


Crisis of Identity Psion Attack 5 


You pull on the iim>ible fhmuls of yourfoe's selfknowkdfle, 
scrambling |Tu r creatures mind. 

Daily 4 Charm, Implement, Psionic, Psychic 
Standard Action Ranged 10 


At-Will 4 Augmentable, Fire, Implement, Psionic, Zone 

Standard Action Ranged 10 

Target: One creature 

Attack: Intelligence vs. Reflex 

Hit: Lib Inn lligence modifier fire damage. 

Effect Choose a square in the target's space. That square 
becomes a zone that lasts until the end of your next turn. 
Any creature that enters the zone, starts its turn there, or 
starts its turn adjacent to it takes fire damage equal to your 
Wisdom modifier. 

Augment 1 

Effect: As abos e, and the zone is totally obscured. 

Augment 2 

Area burst 1 within 1 0 squares 

Target: Each creature in burst 

Hit: 2d6 + Intelligence modifier fire damage. 

Effect: The burst creates a zone that lasts until the end 
of your next turn. The zone is totally obscured, and any 
creature that enters the zone or starts its turn there takes 
fire damage equal to your Wisdom modifier. 


Forte Hammer Pmop Attack J 


\ nu jus/iiun a lu mmitT oj force to smash your enemies and ei 
flier slaw them ur JLtlu t them to the ground. 


Target One creature 

Attack: Intelligence vs. Will 

Hit 3d6 Intelligence modifier psychic damage, and the 
target mai a melee basic attack as a free action against 
a creature of your choice, with a bonus to the attack roll 
and the damage roll equal to your Charisma modifier. 

Miss: Half damage. 


Hypnotic Pulse Psion Attack 5 


You emanate a In piratic r ip-ple 0 /psychic influence that spreads 
among your foes. 

Daily 4 Implement, Psionic, Psychic 
Standard Action Area hurst 1 within 1 0 squares 

Target: Each enemy in hurst 
Attack: Intelligence vs. Will 

Hit: 1 dG + I itelligence modifier psychic damage, and the 
target is dazed (save ends). 

Miss: The target is dazed until the end of your next turn. 


Shredding Ribbons Psion Attack 5 


A mass of whirling shrvddiricf, translucent ribbons offorce 
erupts into existence an mi behest. The razor-sharp tendrils 
repeatedly slice info your foes. 


At-Will 4 Augmentable, Force, Implement, Psionic 
Standard Action Area burst 1 within 1 0 squares 

Target: Each creature in burst 
Attack: Intelligence vs. Fortitude 
Hit ld6 + Intelligence modifier force damage, and the 
target is slowed until the end of your next turn. 
Augment 1 

Hit: As above, and the target can't shift until the end of 
your next turn. 

Augment 2 

Hit: 1d8 + Intelligence modifier force damage, and you 
knock the target prone. 


Daily 4 Force, Implement, Psionic, Zone 

Standard Action Area burst 1 within 10 squares 

Target: Each creature in burst 

Attack: Intelligence vs. Reflex 

Hit: 2d6 + Intelligence modifier force damage. 

Miss: Half damage. 

Effect: The burst creates a zone that lasts until the end 
of your next turn. Any creatu re that enters the zone or 
starts its turn there takes force damage equal to your 
Wisdom modifier. 

Sustain Minor: The zone persists. 
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Telekinetic Maul 


Psion Attack !> 


Dread Spiral 


Psion Attack 7 


You form a maul of telehoetu force and sfam it into your foe, 
biocfeir^ that enemy backward. 

Daily ♦ Force, Implement, Psionic 
Standard Action Ranged 1 0 

Target One creature 
Attack: intelligence vs. AC 

Hit: 3d1 2 + Intelligence modifier force damage, and 
you push the ta > t number of squares equal to your 
Wisdom modifiei (minimum 1). If you push the target 
into difficult terrain, the target falls prone. 

Miss: Half damage, and you push the target 1 square. 

Level 6 Utility Disciplines 


Mind Shadow Psion Utility 6 


Your enemies’ ability to pay attention to you fades. You recede 
to die edge of your foes' vision as nothing but a blurred shadow'. 

Daily ♦ Psionic 

Minor Action Personal 

Li feet: Until you hit any < mature with an attack or until the 
end of the encounter you are invisible to your enemies if 
you are not th- ir nearest enemy. 


Steadfast Stanchion Psion Utility 6 


You damp invisible wedges of force onto space itself tethering 

yourself and your allies against faired movement. 

Dally -f Psionic 

Standard Action Personal 

Effect: You become immune to forced movement until the 
end of your next turn. In addition, your allies are immune 
to forced movement v ■ th within 5 squares of you. If you 
move, the effect ends. 

Sustain Minor: The effect persists. 


Telekinetic Screen Psion Utility b 


You mentally pron t a shin layer offorce around yourself to 
ward off a deadly a Hack. 

Encounter + Psionic 
Immediate interrupt Personal 
Trigger. An enemy scores a critical hit against you 
Effect The attack’s damage is reduced by 10 + your 
Wisdom modifier. 

Level 7 At-Will Disciplines 


Cranial Disturbance Psion Attack 7 


You generate a spile*’ of expanding force within your enemy, dts- 
orienting that foe and Imtvfriug it off 'balance* You can expand 
the spike to have if opbdt ajfccting more foes. 

At-Will 4 Augmontable, Force, Implement, Psionic 
Standard Action Ranged 1 0 

Target One creature 
Attack: Intelligence vs. Fortitude 
Hit: I d8 + Intelligent e modifier force damage, and you 
knock the target prone. 

Augment 1 

Hit As above, and each creature adjacent to the target 
takes force damage equal to your Wisdom modifier. 

Augment 2 

Hit 1d$ + intelligent c modifier force damage, and the 
target is dazed until the end of your next turn. In addi¬ 
tion, each creature adjacent to the target takes force 
damage equal to 5 + your Wisdom modifier. 


You focus your thoughts an your foe, binding it with unbreafe- 
ah\e force that lets you in<nr■ ii as you wish. By exerting more 
willpower, you can move your enemy farther ; 

At-Will 4 Augmentable, Force, Implement, Psionic 
Standard Action Ranged 1 0 

Target One creature 
Attack; Intelligence vs. Fortitude 
Hit IdlO + 1n!< ligt nee modifier force damage, and you 
slide the target 1 square. 

Augment 1 

Hit: As above, but you pull the target a number of squares 
equal to your Wisdom modifier, instead of sliding it. 

Augment 2 

Hit: 2d1 0 + Intelligence modifier force damage, and 
you slide the target j number of squares equal to your 
Wisdom modifier. 


Force Grasp Psion Attack 7 


You grasp your f with a hand of'shimmeringforce, slowing it. 
You can hold the_hv place i fyou infuse the hand with enough 
power. 

At-Will 4 Augmcntable, Force, Implement, Psionic 
Standard Action Ranged 10 

Target One creature 
Attack: Intelligence vs. Fortitude 
Hit: 1 d8 + intelligence modifier force damage, and the 
target is slowed until the end of your next turn. 

Augment 1 

Target: One creature or two creatures adjacent to each 
other 

Augment 2 

Target: One or two creatures 

Hit: 2d8 4 Intelligence modifier force damage, and the 
target is immobilized until the end of your next turn. 


Mind Break Psion Attack 7 


You lance your foes mind with mental trauma, which makes 
the enemy vulnerable to psivluc damage. I fyou choose, you can 
strip away its psychic resistances. 

At-Will 4 Augmentable, Implement, Psionic, Psychic 
Standard Action Ranged 1 0 

Target: One creature 
Attack: Intelligence vs. Will 

Hit: 1d8 + Intelligence modifier psychic damage, and the 
target gains vulnerability to psychic damage equal to 
your Charisma modifier until the end of your next turn. 
Special: You can use this power unaugmented as a ranged 
basic attack. 

Augment 1 

Hit; As above, bm [he vulnerability equals S. The target 
loses psychic resistance until the end of your next turn. 
Augment 2 

Hit 2d8 + intelligence modifier psychic damage, and the 
target gains vulnerability to psychic damage equal to 5 + 
your Charisma modifier until the end of your next turn. 
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Level 9 Daily Disciplines 


Level 10 Utility Disciplines 


Clear the Slate Psion Attack 9 


J \ jvljj.’ of mental force tfuif snatch creatures 

and irune them into positions that you desire. 

Daily 4 Force, Implement, Psionic 
Standard Action Area burst 2 within 10 squares 

Target: Each creature in burst 
Attack: Intelligence vs. Fortitude 
Hrf 2d6 + Intelligence modifier force damage, and you 
Me the target a number squares equal to 3 + your 
Wisdom modifier. 

Miss: Half damage, and you slide the ta rget 1 sq uare. 


Mind Blast Priori Attack 9 


V (in M.isf yum /bcs with a torrent of psychic energy. 

Daily 4 Implement, Psionic 
Standard Action Close blast 5 

Target: Each creature in blast 
Attack: Intelligence vs. Will 
Hit: The target Is stunned (save ends). 

Miss: The target is dazed until the end of your next turn. 


Mind Cannon Psion Attack 9 


Voir rend yui it foe with a thunderous explosion of force, which 
send', a shut I? wave into nearby creatures. 

Daily 4 Force, Implement, Psionic, Thunder 
Standard Action Ranged 10 

Primary Target: One creature 
Primary Attack: Intelligence vs. Fortitude 
Hit: 2d8 + Intelligence modifier force and thunder 
damage. You push the primary target 1 square, and It is 
deafened (save ends). 

Effect: Make a secondary attack that is a dose burst 1 
centered on the primary target. 

Secondary Target: Each creature In burst other than the 
primary target 

Secondary Attack: Intelligence vs. Fortitude 
Hit: T dS + Wisdom modifier thunder damage. 

Miss: Half damage. 


Sensory Onslaught Psion Attack 9 


You m r ettoadyour foe's senses with a blaring /lushing, odorous 
mem id omJdujjJil that only that creature can perceive. 

Daily 4 Implement, Psionic, Psychic 
Standard Action Ranged 10 

Target: One culture 
Attack: Intelligence vs. Will 

Hit: 2d1 0 + Intelligence modifier psychic damage, and 
ongoing 5 psychic damage (save ends). 

Miss: Half damage. 

Effect: Until the end of your next turn, the target takes a 
-7 penalty to attack rolls and to all defenses, and it can't 
take opportunity actions. 


Force Bubble Psion Utility 10 


You t rune invisible spheres of force a round yourself mid your 
ru ip fu idJrt J he spheres mute or even stop dangerous energy 
fh.ir ruijes beyond them. 

Encounter 4 Psionic 

Minor Action Close burst 1 

Target: You and each ally In burst 

Effect: Choose cold, fire, force, lightning, necrotic, radiant, 
or thunder. Until the end of your next turn, each target 
gains resistance to that damage type, but only when the 
damage is from ranged or area attacks. The resistance 
equals S + your intelligence modifier. 


Intellect Leech Psion Utility 10 


Yuii fart i iz short-range tdqnuhic connection on your foe. Every 
dine vmu enemy's mind is damaged,you draw mvi/jomrln# 
energy from it. 

Dally 4 Psionic 

Minor Action Ranged 20 

Target: One creature 

Effect: Until the end of the encounter, whenever the target 
Likes psychic damage while within 10 squares of you, 
you gain temporary hit points equal to S + your Charisma 
modifier. 


Mind over Flesh Psion Utility 10 


You draw art your reservoir of psionic power to bolster yourself 
against a debill in tin# ejffetf. 

Encounter 4 Psionic 
Immediate Interrupt Personal 
Trigger; An effect dazes, dominates, or stuns you 
Effect: You make a saving throw against the triggering 
effect. If you save, the triggering effect doesn't affect you. 


Sky Hook Psion Utility 10 


You ,]!. r vi'itr telefeinefic/ocus uiiynurSLdfiind raise yourself 
Info the air. 

Daily 4 Psionic 

Minor Action Personal 

Effect: Until the end of the encounter, you have a fly speed 
equal to your speed (hover; altitude limit 2). 

Level 13 At-Will Disciplines 


Concussion Burst Psion Attack 1 i 


I li< lij; t ippjt ; as you knock your foes down with a wave oj 
pummoling force. 

At-Will 4 Augmentable, Force, Implement, Psionic 
Standard Action Area burst 1 within 10 squares 

Target: Each creature in burst 
Attack: Intelligence vs. Reflex 

Hit: intelligence modifier force damage, and the target falls 
prone. 

Augment 1 

Hit: As above, and if the target is hit by an attack against 
Fortitude before the start of your next turn, the target 
falls prone. 

Augment 4 

Hit: 3d6 + Intelligence modifier force damage, and the 
target falls prone. 
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Dual Hallucination 


Psion Attack 1 3 


Level 15 Daily Disciplines 


You pull disqiiicitrijtj images from your foes* minds and comitate 
the images info In t rtfn Jiulturirtations, which you use to disori¬ 
ent those foes, 

At-Will 4 Augmentable* Implement, Psionic, Psychic 
Standard Action Ranged 20 

Target; One or two creatures 
Attack; Intelligence vs. Will 

Hit 1 d8 + Intelligence modifier psychic damage, and the 
largt ■( grants combat advantage to the next creature that 
atlac ks it before the end of your next turn. 

Augment 1 

Hit: As above, and the target takes a penalty to Reflex 
equal to your Charisma modifier until the end of your 
next turn. 

Augment 4 

Hit 2d8 r Intelligence modifier psychic damage, and the 
targi i is dazed until the end of your next turn. 


Mind Wipe Psion Attack 1 3 


Yoi i j ray \ m t r foes' i )fj e ns We abl {flies w it h a psjrhi c la r ice of 
disruption. 

At-Will 4 Augmentable, Implement, Psionk* Psychic 
Standard Action Area burst 1 within 10 squares 

Target Each creature in burst 
Attack; Intelligence vs. Will 

Hit; 1 d8 + Intelligence modifier psychic damage, and the 
target tnk s a -2 penalty to attack rolls until the end of 
your next turn. 

Augment 1 

Hit: As above, but the penalty equals your Charisma 
modifier and applies only to the target's next attack roll 
that isn't a basic attack before the end of your next turn. 

Augment 4 

Hit; 3d8 + Intelligence modifier psychk damage, and the 
target takes a penalty equal to your Charisma modifier 
to the next attack roll it makes before the end of your 
next turn. 


Thunder Tether Psion Attack 13 


You focus your will and wrench space around jour foes, r ether 
by them in place. Any of them that fry to move pay a fliunder 
ous price. 

At-Will 4 Augmentable, Implement, Psionic, Thunder 
Standard Action Area burst 2 within 10 squares 

Target One or two creatures in burst 
Attack: Intelligence vs. Reflex 

Hit; i cl8 ! Intelligence modifier thunder damage. If the 
target moves on its next turn, it takes thunder damage 
equal to your Wisdom modifier. 

Augment 1 (Zone) 

Hit As above, and the burst creates a zone that lasts until 
the end of your next turn. The target can t leave the zone 
during its next turn. 

Augment 4 

Hit: 3d8 + Intelligence modifier thunder damage. If the 
target moves before the start of your next turn, it and 
each creature adjacent to it at the start of that move 
take thunder damage equal to your Wisdom modifier. 


Crushing Bludgeon Psion Attack 1S 


You manifest a ■: Am* fist of unstoppable farce and bludgeon 
yoiirjbr w frit it. si nnnq thar enemy's movements. 

Daily 4 Force* Implement, Psionic 
Standard Action Ranged 10 

Target: One creature 
Attack; Intelligence vs. AC 

Hit 1 110 Intelligence modifier force damage, and the 
target is slowed (saved ends). 

Miss; Half damage, and the target is slowed until the end of 
your next turn. 


Dominate Psion Attack 15 


A si It vn r i!) of | jsyddc co t n pu bio n Ian ces l n la yo u r foes in- 
iwruia>r rhniujhts. damn# the creature Imy enough for you to 
assume control of its aefions. 

Daily 4 Charm, Implement, Psionic, Psychic 

Standard Action Ranged 20 

Target: One creature 

Attack: Intelligence vs. Will 

Hit; The target Is dominated (save ends). 

Aftereffect: The target takes ongoing 10 psychic damage 
(save ends). 

Miss: The target takes ongoing 10 psychic damage (save 
ends). 




Psion Attack 1 5 


You ft’k use an explosion of force dial sends your foes spinning 
away. Von then reshape fhaf force into shackles to hind your 
enemies in place. 


Daily 4 Force, Implement, Psionic 
Standard Action Area burst 1 within 10 squares 

Target; Each creature in burst 
Attack; Intelligence vs. Reflex 
Hit: 3d6 + Intelligence modifier force damage. You 
slide the target a number of squares equal to 2 + your 
Wisdom modifier, and it is immobilized (save ends). 
Miss: Half damage, and you slide the target 1 square. 


Psychofeedback Psion Attack 15 


You sever one of your foe s mental pathways, causing scaring 
parr*. You ca u exploit that mental wound whenever the foe 
harms your friends^ renewing your own vitality 

Daily 4 Implement, Psionic, Psychic 
Standard Action Ranged 1 0 

Target: One or two creatures 
Attack: Intelligence vs. Fortitude 

I lit; 3d8 + Intelligence modifier psychic damage, and the 
tat got is dazed (save ends). While the target is dazed by 
this power, you gain temporary hit points equal to 1d8 
+ your Charisma modifier whenever the target deals 
damage to another creature. 

Miss; Half damage. 
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Level 16 Utility Disciplines 


Freedom of Movement Psion Utility 16 


You rule a field of slippery force fhaf aids your allies who 
are rrrta/tyjlcd in diftindt situations. 

Daily 4 Psionic 

Minor Action Area burst 2 within 10 squares 

Target: Each ally in burst 

Effect: You slide each target a number of squares equal to 
1 *■ your Wisdom modifier, in addition, the immobilized, 
restrained, and slowed conditions end on each target, 
and if a target is grabbed, the grab ends. 


Telekinetic Boost Psion Utility 16 


Xoufot usymir mental energy on creufin# a conduit for your 
a fifes' movement 

Dally 4- Psionic, Zone 
Minor Action Ranged 5 

Effe< t: You create a zone in an unoccupied square within 
range. I lie zone lasts until the end of your next turn. 
When any ally enters the zone, you can use a free ac¬ 
tion t<' slide that ally a number of squares equaf to your 
Wisdom modifier: You can slide the ally in any direction, 
even Into the air. 

Sustain Minor; The zone persists, and you can move it to a 
different unoccupied square within range. 








Precognitive Step Psion Utility 16 


You can sir dir shades of rhiryjs to come u heartbeat before they 

occur, grant mif urn a sliver of lime in which 10 alter events. 

Daily 4 Psionic 

Minor Action Personal 

Effect- Roll a d20. Once during this encounter, you can use 
that rulls result in place of one of your attack rolls, saving 
throws, skill checks, or ability checks or in place of an 
enemy's atti* k roll against you. 


Psychic Chlrurgery Psion Utility 16 


You scud it charge of psionic energy infnynursd/ or an ally 
delaying on adverse effect 

Encounter 4 Psionic 
Free Action Melee touch 

Trigger: You or an ally is subjected to an effect that a save 
can end 

Target: You or the ally 

Effect: The target isn't subjected to the effect until the 
end of his or her next turn and can't start making saving 
throws against the effect until after that turn. 


Level 17 At-Will Disciplines 


Crystalline Bonds 


Psion Attack 1 7 


You corMujct u Lurie, q/hmdin# crystalline force. By increasing 
the lattices strength, you can induce pain in flic/oes inside the 
lattice. 


At-Will 4 Augmcntable, Implement, Psionic 
Standard Action Close blast 3 

Target: Each creature in blast 
Attack: Intelligence vs. Fortitude 

Hit: T1 target F i mmobilized until the end of your next 
turn. 

Augment t (Force) 

Hit: As above, and Wisdom modifier force damage. 

Augment 4 (Force) 

Hit; 3d10 + Intelligence modifier force damage, and the 
target is immobilized until the end of your next turn. 
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Forced Opportunity Psion Attack 17 


Youjoini' n f_f£v'J j. Jrsrupti ng thecrmlures concentration 
anti allowing an alh fo strike the foe during the /apse. By 
diiirindin |i num . . *nk energy,you ran create art opening for 
several <iNh’> fa evpIofL 

At-Will ♦ Augmentable, Implement, Psionic 
Standard Action Ranged 10 

Target: One creature 
Attack: intelligence vs, Will 

Hit: One ally adjacent to the target can make an oppor¬ 
tunity attar k against it as a free action, with a bonus 
to the attat k roll and the damage roll equal to your 
Charisma modifier. 

Augment 1 

Hit: As above, and the ally gains combat advantage for the 
opportunity attack. 

Augment 4 

Hit: Lit h of your allies adjacent to the target can make 
an opportunity attack against it as a free action, with a 
bonus to die attack roll and the damage roll equal to 
your Charisma modifier. 


Psychic Brand Psion Attack 1 7 


You nhin jt 't a gLuing symbol over your enemyV head, T V 
symbol nti ith your foe, helping reveal its location, Afyour 
choosing the m rrjbd can intensify your foes pain. 

At-Will ♦ Augmentable, Implement, Psionic, Psychic 
Standard Action Ranged 20 

Target: One creature 
Attack: Intelligence vs. Will 

Hit: 1 dlO I n i e 11 ige n ce mod Ifie r psyc hie d a mage. Un tt I 
the end of your next turn, the target cannot benefit from 
concealment or total concealment 
Special: You can use this power unaugmented as a ranged 
basic attack. 

Augment 1 

Hit: As abt »ve, and the target grants combat advantage 
until the end of your next turn. 

Augment 4 

Hit: 2d 10 + Intelligence modifier psychic damage. Until 
the end of your next turn, the target cannot benefit 
from concealment or total concealment, and it gains 
vulnerability to all damage equal to your Charisma 
modifier. 


Shield Crack Psion Attack l 7 


Ugh mirr nipt', /romyour brow in all directions, buttering the 
defenses of all m its path, fty refining the shape of the arc, you 
can have it mm fee only those you choose. 


At-Will 4 Augmentable, Implement, Lightning, Psionic 
Standard Action Area burst 1 within 10 squares 

Target: Each creature in burst 


Attack: Intelligence vs. Reflex 

HU: IdR + Intelligence modifier lightning damage, and the 
target takes a -2 penalty to AC until the end of your next 
turn. 



Augment 1 

Target: Each enemy in burst 

Augment 4 

Hit: Id 8 - J i > te 11 ige in ce m od i fie r ligh t n i ng d a m age, and 
the target takes a penalty to AC and Reflex until the 
end of your next turn. The penalty equals your Wisdom 
modifier. 


Level 19 Daily Disciplines 


Crisis of Breath Psion Attack 19 


You ttVfcimvii dh j’V. jV your foe’s airways* causing the creature 
to suffih uiv. arid interfering with its other vifaljurirtitms. 

Daily 4 - Implement, Psionic, Reliable 
Standard Action Ranged 20 

Target: One creature 
Attack: Intelligence vs. Fortitude 

Hit: 2dS + Jnt< lligence modifier damage, and ongoing 10 
damage Lave - rids). The target takes a -4 penalty to its 
first saving throw against tilts ongoing damage. 

Sustain Minor: The target takes a 2 penalty to its next 
saving throw against the ongoing damage. 


Psychic Crush Psion Attack 19 


You crush sonic of your enemfe>" mental processes. The enemies* 
bodies <pasm w-itfi the pain that lingers. 

Daily 4 Implement, Psionic, Psychic 
Standard Action Area burst 1 within 10 squares 

Target: Each enemy in burst 
Attack: Intelligence vs. Will 

Nil: L J s Intelligence modifier psychic damage, and on- 
going b [jsy* hie damage (save ends). If the target is blood¬ 
ied, it is also dazed (save ends). 

Miss: Half damage. If the target is bloodied, it is also dazed 
until the end of your next turn. 


Psychic Leech Psion Attack 19 


Ymi plunge a thread of worn mud into your foes mind.forting 
the foe la f u rn an i ts a fly. You d ra w psionic power frot rt your joe, 
arid u’it gain vitality if the foe bits its companion. 

Daily ♦ Charm, Implement, Psionic, Psychic 
Standard Action Ranged 10 

Target: One creature 
Attack: Intelligence vs. Will 

Hit: 2d10 + Intelligence modifier psychic damage, and 
the target makes a basic attack as a free action against 
a creature of your choice. If that attack bits, you gain 
temporary hit points equal to the damage it deals. 

Miss: The target makes a basic attack as a free action against 
a creature of your choice, IF that attack hits, you gain 
temporary hit points equal to your Charisma modifier. 
Effect: You regain I power point. 


Shred Reality Psion Attack 19 


With an explosion oj telekinetic force, you rip a temporary 
ini in n'dlify that pulls at friend and foe alike. One of them is 
briefly sucked into that void. 

Daily 4 Force, Implement, Psionic, Teleportation 
Standard Action Area burst 3 within 10 squares 

Primary Target: Each creature in burst 
Primary Attack: Intelligence vs. Reflex 
Hit: 3d8 t innTligence modifier force damage, and you 
teleport die target 3 squares. 

Effect Make a secondary attack. 

Secondary Target: One creature hit by the primary 
attack 

Secondary Attack: intelligence vs. Will 
Hit: The target rs removed from play. At the end of your 
next turn, the target reappears in an unoccupied space 
of your choice within 5 squares of you and is dazed 
until the end of its next turn. 

Miss: The target is dazed until the end of your next turn. 






















Level 22 Utility Disciplines 


Dappers of Pain 


Psion Attack 2 y 


Mind over Earth Psion Utility 22 


7 lit? ground /alb a wav as) otr ejfjforftessly propd yourself 
upward. 

Daily 4- Psionic 

Minor Action Personal 

Effect: You gain fly 8 (hover) until the end of the encounter 


Rejuvenate the Mind Psion Utility 22 


When you catch yam hr. . rh you experience a rush of psionic 
vigor. 

Daily 4 Psionic 

Free Action Personal 

Trigger; You use your second wind 
Effect: You regain 2 power points. 


Through the Walls Psion Utility 22 


You filter rhe phi kal /arm cl iriose nearby, allowin^you and 
your friends to walk through walls. 

Daily 4 Psionic 

Standard Action Close burst 1 

Target: You and each ally in burst 
Effect: Each target is phasing until the end of your 
next turn. 

Sustain Minor The effect persists. 


Warding Shield Psion Utility 2 2 


As your enemy's assault u ashes toward you , you create afield of 
psionic energy fo prote« iyourself andymir allies. 

Encounter 4 Psionic 

Immediate Interrupt Close burst S 

Trigger: An enemy targets you with an area or a close attack 
Target You and each ally in burst 

Effect: Until the end of your next turn, each target gains a 
bonus to AC Fortitude, and Reflex equal to your Wisdom 
modifier 

Level 23 At-Will Disciplines 


Cruel Crush Psion Attack 23 


You smash your foe io the jraund with crushing telekinetic 
force. By channelr: f more power, you can grind the foe into the 
ground, 

At-Will 4 Augmentable, Force, Implement, Psionic 
Standard Action Ranged 20 

Target: One creature 
Attack: Intelligence vs. Reflex 

Hit: 1d8 + intelligence modifier force damage, and you 
knock the target prone. 

Augment 2 

Hit: 2dlG + Intelligence modifier force damage, and you 
knock the target prone. 

Augment 6 

Hit: 4d8 + Intelligence modifier force damage, and you 
knock the target prone. It cannot stand up until the end 
of your next turn. 


You send shards of p - hit agression rippin# through your 
enemies, s carring fhdr minds. When those foes move, you can 
intensify the pa in, 

At-Will 4 Augmentable t Implement, Psionic, Psychic 
Standard Action Area burst t within 10 squares 

Target: Each enemy in burst 
Attack: Intelligence vs. Will 

Hit IdS +- Intelligence modifier psychic damage, and the 
target gains vu Iner a hility i o psychic damage eq ual to 
your Charisma modifier until the end of your next turn. 
Augment 2 

Hit 2dl 0 + Intelligence modifier psychic damage, and 
the target gains vulnerability to psychic damage equal to 
your Charisma modifier until the end of your next turn. 

Augment 6 

Hit 4d8 + Intelligence modifier psychic damage, and the 
target takes psy< hk damage equal to your Charisma 
modifier whi never ii enters a square on its next turn. 


Space Vortex Psion Attack 23 


You rear a momentary vorn \ in space above ymxrfoe and hurl 

the foe through if, 

At-Will 4 Augmen table, Force, Implement, Psionic, 
Teleportation 

Standard Action Ranged S 

Target: One creature 

Attack: Intelligence vs. Reflex 

Hit Intelligence modi her force damage, and you teleport 
the target to a square within S squares of you. 

Augment 2 

Hit; 1 d 1 2 + Intelligence modifier force damage, and you 
teleport the target to a square within 5 squares of you. 

Augment 6 

Hit: 2d 1 2 +- Intelligence modifier force damage, and the 
target is removed from play. At the end ol your next 
turn, the target reappears in an unoccupied space of 
your choice that you can see. 


Sudden Control Psion Attack 23 


With a thought, you force your foe to attach one of its compan¬ 
ions. With greatei am enf ran on, your control becomes absolute. 

At-Will 4 Augmentable, Charm, Implement, Psionic 
Standard Action Ranged 10 

Target: One enemy 
Attack: Intelligence vs. Will 

Hit You slide the t irget a number of squares equal to your 
Charisma modifier. The target then makes a basic attack 
as a free action against a creature of your choke, with 
a bonus to the attack roll and the damage roll equal to 
your Charisma modifier. 

Augment 2 (Psychic) 

Hit: As above, and the target takes 10 psychic damage if 
its attack misses. 

Augment 6 

Hit The target is dominated until the end of your next 
turn. Until the dominat ion ends, the target gains a 
bonus to attack roil uui damage rolls equal to your 
Charisma modifier. 
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Telekinetic Bombard 


Psion Attack 25 








Level 25 Daily Disciplines 


Forest of Exclusion Psion Attack 2 5 


Sira mb of force ripple outward from you, battering your foes 
o wav: Wit li_/i u’ik _ i can ma into in the field of energy to con - 
timic pushing away those who wish you harm. 

Daily ♦ Force* Implement, Psionic, Zone 
Standard Action Close burst 2 

Target* Each enemy in burst 
Attack: Intelligence vs. Fortitude 
Hit; 4d10 + Intelligence modifier Force damage, and you 
push the target 4 squares. 

Miss: Half damage, and you push the target 2 squares. 
Effect; The burst erodes a zone that lasts until the end of 
your next turn. Win n you move, the zone moves with 
you, remaining centered on you. Any enemy that enters 
the zone oi Marts Us turn there takes 5 force damage and 
grants coin I sit advantage until the end of its next turn. 
Sustain Minor: The zone persists. 


Mind Switch Psion Attack 25 


You project afrtignu nr of your consciousness into your enemy' s 
mind, disorienting die enemy and creating a temporary clone of 
your will within it that you can use fo channel your magic 

Daily ♦ Implement, Psionic, Psychic 
Standard Action Hanged 20 

Target; One creature 
Attack: Intelligence vs. Will 

Hit: 2d8 + Intelligence modifier psychic damage, and the 
target takes ongoing 10 psychic damage and is stunned 
(save ends both). While the target is stunned by this 
power, you can use a square In the target's space as the 
origin square of your psionic implement powers. 

Miss: Half damage, and the target is dazed (save ends). 


You project a shimmering dart of deadly force toward your foes. 
ft explodes, vU tints away. 

Daily ♦ Force, Implement, Psionic 

Standard Action Area burst 2 within 20 squares 

Target: Each creature in burst 

Attack: Intelligence vs. Reflex 

Hit: 5d6 + Intelligence modifier force damage, and you 
push the targ* i d number of squares from the center of 
the burst equal to your Wisdom modifier. If the target 
ends adjacent to blocking terrain, the target takes 3d6 
extra damage. 

Miss: Half damage, and you push the target 2 squares from 
the center of the burst. 


Thrall Psion Attack 25 


Psychic erterqr pirn ^ your Joe's sense of sel/ distracting the foe 
so that ton can assume control of its actions. 

Daily ♦ Charm, Implement, Psionic, Psychic 

Standard Action Ranged 20 

Target: One creature 

Attack: Intelligence vs. Will 

Hit: Tin target Is dominated (save ends). 

Aftereffect: 2d10 + Intelligence modifier psychic damage, 
and the target is dominated until the end of its next turn. 
Miss: Thu target is dazed (save ends). 

Aftereffect: 7dK) psychic damage, and the target grants 
combat advantage until the end of its next turn. 


Level 27 At-Will Disciplines 


Claws of Force Psion Altar V ) i 


Claws of force erupt around your enemy, By increasing the 
daws’ you can keep your foe close or hold it in place. 

At-Will ♦ Augmentable, Force, Implement, Psionic 
Standard Action Ranged 1 0 

Target One creature 
Attack: Intelligence vs. Reflex 

Hit: 1<J8 + Intelligence modifier force damage, and the 
target is slowed until the end of your next turn. 

Augment 2 

Hit: 2dS 4- Intelligence modifier force damage. If the target 
starts its next turn adjacent to you or your allies, it can 
move during that turn only to squares that are adjacent 
to you or your allies. 

Augment 6 

Hit: 2d8 Intelligence modifier force damage, and the 
target is restrained until the end of your next turn. 
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Concussive Detonation 


Psion Altai k 27 


Level 29 Daily Disciplines 


1 ii uri< j!i a Host off one, which tears into your foes* leaving 
ti'i I'm pf balance. You can focus the Mast fa knock ymir enemies 
senseless. 

At-Will ♦ Augmentable, Force, Implement, Psionic 
Standard Action Close blast 3 

Target: Each creature in blast 
Attack: Intelligence vs, Reflex 

Hit: 1d8 + Intelligence modifier force damage, and the 
target is slowed until the end of your next turn. 

Augment 2 

Hit: 2dS + Intelligence modifier force damage, and the 
target gains vulnerability to force damage equal to your 
Wisdom modifier until the end of your next turn. 

Augment 6 

Hit: 2d8 + Intelligence modifier force damage, and the 
target is stunned until the end of your next turn* 


Intrusive Spear Psion Attack 27 


u/udiion a spear oj telekinetic force and launch it at your foe. 
The spear Hrite with such mfyhf that the foe's defenses jatter. 

At-Will ♦ Augmentable, Force, Implement, Psionic 
Standard Action Ranged 20 

Target One or two creatures 
Attack; Intelligence vs. Reflex 

Hit: 1 d8 -h Intelligence modifier force damage, and the 
tan;' ■( grants combat advantage until the end of your 
next turn. 

Augment 2 

Target: Two creatures adjacent to each other 
Hit: 2d1 0 + Intelligence modifier force damage, and the 
target grants combat advantage until the end of your 
next turn. 

Augment 6 

I lit: 4J8 + Intelligence modifier force damage, and the 
urgel grants combat advantage until the end of your 
next turn. 


Psionic Veil Psion Attack 27 


You pull i rfl ov: r your foes senses, hiding you rsel/ and jour 
allies, \\ ah iii j ? 1 If? more power, you am Hindyou r enemies. 

At-Will ♦ Augmentable, Implement, Psionic, Psychk 
Standard Action Area burst 1 within 20 squares 

Target: Each enemy in burst 
Attack; Intelligence vs. Will 

Hit: 1 d8 + Intelligence modifier psychic damage, and you 
and eat h ally adjacent to you are invisible to the target 
until the end of your next turn. 

Augment 2 

Area burst 2 within 20 squares 

Hit' 2d1Q + Intelligence modifier psychic damage, and you 
and each ally adjacent to you are invisible to the target 
until the end of your next turn. 

Augment 6 

Area burst 2 within 20 squares 

Hit 3dS Intelligence modifier psychic damage, and the 
target is blinded until the end of your next turn. 


Clasp of the Psion Psion Attack 29 


Y, jj l lhjm' iwv diimmrrinjf, jjljjantic hands of force to smash 
11mu toe s and ,pa$p them in place. 

Daily + Force, Implement, Psionic, Zone 
Standard Action Area burst 2 within 20 squares 

Target: Each creature in burst 
Attack: Intelligence vs. Reflex 

Hit: 6d6 + intelligence modifier force damage, and the 
targe i is immobilized (save ends). 

Miss: Half damage, and the target is slowed (saved ends), 
Effett: The burst creates a zone that lasts until the end of 
the encounter. While within the zone, any enemy that is 
hit by a force power is also immobilized until the end of 
Its next turn. 


Microcosm Psion Attack 29 


V n Ihum your foi w i(h a cacophony of conflicting images and 
in lim It 1 tommamK replacing ifs perception of reality with sights, 
sound-, and suitdls that JoiTf exist. 

Daily ♦ Implement, Psionic, Psychic 
Standard Action Ranged 2 0 

Target: One creature 
Attack: Intelligence vs. Will 

Hit: 5d8 *- Intelligence modifier psychic damage, and the 
target is deafened (save ends), blinded (save ends), and 
slowed (save ends)* 

Miss: Half damage, and the target is blinded (save ends). 
Effect: Until the power's effects end on the target, you 
ran slid* it a number of squares equal to your Charisma 
modifier as a minor action once per round. 


Soul Break Psion Attack 29 


V. m n ijr \our foe with im ebony ray oJpsycUic compulsion, 
ijivirijj if ihc iliiiirr ia remain under your domination or pay a 
let riM. \mce. 

Dally 4 Charm, Implement, Psionic, Psychic 

Standard Action Ranged 2 0 

Target: One creature 

Attack: Intelligence vs* Will 

Hit; Thv target is dominated (save ends): 

Aftereffect: The target chooses either to be stunned 
until the end of its next turn or to take 3d1 0 + your 
Intelligence modifier psychic damage. 

Miss; 2dlG + Intelligence modifier psychic damage, and 
the target js dazed (save ends). 


Tear the World Psion Attack 29 


) t'U sfriJivyniir rnrmivs widi an overwhelming blast of tele- 
kmelic/art.e that Jr ires your foes away and almost tears the 
jabrii of realm itself. 

Daily ♦ Force, Implement, Psionic 
Standard Action Close blast 5 

Target: Each creature in blast 
Attack: Intelligence vs. Fortitude 
Hit; Vlb - Intelligence modifier force damage, and ongo¬ 
ing ) 5 forM* damage (save ends). 

Aftereffect: If the target Is within 10 squares of you, you 
push it a number of squares equal to your Wisdom 
modifier. 

Miss: Half damage, and you push the target 3 squares* 
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Cerulean Adept 

"The walls of the world are thinner than most suspect. 
Demons and undead are bad enough, but things far worse 
seek to break through and feast on reality. I wont allow if.' 1 

Prerequisite: Psion 

An order of protectors called the Keepers of the 
Cerulean Sign formed long ago to face the threat of 
the Far Realm's collision with reality. 1 he keepers 
achieved a great victory and fenced out an invading 
sovereignty of madness behind potent seals. Rut as 
often happens, without an imminent threat to face, 
the protectors slowly faded from history, and their 
most potent weapons, artifacts known as the Seven 
Cerulean Seals, were lost or destroyed. 

But the Far Realm remains. Its presence is a 
barb in reality's side. Some say psionic power itself 
is the world's answer to the Far Realm, just as a 
body unconsciously fights off sick ness, t lie universe 
prepares for some future battle by sowing psion ic 
potential among its denizens. 

Your psionic ability alerted you to the giv¬ 
ing aberrant threat at a young age. Despite being 
a psionic w r eapon against aberrant spawn, you 
sought out even more potent weapons. While in the 
depths of a psionic trance, you glimpsed the original 



Cerulean Seals,There is little hope of recovering 
them, but you formed an image of them in your mind 
and created a copy. Like one of the seals, your copy—a 
Cerulean Sign—consists of a stylized white tree on a 
sky-blue background. You have taken up the sign and 
pledged yourself to the world's defense. 

Cerulean Adept Path Features 

Cerulean Sign Focus (11th level): You gain a +1 
bonus to Will, 

Cerulean Action (11th level): When you spend 
an action point to use an at-will attack power that has 
a T point augmentation, you can use that augmenfa 
tion without spending a power point. 

Paragon Power Points (11th level): You gain 2 
additional power points. 

All-Seeing Eye (16th level): When you attack 
with an augmented psionic power, you can score a 
critical hit on a roil of 19-20. When you attack an 
aberration with an unaugmented psionic power, you 
can score a critical hit on a roll of 18-20, 

Cerulean Adept Disciplines 


Cerulean Blaze Cerulean Adept Attack 11 


You brandish the Omit 1 an Si#fl dmnneliiy its radiance to 
shove your f hack so hard that it /alls. By channeling a hit 
inure . r.jc yoa can affect more enemies. 

Encounter ♦ Augmentable, Implement, Psionic, Radiant 
Standard Action Ranged 20 

Target: One creature 
Attack: Intelligence vs. Reflex 

Hit: 1d8 + Intelligence modifier radiant damage, and you 
push the urget 3 squares and knock it prone. 

Augment 2 

Area burst 1 within 20 squares 
Target: Each creature in burst 


Harden Mind Cerulean Adept Utility 1 2 


HyJooisirifj on what's real, you shut out the psychic tumult 
damaging you. 

Encounter ♦ Psionic 
Immediate Interrupt Personal 
Trigger You take psychic damage 
Effect: You gain psychic resistance equal to S + one-ha If 
your level until the end of your next turn. 


Seal the Threshold Cerulean Adept Attack 20 


You emanate a Haze oj cerulean fire and shoot it toward vour 
foe , that enemy in the /ire'sThe/irc continues to 

burn those fainted by aberration. 

Daily ♦ Implement, Psionic, Radiant 

Standard Action Ranged 20 

Target: One creature 

Attack: Intelligence vs. Will 

Hit 4d1G i Intelligence modifier radiant damage. 

Miss: Half damage. 

Effect: You regain 1 power point, and the target takes on¬ 
going S radiant damage {save ends). If the target is aber 
rant, the ongoing damage increases to 10. 
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Dreamwalker 

“When f dream, l give a whole new meaning to the concept 
of sleepwalking" 

Prerequisite; Psion 

Psions who devote their full attention to lucid dream¬ 
ing can fashion themselves a dream form capable 
of acting in the waking world, even while the psion 
remains conscious, 

Dreamwalker Features 

Manifest Dream Form (11th level); You gain 
the marti/estdreatn form power. 

Dreaming Advantage (11th level); When you 
spend an action point to make a psionic attack,you 
gain combat advantage for that attack against any 
enemy adjacent to your dream form. 

Paragon Power Points (11th level); You gain 2 
additional power points. 

Dreaming Manifestation (16th level): When 
you use a psion ic attack power that is an area burst, 
you can target one additional enemy that is outside 
the burst and adjacent to your dream (orm. 

Dreamwalker Disciplines 


Manifest Dream Form Dreamwalker Feature 


hazy imttyjc of yourself, your dream form mani/ests nearby. 

At-Wifi ♦ Conjuration! Psionic 
Free Action Dose burst 10 

Trigger You spend 1 power point or more to augment a 
psionic power 

Effect; You m injure your dream form in an unoccupied 
square in I he hurst* It lasts untit you fall unconscious* 
until you dkmis if as a minor action, or until you use this 
power again* Your dream form occupies its square, and 
you and your allies can move through it* When you take 
a move lion, you can atso move your dream form a 
number of .squares equal to your speed. You can see and 
hear as if you were in your dream form s square, and you 
can u .i powers as if you were there. Your dream form 
can flank with your allies, and you gain combat advan¬ 
tage agains: any target your dream form is flanking. 

Your dream form ran be attacked, although it lacks hit 
points. If it \ ikes any damage, it disappears* It is immune 
to your attacks. 


Dream Blade Dreamwalker Att.uk 11 


Your dream for m fade s out with a blade of psychic energy at a 
nearby foe and liindi/rs any enemies that try to pass by it. 

Encounter ♦ Implement, Psionic, Psychic 
Standard Action Dose burst S 

Effect: Your dream form makes the following melee attack* 
If your dream iorm isn‘t present, you use manifest dream 
form as part of this power, and then your dream form 
makes ihe attack. 

Target; One creature adjacent to your dream form 

Attack; Intelligence vs. Reflex 

Hit 2d8 + Intelligence modifier psychic damage* 

Effect Until the end of your next turn, squares adjacent to 
your dream form are difficult terrain for your enemies. 
Augment 2 

Target; Each enemy adjacent to your dream form 



Dream Stride Dreamwalker Uiillly \? 


Stepping through the realm of dreams* you and your dream 
farm switch places. 

Encounter T Psionic, Teleportation 
Move Action Personal 

Effeci: You and your dream form teleport, swapping 
positions. 


True Dream Form Dreamwalker Attack 20 


You fashion a iL/plica .f jut strongest dreams and send it forth 
fa do your bidding* 

Daily ♦ Implement, Psionic, Psychic, Summoning 
Standard Action Ranged 20 

Effect: Y hi summon your true dream form in an unoc¬ 
cupied squart within range. Your true dream form is 
Medium and has speed 6 and fly 6 (hover). You can see 
and hear as if you were in your true dream form’s space, 
and you can use powers as if you were there* Your true 
dream form cati flank with your allies, and you gain com¬ 
bat advantage against any target your true dream form is 
flanking. You can give your true dream form the following 
special command. On the turn you summon your true 
dream form, you give that command as part of using this 
power* 

Standard Action: Melee 1; targets one creature; 
Intelligence vs. Reflex; id8 + Intelligence modifier psychic 
damage, and ongoing S psychic damage (save ends). 
Instinctive Effect: If you haven’t given your true dream 
form any commands by the end of your turn, it uses one 
of your psionic i -will attack powers that has the imple¬ 
ment keyword against an enemy of your choice. It can't 
augment the power. 
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Time Strider 


Time Bender 


Time Bender 

"When you talk about tfre passage oftime, how lifdc 
you really understand Tor me, time and space are 
interchangeable " 

Prerequisite: Psion 

Psions, especially those who prefer telekinetic powers 
to telepathic ones, instinctively recognize how the 
fabric of space Is just one side of the swath; the other 
side is time. Objects, creatures* and worlds travel 
through both, though time is a direction that has only 
a single route—forward—while space allows move¬ 
ment any which way. 

Or so it seems to most. But for those who are 
able to literally grasp the fabric of space to stretch* 
compact, and shape it. time is more malleable, 
within limits. Understanding this fact opens up new 
possibilities. 

You recognize time's pliability You already have 
an arsenal of mental tools capable of gripping the 
seams in the material of space. You have discovered 
that you can also use your understanding of the 
nature of time as a springboard to greater power. As 
your knowledge of time's intricacies has grown* so 
has your ability to affect time. You believe you'll soon 
be wielding time like a sword to cut down your foes 
before they even understand they’re in danger. 


Time Bender Path Features 

Time-Lapse (11th level): When you spend an 
action point to make an attack with a psionic power, 
you gain a +1 bonus to the attack roll and can teleport 
6 squares as a free action after the attack* 

Loan from the Past (11th level): Whenever you 
roll initiative* roll an additional d20. Once during that 
encounter, you can replace an attack roll* a skill check* 
an ability check* or a saving throw with that roll* 
Paragon Power Points (11th level): You gain 2 
additional power points* 

Barrow from the Future (16th level): You can 
take an extra move action during your turn, hut if you 
do so* you lose your move action on your next turn. 
You can’t use this feature on consecutive rounds* 


Time Bender Disciplines 


Bonds of Time 


Time Bonder Attack 1 1 


You g rasp tWiiT. of rime and pull them, causing your foes to 
lose trail' oj rlu 1 present. 

Encounter ♦ Augmentable, implement* Psionic, Psychic 
Standard Action Area burst 1 within 20 squares 

Target: Each creature in burst 
Attack: Intelligence vs. Reflex 

Hit: 2d6 + Intelligence modifier psychic damage* and the 
target can uke only one action during its next turn* 
Augment 2 

Hit; 3d6 + Intelligence modifier psychic damage, and the 
target is dazed until the end of your next turn. 



Utility 12 


You slow down [/? ii j/tlly moving like a hummingbird as you 
dart ainori;,! vour movutyj^cimds and foes. 


Daily ♦ Psionic 

Minor Action Personal 

Effect: Until ihe end of the encounter* you gain a + 2 power 
bonus to attack mils, saving throws, and all defenses, and 
you gain a power bonus to speed equal to your Wisdom 
modifier. 


Lost in Time Time Bender Attack 20 


You detach your foe from the swalh o/spacMime if currently 
inhabits* ! Jnmoon d, it briery becomes lost in time* 

Daily ♦ Implement* Psionic, Psychic 
Standard Action Ranged 20 

Target: One creature 
Attack: intelligence vs, Will 

Hit: 1 he target takes ongoing 10 psychic damage and is 
removed from play (save ends both). When this effect 
ends, the target reappears in the space it last occupied or 
in die nearest unoccupied space of its choice. 

Aftereffect: TdIO + Intelligence modifier psychic damage, 
and the target is dazed (save ends). 
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Uncarnate 

“This shell of skin t organs, and bones is only a vessel-one I 
yenrn ro leave behind to be free of the limitations of matter” 

Prerequisite: Psion 

An unearriate’s ultimate goal is to become a being 
of pure mind, unbound by the limits of corporeality. 

The flesh is weak, but the mind is strong’' is an apho¬ 
rism among many psions, but uncarnates take it as 
their guiding truth. They seek to become discarnate, 
to grow into creatures of pure thought held together 
by psionic will. 

Unca mates don't seek the paths of undeath that 
some arcanists choose. Though unca mates using 
their abilities are sometimes mistaken for wraith!ike 
spirits, such spirits are bound by the chill chains of 
undeath, not the self-generated will of psionic might. 

You set yourself possibly the greatest psionic chal¬ 
lenge: to maintain the clarity and power of your mind 
as you slowly work at forgetting the flesh that sup 
ports it. In the end, it s only the mind that matters. 

Uncarnate Path Features 

Flicker into Nothing (11th level): When you 
spend an action point to attack with a psionic power, 
you become insubstantial until the end of your next 
turn. 

Misty Step (11th level): Your psionic attacks 
ignore the insubstantial quality* 

Paragon Power Points (11th level): You gain 2 
additional power points. 

Discarnate Form (16th level): When you spend 
at least 4 power points to augment a psionic power, 
you become insubstantial until the end of your next 
turn. 

Uncarnate Disciplines 


Phantom Hook Uncarnate Attack 11 


You let fly a psyrhit harpoon, which disrupts both/ksh and 
incorporeal rmiittT with equal refiabiJiry: 

Encounter ♦ Augmentable, Implement, Psionic, Psychic 

Standard Action Ranged 20 

Target: One creature 

Attack: Intelligence vs. Fortitude 

Hit: 2d1G + Intelligence modifier psychic damage, and you 
pull the target 1 square. If the target is insubstantial, it 
loses the insubstantial quality until the end of your next 
turn. 

Augment 2 

Hit: 2d12 +■ Intelligence modifier psychic damage, and you 
pull the target 5 squares. If you puli the target to a square 
adjacent to you. the target is immobilized until the end 
of your next turn. If the target is insubstantial, it loses the 
insubstantial quality until the end of your next turn. 



Shed Body Uncarnate Utility 1 2 


You cast aside your body, briefly becoming a creature ojpure 

thought. 

Daily t Psionic 

Minor Action Personal 

Effect: You become a being of thought until the end of the 
encounter. In this form, you are insubstantial, gain fly 6 
(hover; altitude limit 2) and a +2 power bonus to AC and 
Reflex, and can’t take standard actions. You can end the 
effect as a minor action. 


Dissolve the Flesh Uncarnate Attack 20 


You concentrate on the matter making up your foe. With a 
psionic strike, you destabilize that matter, and your foe begins fa 
dissolve away. 

Dally ♦ Implement, Psionic 

Standard Action Area burst 1 within 20 squares 

Target: Each enemy in burst 
Attack: Intelligence vs. Fortitude 

Hit: 3d6 + Intelligence modifier damage, and ongoing 10 
damage (save ends). 

First Failed Saving Throw: The target is also dazed (save 
ends). 

Miss: Half damage, and ongoing 5 damage (save ends). 
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RUNEPR1EST 



“The divine runes of mi^ht are stronger than any 
steel, mare dangerous than any spell/' 

CLASS TRAITS 

Role: Leaden The runes you invoke allow you to impart 
strength and vitality to your allies while leaving your 
enemies open to attack. Depending on your choice 
of class features and powers, you might lean toward 
either defender or controller as a secondary role. 

Power Source: Divine. You are a master of divine 
runes, a powerful alphabet that formed the basis of 
the gods’ power. Other runic structures exist, but 
you have mastered the runes of the gods. 

Key Abilities: Strength, Constitution. Wisdom 

Armor Proficiencies: Cloth, leather, hide, chainmail, 
scale; light shield 

Weapon Proficiencies: Simple melee, simple ranged 

Bonus to Defense: +2 Will 

Hit Points at 1st Level: 12 + Constitution score 

Hit Points per Level Gained: 5 

Healing Surges per Day: 7 + Constitution modifier 

Trained Skills: Religion. From the class skills list below, 
choose three more trained skills at 1st level, 

Closs Skiffs; Arcana first). Athletics (Sir), Endurance 
(Con), Heal (Wis), History (lot). Insight (Wis), Reli¬ 
gion (Int) + Thievery (Dex) 

Class Features: Rune Master, rune of mending. Runic 

Artistry 

Isolated in sacred forges and holy libraries, runepriests 
seek to unlock the secrets of the runes of divine power, 
Legend holds that the gods crafted a set of powerful 
nines, each imbued with a core of divine power, to 
help create the world and give it order During the 
long war against the primordial, many of these runes 
were lost. Even the gods only dimly recall the runes of 
power. Somewhere in the forgotten depths of a dun¬ 
geon or the isolated corner of the planes, those ancient 
runes wait to be discovered. A rune priest can learn 
much in the peaceful halls ofa temple, but sooner or 
later he or she must put on armor and go forth to find 
or create a new rune, and in so doing earn a name 
among the masters of rune magic. 

You learned the art of rune smithing from your 
master. Perhaps you sweated over a forge deep w ithin 
a dwarven stronghold, crafting weapons and armor 
for the faithful as part of your apprenticeship. Or you 
might have helped inscribe runes in the living wood 
of the forest, crafting signs to warn of approaching 
enemies. Along the way, you learned how to take 
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inscribed runes and turn them into words and signs 
of power that you can incorporate into your prayers. 
But now, the time for learning is at an end. Now is the 
time for adventure. 

Merge the runes of power with your weapons 
and armor. Call to the gods and channel their might 
against your enemies. The runes are your weapons, 
and the gods’ foes await your judgment. 

Runepriest 
Class Features 

Runepriests have the following class features. 

Rune Master 

Some of your powers have the runic keyword. When 
you are going to use a runic power, you first choose 
one of the runes noted in the power-either the rune 
of destruction or the rune of protection-and then use 
the power, applying the chosen rune’s effects. The 
moment you choose the rune, you enter its rune state. 
You remain in that rune state until you enter another 
rune state or until the end of the encounter. 

Whenever you enter the rune state of the rune 
of destruction or the rune of protection, you gain an 
additional benefit, specified below. The benefit lasts 
while you’re in the rune state. 


RUNEPRIEST OVERVIEW 

Characteristics: You use melee attacks to harass your 
enemies and leave them vulnerable to your allies* attacks. 
With your heavy armor and your ability to heal, you are 
ideally suited for standing on the front line. 

Religion: Runepriests are found among the follow¬ 
ers of all the gods, but they most commonly worship 
Corellon, Erathis, loun, or Moradin. Moradin is a patron 
of smiths and other artisans who seek to master a craft. 
Many runepriests create fine goods as they practice their 
ability to forge runes. Corellon attracts runepriests who 
view the inscribing of runes as an art. loun values the 
protective aspects of rune magic and the knowledge con¬ 
tained in the runes. Erathis favors inventors and others 
who seek knowledge, a perfect match for runepriests who 
seek to uncover or create new runes. 

Races: Deva runepriests favor the way of the Defiant 
Word and create beautiful illuminated manuscripts of 
religious lore, building libraries that grow for generations 
in hidden corners of the Astral Sea. Elf runepriests also 
embrace this path, tending trees and other plants to grow 
in runic patterns to honor the gods. Dwarves, minotaurs, 
and goliaths commonly follow the path of the Wrathful 
Hammer. In great caverns, divine runes decorate dwarven 
chapels as well as secluded minotaur shrines. Goliath 
runepriests carve massive runes atop their holy peaks, 
marking the territory as warded by the gods and serving 
as landmarks for their people as they migrate from one 
mountain to the next. 


Rune of Destruction: Allies gain a +1 bonus to 
attack rolls against enemies that are adjacent to you 
or to any other runepriests w'ho are in this rune state. 

Rune of Protection: While adjacent to you, allies 
gain resist 2 to all damage. The resistance increases 
to 4 at 11th level and 6 at 21st level. 

Rune oe Mending 

You gain the rune of mending power. This rune 
restores your allies’ health and grants them addi¬ 
tional power based on your rune state. 

Runic Artistry 

Many runepriests follow one of the two major tra¬ 
ditions of rune magic: the path of the Wrathful 
Hammer or the way of the Defiant Word. The two tra¬ 
ditions use the same runes but differ in their practices 
and teachings. Choose one of the following options. 

Defiant Word: Whenever an enemy misses you 
with an attack, you gain a bonus to damage rolls 
against that enemy until the end of your next turn. 
The bonus equals your Wisdom modifier, regard 
less of the number of times the enemy misses you in 
a round. 

Wrathful Hammer: You gain proficiency with 
military hammers and military maces. In addition, 
whenever an enemy deals damage to you with an 
attack, you gain a bonus to damage rolls against that 
enemy until the end of your next turn. The bonus 
equals your Constitution modifier, regardless of the 
number of times the enemy damages you in a round. 

Creating a Runepriest 

Your choice of ability scores, powers, and Runic Art¬ 
istry tradition suggests one of two builds based on 
the two most ancient runepriest traditions, the path 
of the Wrathful Hammer and the way of the Defiant 
Word. All runepriests use Strength for their attacks. 
Constitution increases the effect of certain runepriest 
powers, while Wisdom bolsters others. 

Defiant Runepriest 

A length of paper inscribed with runes might appear 
fragile, yet it hangs from the eaves of a temple day 
after day, shrugging off rain, snow, cold, and heat. 

The way of the Defiant Word holds that runes, wher¬ 
ever they are inscribed, provide strength not merely 
by the power they employ, but by binding together 
an object or a person and the concept held within a 
rune. As a defiant runepriest, you fight on the front 
lines, sustaining and aiding your allies with divine 
runes. You focus your efforts on the most dangerous 
enemies, using your magic to restrict their attacks 
and shield your allies from harm. Strength should 
be your highest ability score, followed by Wisdom. 
Choose the Defiant Word as your path of Runic 
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Artistry* and select powers that don’t simply destroy 
vour foes with brute force, but foil their efforts. These 
choices incline vou toward controller as your second 

H* * 

ary role. 

Suggested Class Feature: Defiant Word 

Suggested Feat: Rune of Hope 

Suggested Skills: Arcana, History, Insight, 
Religion 

Suggested At-Will Powers: word of binding, word 
of exchange 

Suggested Encounter Power: divine rune of 
thunder 

Suggested Daily Power: rune of the undeniable 
dawn 

Wrathful Runepriest 

Runeprjests who follow the path of the Wrathful 
Hammer inscribe their runes in stone, metal, and 
ironwood, materials that can withstand the punish¬ 
ing forces that the runes channel. As a wrathful 
runepriest, you lead the attack against the forces of 
evil. Your place is at the forefront of any battle, using 
your hammer to smite your enemies. Strength should 
be your highest ability score, followed by Constitu¬ 
tion* Choose the path of the Wrathful Hammer as 
your form of Runic Artistry, and select powers that 
inspire allies around you and wrap your foes in magic 
that punishes them for not following your edicts* 
These choices incline you toward defender as your 
secondary role. 

Suggested Class Feature: Wrathful Hammer 

Suggested Feat: Rune of Vengeance 

Suggested Skills: Athletics, Endurance, Heal, 
Religion 

Suggested At Will Powers: word of dimmisfimenf, 
word of shielding 

Suggested Encounter Power: anvil of battle 

Suggested Daily Power: rune of endless/ire 

Runepriest Powers 

Your powers are prayers that evoke the power of 
divine runes to smite your enemies and protect your 
allies. You brand your foes with runes and other 
markings, leaving them vulnerable to your allies' 
attacks. Many of your powers have the runic keyword 
(see the sidebar), 

THE RUNIC KEYWORD 

When you are going to use a runic power, you first choose 
one of the runes noted in the power and then use the 
power, applying the chosen rune’s effects* The moment 
you choose the rune, you enter Its rune state* You remain 
in that rune state until you enter another rune state or 
until the end of the encounter 


Class Features 

Each runepriest has the rune of mending power. 


Rune of Mending Runepriest Feature 


The healing rune /Fares with a told blue fire as you trace if in the 
air Miv r une then appears on your allies" armor. 

Encounter (Special) + Divine, Healing, Runic 
Minor Action Close burst S 

(10 at 11 th level, 15 at 21 st level) 
Target: You or one ally in burst 
Effect: The target can spend a healing surge. 

Level 6; The target regains 1d6 additional hit points* 

Level T T:The target regains 2d6 additional hit points. 

Level 16: The target regains 3d6 additional hit points. 

Level 21: The target regains 4d6 additional hit points. 

Level 26: The target regains Sd6 additional hit points. 

Rune of Destruction: You and each ally in the bum gain 
a + 2 power bonus to damage rolls (+4 power bonus at 
11 th level and +6 power bonus at 21 st level) until the 
end of your next turn* 

Rune of Protection: You and each ally In the burst gain a +1 
bonus to all defenses until the end of your next turn. 
Special: You can use this power twice per encounter, but 
only once per round. At T6th level, you can use this pow¬ 
er three times per encounter, but only once per round. 


RUNE MAGIC 

A runepriest handles the least powerful divine runes, 
those that a mortal can inscribe without risking body 
and souk Only the gods and their mightiest servants can 
truly master the greatest divine runes. Two lesser runic 
syllabaries are presented here, those of protection and 
destruction* 

Runes of protection fortify defenses, strengthen the 
spirit, preserve resolve, and deflect an enemy’s attacks* 
Runes of destruction are also known as sigils of unmak¬ 
ing, They weaken steel and stone, degrade flesh and bone, 
disrupt order, and fray thought* 

When you use a runic power, you choose one of the 
runic alphabets with which to empower your prayers, 
often tracing a rune in the air as you use a power. Your 
choice of runic alphabet alters the workings of the power. 
Using runes of protection might enhance the power’s 
bonus to defense, whereas using runes of destruction 
boosts its damage. 

After you use the power, a rune might glow over your 
head, on your weapon, or on your armor—a sign of the 
rune state you have entered. 
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Level 1 At Will Prayers 


Word of Binding Runepriest Attack 1 


You tap you r joe vWlh your weapon and draw on (lit 1 rimeqj 
bmdintj. Divine power roils a roam! the Joe, holding it in place. 

At-Will ♦ Divine, Runic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: Strength modifier damage, and the target is immobi¬ 
lized until the end of your next turn or until you aren't 
adjacent to it. 

Rune of Destruction: Before the end of your next turn, 
the next attack against the target from one of your allies 
deals extra damage to the target equal to your Wisdom 
modifier 

Rune of Protection: One ally adjacent to either you or 
the target gains a power bonus to AC equal to your 
Wisdom modifier until the end of your next turn. 


Word of Diminishment Runepriest Attack 1 


Your weapon glares with golden energy asyou invoke the rune 
oj diminish m*m. That energy ripp/cs forth as you strife*your 
enemy. 

At-Will ♦ Divine* Runic* Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs. AC 

Hit: 1 [W| + Strength modifier damage. 

Rune of Destruction: Until the end of your next turn, the 
target has vulnerable 2 to all damage, but vulnerable S 
against opportunity attacks. 

Level T7: Vulnerable 4, but 7 against opportunity 
attacks. 

Level 2 T: Vulnerable 6, but 10 against opportunity 
attacks. 

Rune of Protection: Until the end of your next turn, the 
target takes a penalty to damage rolls equal to your 
Constitution modifier. 


Word of Exchange Runepriest Attack 1 


The rum? 0 / exc ha up* embodies die opposin^/orres contained 
within (lie divine runic alphabet. What one creature tfaim w an¬ 
other mast lose. 

At-Will ♦ Divine, Runic* Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs. AC 

Hit: 1 [W] + Strength modifier damage. 

Rune of Destruction: Before the end of your next turn, 
the next attack against the target from one of your allies 
deals extra damage to the target equal to your Wisdom 
modifier* and the ally gains temporary hit points equal to 
your Wisdom modifier. 

Rune of Protection: The target takes a -2 penalty to all 
defenses until the end of your next turn, and the next 
ally to hit the target before the end of your next turn 
gains a power bonus to AC equal to your Wisdom mod 
ifier. The bonus lasts until the end of your next turn. 


Word of Shielding Runepriest Attack T 


I he rune of shielding Jla res to life when yourfoe strikes at you 
or your friends, 

At-Will -f Divine* Runic* Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs, AC 

Hit: 1 ] Wj + Strength modifier damage. 

Rune of Destruction: The first time the target hits or 
misses you or an ally adjacent to you with an attack 
before the end of your next turn, the target takes damage 
equal to your Constitution modifier. The target doesn’t 
take this damage if it attacks a creature marking it. 

Rune of Protection: The first time the target hits or miss 
es you or an ally adjacent to you with an attack before 
the end of your next turn, the target of that attack 
gains temporary hit points equal to your Constitution 
modifier. 



! EVEL 1 Encounter Prayers 


Anvil of Battle Runepriest Attack 1 


The rune oj the anvil, when enhanced by your mastery of divine 
magic, allows you to become a bulwark. 

Encounter + Divine* Runic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. Fortitude 

Hit: 1 [W| + Strength modifier damage. Until the start of 
your next turn, you have resist 5 to all damage against 
the target's attacks. 

Rune of Destruction: Until the end of your next turn, 
whenever the target shifts* you or an ally adjacent to you 
can make an opportunity attack against it with a bonus 
to the attack roll equal to your Constitution modifier 
Rune of Protection: Until the end of your next turn, 
whenever the target shifts, you and each ally within 2 
squares of the target can shift 1 square as a free action. 


Divine Rune of Thunder Runepriest Attack f 


You in v fbv run* u/thunder and strike you r foe, hammering 
if with a bourn. 

Encounter ♦ Divine* Runic* Thunder* Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: 1 ] W] + Strength modifier thunder damage. 

Rune of Destruction: Add your Wisdom modifier to the 
damage roll. The target grants combat advantage until 
the end of your next turn. 

Rime of Protection: You push the target a number of 
squares equal to your Wisdom modifier* and it is dazed 
until the end of your next turn. 
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Executioner's Call 


Runepricst Attack 1 


Level 1 Daily Prayers 


Your weapon batters your foe* branding ir with the rune of the 
executioner 

Encounter ♦ Divine, Runic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs, AC 

Hit: 1[W| + Strength modifier damage. Your allies gain a 
+ 2 bonus to damage rolls against the target until the end 
of your next turn. 

Rune of Destruction: One ally within S squares of you 
gains a +4 power bonus to the next attack roll he or she 
makes against the target before the start of your next 
turn. 

Rune of Protection: The target takes a -2 penalty to 
attack rolls until the end of your next turn. 


Flames of Purity Runepriest Attack 1 


You sirike ihc ground, marking it with the rune of purifying fire 
and causing divine /lames to wash over vour enemies. 

Encounter ♦ Divine, Eire, Healing, Runic, Weapon 

Standard Action Close blast 3 

Target: Each enemy in blast 

Attack: Strength vs, AC 

Hit: 1 [ W] 4- Strength modifier fire damage. 

Rune of Destruction: Each ally in the blast gains a +3 
power bonus to damage rolls until the end of your next 
turn. 

Rune of Protection: Each ally in the blast regains 3 hit 
points. 



Rune of Endless Fire Rune priest Attack 1 


The sun was shupi J by the rune q/ endless/ire. You Invoke the 
least fat ru t/the rune to wreathe your foe in golden, killing 
light. 

Daily + Divine, Fire, Radiant, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: 2[W| + Strength modifier fire and radiant damage, and 
the target is blinded until the end of your next turn. 

Miss: Half damage. 

Effect: Until the end of the encounter, you gain a + 2 
bonus to damage rolls, your attacks deal fire and radiant 
damage instead of their normal damage types, and the 
number of hit points and temporary hit points granted by 
your powers increases by 4. 


Rune of Iron’s Rebuke Runepriest Attack 1 


The nim: of Irons rebuke was first inscribed during file perfor¬ 
mance of a groat rifuaf that bound the golem Joins within the 
depths of the E le men ta ! Chaos. 

Daily ♦ Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: 2[W| + Strength modifier damage, and the target is 
slowed and cannot shift (save ends both). 

Miss: Half damage, and the target is slowed and cannot shift 
until the end of your next turn. 

Effect: Until the end of the encounter, while the target is 
adjacent to you, it takes damage equal to your Strength 
modifier when any attack misses it and deals no damage 
on a miss. 


Rune of the Runepriest Attack 1 

Undeniable Dawn 


hr rht* ancient days, fhe^ads t reated a mighty rixiie to protect 
thdr astral domains against the primordial^. You strike this 
rune info the ground, creating a consecrated space. 

Dally ♦ Divine, Radiant, Weapon, Zone 

Standard Action Close burst 3 

Target Each enemy in burst 

Attack: Strength vs. AC 

Hit: 1 [Wj + Strength modifier radiant damage. 

Miss: Half damage. 

Effect The burst creates a zone that lasts until the end 
of your next turn. You and your allies gain a +2 power 
bonus to all defenses while within the zone. 

Sustain Minor; The zone persists. 
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Level 3 Encounter Prayers 


Rune of Twillght'sO&eacon Runepriest Attack 1 


Yon trace it rune in ike uir, rke first of the sever; runes that 
rep resen f (he flares 0 /death. 7/re/i rst gate symbolizes deaths 
undeu iahfe cull. 

Daily 4 Divine, Weapon; Varies 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. Fortitude 

Hit: 2|W! + Strength modifier necrotic or radiant damage. 
Miss: Half damage* 

Effect: Choose an ally within S squares of you* Until the 
end of the encounter, the target takes 5 necrotic or radi¬ 
ant damage whenever it doesn't end its turn adjacent to 
that ally* This effect ends if the ally ends his or her turn 
not adjacent to the target. 

Level 2 Utility Prayers 


Icon of Victory Runepriest Utility 2 


The irons of victory were runes that steeled the divine echelons 
against die primordial hordes. You invoke the ieasr of these 
runes, inspiring your allies to victory 

Daity 4 Divine, Zone 
Minor Action Close burst 1 

Effect; The burst creates a zone that lasts until the end 
of your next turn. You and your allies gain a + 2 power 
bonus to attack rolls while within the zone* 

Sustain Minor: The zone persists. 


Mark of Skilled Effort Runepriest Utility 2 


You ad! on die runes of knowledge ro grant to an ally the ski/I 
he or she needs to complete a daunting tusk* 

Encounter 4 Divine 

Minor Action Ranged 10 

Target; One ally 

Effect: Until the end of your next turn, the target gains a 
+ r -> power bonus to his or her next untrained skill check 
or a +2 power bonus to his or her next trained skill 
check. 


Rune of the Final Effort Runepriest Utility 2 


You trace the rune of the final effort on your ally, granting him 
or her flic resilience needed to see the tattle to the end. 

Encounter 4 Divine 

Minor Action Melee 1 

Target: One bloodied ally 

Effect: Until the end of your next turn, the target gains a 
+5 power bonus to all defenses. 


Shield of Sacrifice Runepriest Utility 2 


You invoke the rune of sacrifice* ensuring (hot he or she who 
gives strength m the name of the gods will also receive their 
protection. 

Daily 4 Divine, Healing 

Minor Action Close burst 5 

Target: You or one ally in burst 

Effect: The target loses a healing surge. One or two allies 
within 5 squares of the target regain hit points as if they 
had each spent a healing surge. The target and each ally 
who regained hit points gain a +S power bonus to AC 
until the end of your next turn. 


Beacon of Vengeance Runepriest Attack 3 


You invoke a rime of avenging light that hums die image of one 
of your allies from your joe s mind* 


Encounter 4 Divine! Radiant, Runic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: 11WJ + Strength modifier radiant damage* and one ally 
adjacent to the target becomes invisible to it until the 
end of your next turn. 

Rune of Destruction: If the ally's next attack against the 
target before the end of your next turn is against AC, it is 
against Reflex instead if that defense is lower. 

Rune of Protection: The ally can use a free action to shift 
a number of squares equal to your Wisdom modifier. 


Symbol of Wrath Reversed Runepriest Attack 3 


You ft rand your foe whit the symbol of wrath reversed* The mare 
the enemy struggles against \mi w the more the symbol lends 
st re; i J 11 o yo u a mi yo u r a 11 ies. 

Encounter 4 Divine, Healing, Runic, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs. AC 

Hit: 1|W] + Strength modifier damage. 

Rune of Destruction; The target's first attack during its 
next turn provokes an opportunity attack from you or an 
ally of your choke. 

Rune of Protection: If the target makes any attacks dur¬ 
ing its next turn, you and each ally within 3 squares of 
it regain hit points equal to your Constitution modifier. 


Word of Alliance Runepriest Attack 3 


You weave together your allies 1 strength. cotnhmfngyour efforts 
to overwhelm your enemy. 

Encounter 4 Divine, Runic, Weapon 

Standard Action Melee weapon 

Target; One creature 

Attack: Strength vs. AC 

Hit: 2[W] + Strength modifier damage. 

Rune of Destruction: Until the end of your next turn, 
when any ally attacks the target, he or she gains a power 
bonus to the attack roll equal to the number of his or her 
allies adjacent to the target. 

Rune of Protection: Until the end of your next turn, the 
target takes a penalty to attack rolls equal to the num¬ 
ber of your allies adjacent to it when it attacks. 


Word of the Blinding Shield Runepriest Attack 3 


You rail out the word of the Minding shield, creating a halo of 
ene r gy that jirotor ts ranr a Ify 


Encounter 4 Divine, Radiant, Runic, Weapon 

Immediate Interrupt Close burst 5 

Trigger: An enemy makes an attack roll against your ally 

Target: The triggering enemy in burst 

Attack: Strength vs, fortitude 

Hit: The target is blinded until the end of its turn. 

Rune of Destruction: The target also takes radiant damage 
equal to your Constitution modifier. 

Rune of Protection: The ally gains temporary hit points 
equal to your Constitution modifier. 
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Level 5 Daily Prayers 


Rune of the Final Act 


Cage of Light Runepriest Attack S 


You slam your weapon into the ground, imprinting a rune of 
irnprisortnitmi that raiLsCS hphf to wash aver your enemies. 

Daily ♦ Divine, Radiant, Weapon, Zone 

Standard Action Close blast 3 

Target: Each enemy in blast 

Attack: Strength vs. Will 

Hit: 2[W| + Strength modifier radiant damage. 

Miss: Half damage. 

Effect: The blast creates a zone that lasts until the end of 
your next turn. Leaving the zone costs enemies 2 extra 
squares of movement. Any enemy that attacks an ally 
who is within the zone grants combat advantage (save 
ends). 

Sustain Minor: The zone persists. 


Rune of Arrow’s Flight Runepriest Attack 5 


frt the elder days, Gmurnsh curved this rime to^juide (ore I Ion's 
arrow into the heart of a primordial serpent, fordton later used 
(he same rune against Gruurrtsh to destroy Ids eye. 

Daily ♦ Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. Will 

Hit: 2[W| + Strength modifier damage, and the target 
grants combat advantage when targeted by area attacks 
and ranged attacks and has vulnerable 5 to all damage 
from area attacks and ranged attacks (save ends both). 
Aftereffect: The target grants combat advantage when 
targeted by area attacks and ranged attacks until the end 
of your next turn. 

Miss: Half damage, and the target grants combat advan¬ 
tage when targeted by area attacks and ranged attacks 
until the end of your next turn. 

Effect: Until the end of the encounter, enemies don't grant 
cover to the target against ranged attacks. 


Rune of the Ember of Wrath Runepriest Attack 5 


You strike your Joes, branding them with the rime of the ember 
of wrath. 

Daily ♦ Divine, Fire, Weapon 

Standard Action Melee weapon 

Target: One or two creatures 

Attack: Strength vs, AC 

Hit: 1 [ W) + Strength modifier fire damage. 

Miss: Half damage. 

Effect: tf you attack only one creature with this power, it 
takes ongoing 5 fire damage (save ends). IF you attack 
two creatures, both are affected by the ember of wrath 
(save ends). Until the ember ends on a target, whenever 
that target is hit by a melee or a ranged attack, the other 
target takes 5 fire damage. 


Runepriest Attack S 


You invoke rJir >econd of the seven runes that represent the gates 
of death. J he second gate embodies the souls first step from the 

body. 

Daily ♦ Divine, Weapon; Varies 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. Fortitude 

Hit: 2[W] + Strength modifier necrotic or radiant damage. 
Miss: Half damage. 

Effect: The target is affected by a deathly rune (save ends). 
Until the rune ends, you and your allies gain a + 2 power 
bonus to damage rolls against the target. Whenever you 
or any of your allies hit the target, the bonus increases 
by 1 

Level 6 Utility Prayers 


Banner of Alliance Runepriest Utility 6 


You invoke flic rune of shared pains, a I touting you to absorb the 
punishment meant for an ally 

Daily ♦ Divine 

Minor Action Close burst S 

Target; One ally in burst 

Effect: Until the end of the encounter, whenever the target 
takes damage, you can use an immediate interrupt to 
take the damage in the target's place. 


Compact of Peace Runepriest Utility 6 


You invoke fhe runes of peace, making a pledge to set aside your 
weapons and giving you and your allies the chance to negotiate. 

Encounter ♦ Divine 
Minor Action Close burst 5 

Target: You and each ally in burst 
Effect: Each target gains a +5 power bonus to Diplomacy 
checks and Insight checks until the end of your next turn. 
The effect ends if any target makes an attack. 


Rune of Meritorious Alacrity Runepriest Utility 6 


As battle begins, you invoke the rime of meritorious alacrity, 
brirtyjin^j your friends instantly to readiness. 

Daily ♦ Divine 

Free Action Ranged sight 

Trigger: You roll initiative 
Target: You and each ally 

Effect: Each target gains a +10 bonus to his or her initia¬ 
tive check. 


Rune of Unyielding Steel Runepriest Utility 6 


The rune of unyielding steel strengthens anything, evert a living 
creature's skin, to the point that arrows and blades bounce off it. 

Encounter ♦ Divine 
Standard Action Melee 1 

Target: One ally 

Effect; The target gains a + 2 power bonus to all defenses 
until the end of your next turn or until he or she is no 
longer adjacent to you. 
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Levil 7 Encounter Prayers 


Word of Befuddlement 


Gathering Storm Intonation Runepricst Attack 1 


You rap your foe with your weapon, placing a rum of storm 
upon it. 

Encounter 4 Divine, Lightning, Runic, Weapon 
Standard Action Melee weapon 

Primary Target: One creature 
Primary Attack; Strength vs. Reflex 
Hit: 1 |W| + Strength modifier lightning damage. Until 
the end of your next turn, you can make the following 
secondary attack, using a square in the primary target's 
space as the origin square. 

Opportunity Action Close burst 1 
Trigger: The primary target makes an attack 
Secondary Target: Each enemy in burst other than the 
primary target 

Secondary Attack: Strength vs. Reflex 
Hit: Strength modifier lightning damage. 

Rune of Destruction: The primary target takes 
lightning damage equal to your Constitution modifier. 
Rune of Protection: You slide the secondary target 
2 squares. 


Rune of Roaring Fire Runepricst Attack 7 


Your attack leaves a rune of fire on your fae t causing a torrent of 
flame to surround iL 

Encounter 4 Divine, Fire, Runic, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs. AC 

Hit 2[W] + Strength modifier fire damage. 

Rune of Destruction: Until the end of your next turn, the 
target takes fire damage equal to 5 + your Constitution 
modifier whenever it makes an opportunity attack. 

Rune of Protection: Until the end of your next turn, you 
and your allies have concealment against the target, 
and the target takes a penalty to Perception checks 
equal to your Constitution modifier 


Symbol of Cowardice Runepriest Attar k 7 


Ytmr divine Nia#ic injects the target with overwhelming/ear, 
ruin in# its attacks or causing it to shrink away from your allies. 

Encounter 4 Divine, Fear, Runic, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack; Strength vs, Will 

Hit: 2[W| t Strength modifier damage. 

Rune of Destruction: Until the end of your next turn, each 
ally who ends his or her turn adjacent to the target can 
push the target 1 square as a free action. 

Rune of Protection: Until the end of your next turn, 
the target takes a penalty to attack rolls equal to your 
Wisdom modifier + the number of your allies adjacent 
to It, 


Ru nv priest Attack 7 


You cruft a cumtin# runic phrase and invoke it as you strike 
your opponent, smashing its intellect, ft Ji#Jifs hkc a wild beast, 
lash in# out in pain when injured. 

Encounter 4 Divine, Runic, Weapon 

Standard Action Melee weapon 

Target; One creature 

Attack; Strength vs. Will 

Hit: 2|W] + Strength modifier damage. 

Rune of Destruction: Until the end of your next turn, the 
first time any of your allies hits the target, the target 
makes a melee basic attack as a free action against an 
enemy of your choice. 

Rune of Protection: Until the end of your next turn, the 
target takes a -5 penalty to attack rolls against your 
allies who aren't adjacent to it. 



Level 9 Daily Prayers 


Rune of Boundless Fury Runepriest Attack 9 


Kardjirst curved this rune, culfin# it into fhejlesh of a primor 
dial h east, His sacred berserkers, rlieir wrath fired by the bloudy 
symbol, overwhelmed the foe. 

Daily 4 Divine, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs. AC 

Hit: 2[W] + Strength modifier damage. 

Miss: Half damage. 

Effect: Until the and of your next turn, whenever any ally 
starts his or her turn adjacent to the target, that ally can 
make a melee basic attack against the target as a free 
action. 


Rune of Death’s Verge Runepriest Attack 9 


You invoke the third off he seven runes that represent die gates 
of death. The third gate shims shut as the soul passes through, 
severing the soul s link to its body. 

Daily 4 Divine, Weapon; Varies 

Standard Action Melee weapon 

Primary Target: One creature 

Primary Attack: Strength vs. Fortitude 

Hit: 2JW] + Strength modifier necrotic or radiant damage. 

Miss: Half damage. 

Effect: Until the end of the encounter, you can make the 
following secondary attack, using a square in the primary 
target's space as the origin square. 

Opportunity Action Close burst 3 

Trigger: The primary target drops to 0 hit points 

Secondary Target: Each enemy in burst 

Secondary Attack: Strength vs. Will 

Hit: The secondary target is dazed (save ends). 
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Rune of Shielding Runepriest Attack 9 


You Inscribe a rune of contain men( on your foe to prufcct von 
and yoiiriiflies from atfaefes that rage astound the foe. 

Daily ♦ Divine, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs, AC 

Hit: 3[W| + Strength modifier damage. 

Miss: Half damage. 

Effect: Until the end of the encounter, when the target 
is included as a target of a close or an area attack 
that also includes you or any of your allies, the attack 
automatically misses you and your allies. 


Unconquered Redoubt Runepriest Attack 9 


With a mighty swing, you place the rune of the uriainquered 
redoubt into the ground. The blast knocks your enemies buck as 
your magic weaves a defense. 

Daily ♦ Divine, Radiant, Weapon, Zone 
Standard Action Close blast S 

Target: Each enemy in blast 
Attack: Strength vs. Fortitude 

Hit: 1 [W] + Strength modifier radiant damage, and you 
push the target 4 squares. 

Miss: Half damage, and you push the target 1 square. 

Effect: The blast creates a zone that lasts until the end of 
your next turn. While within the zone, you and your allies 
gain a +2 power bonus to AC and resist 5 to all damage 
against dose attacks and area attacks. 

Sustain Minor: The zone persists. 

Level 10 Utility Prayers 


Banner of Resolution Runepriest Utility 1 o 


You invoke the nine oj resolve, granting your oily the bravery 
mid stren^t/r needed lo repel the enemy 

Daily * Divine 

Minor Action Close burst 5 

Target; One ally in burst 

Effect: Until the end of the encounter, the targetgalns 5 
temporary hit points whenever he or she hits with an 
attack. 


Rune of Daunting Light Runepriest Utility 10 


You invoke a rune on yourself and your allies that makes you all 
appear daunting even when your defenses are down. 

Encounter 4 Divine 

Minor Action Close burst 5 

Target: You and each ally in burst 

Effect: The targets don't grant combat advantage until the 
end of your next turn. 


Rune of Shared Lore Runepriest Utility 10 


You invoke fhe rune of shared lore. Your skill is your allies" skill, 
and theirs Is yours. 

Daily 4 Divine 

Minor Action Close burst S 

Target: You and each ally in burst 
Effect: Choose a skill Until the end of the encounter, 
whenever each target makes a check with that skill, he 
or she uses the highest bonus for that skill from among 
all the targets, 
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Rune of the Astral Winds Runepriest Utility 10 


You place u note of fhe astral winds an your ally, allowing him 
or her to dip by your enemies in safety, 

At-Will 4 Divine 

Move Action (Special) Melee touch 
Target: One ally 

Effect: You slide the target 4 squares. 

Special: You can use this power only once per round. 

Level 13 Encounter Prayers 


Iron Redoubt Runepriest Attack 1 3 


You Invoke fhe rimes of iron and perseverance, a combination 
that allowsyou to stand against the enemy $ mightiest attacks 

Encounter 4 Divine, Runic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: 1 [W] + Strength modifier damage, and you mark the 
target until the end of your next turn. 

Rune of Destruction: Until the mark ends, you can use an 
opportunity action to make a melee basic attack against 
the target when it makes any attack that doesn’t include 
you as a target. You gain a power bonus to the attack 
roll and the damage roll against the target equal to your 
Wisdom modifier. 

Rune of Protection: Until the end of your next turn, the 
target takes a penalty to damage rolls equal to your 
Wisdom modifier. 

Effect: Until the end of your next turn, you have resist 5 to 
all damage against the targets attacks. 


whirling Storm Word Runepriest Attack 13 


The word of whirling storms carries within if the power of an 
astral hurricane. You impart this energy wyour foe* causing the 
nine's energy lo push and pull it, ruining its defenses. 

Encounter 4 Divine, Runic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: 1 (Wj 4* Strength modifier damage, and the target 
grants combat advantage until the end of your next turn. 
Rune of Destruction: Until the end of your next turn, 
while the target is flanked, you and your allies gain 
a bonus to damage rolls against it equal to your 
Constitution modifier. 

Rune of Protection; Until the end of your next turn, 
the target takes a penalty to attack rolls equal to your 
Constitution modifier 


Word of Astral Defiance Runepriest Attack \ 3 


Runes of power radiate defiant Jiflht around you and either 
wea keii your foes or defend your alii es. 

Encounter 4 Divine, Radiant, Runic, Weapon 
Standard Action Close burst 1 

Target: Each creature in burst 
Attack: Strength vs. Reflex 

Hit: 1 |W| + Strength modifier radiant damage, and you 
slide the target 1 square. 

Rune of Destruction: Until the end of your next turn, the 
target has vulnerability to all damage while adjacent to 
you. The vulnerability equals your Wisdom modifier 
Rune of Protection: Until the end of your next turn, allies 
gain a power bonus to all defenses while adjacent to 
you. The bonus equals your Wisdom modifier. 















MIAMI M l fM 


Word of Lingering Ttiupder Runepriest A track 13 


Your weapon burns the word of lingering thunder on your foe. 

If thill foe draws too dose toyflur allies or mows aww/rom a 
specific combatant, the rune’s energy roars/orih to punish it. 

Encounter ♦ Divine, Runic, Thunder, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: 2|W] + Strength modifier thunder damage. 

Rune of Destruction: Choose one or two allies within 5 
squares of you. If the target enters a square adjacent to 
either of those allies during its next turn, it takes thunder 
damage equal to your Constitution modifier and falls 
prone. 

Rune of Protection: Choose one ally within 5 squares 
of you. If the target moves away from that ally duri ng 
its next turn, it takes thunder damage equal to your 
Constitution modifier and falls prone. 

Level 15 Daily Prayers 


Brand of Arcing Lightning Runepriest Attack 15 


h tnfrtg plays a long yo u r wai pen t is van am k k \ v u r foe. The 
iLjJitniu^ then jumps to strike at other foes. 

Daily ♦ Divine, Lightning, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: 3|W| + Strength modifier lightning damage, 

MUs: Half damage. 

Effect: The target is affected by a lightning brand (save 
ends). Until the brand ends, whenever you or any of your 
allies hit the target, an enemy within S squares of the 
target takes lightning damage equal to 5 + your Strength 
modifier. 


Rune of judgment's Levy Runepriest Attack 1 S 


Souls are judged in the afterUfe and must account for their 
deeds. This rune, the/ourth of the sever: runes that represent the 
gates of death, symbolizes that step alon# the so id's journey. 

Daily + Divine, Weapon 

Standard Action Melee weapon 

Target: One creature 

Primary Attack: Strength vs. Reflex 

Hit: 2[W| + Strength modifier damage. 

Miss: Half damage. 

Effect: You mark the target until the end of the encounter. 
Until the mark ends, you can make the following second¬ 
ary attack against the target. 

Immediate Interrupt Close burst 5 
Trigger: The target makes an attack that doesn't include 
you as a target 

Secondary Attack: Strength vs. Will 
Hit; 1 |W] damage. 



Rune of the First Fortress Runepriest Attack l S 


Tin I r >r \ iTriress was a redoubt built to defend against the 
primordial*' attach on fhe Astral Sea. This rune was carved to 
bolster the fortress's gates. 

Daily ♦ Divine, Weapon, Zone 
Standard Action Close burst 3 

Target; Each enemy in burst 
Attack: Strength vs, AC 
Hit: 2|Wj + Strength modifier damage. 

Miss: Half damage. 

Effect The burst creates a zone that lasts until the end of 
your next turn. While, within the zone, you and your al¬ 
lies gain resist 5 to all damage. Any enemy that willingly 
enters the zone is immobilized until the end of your next 
turn. 

Sustain Minor: The zone persists. 


Rune of the Flanking Wind Runepriest Attack 1 5 


You imprint the rune of the flanking wind on vmtr/oc, Thus 
summoned, flic wind carries your allies info position against the 
foe and protects them. 


Dally ♦ Divine, Teleportation. Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs. Reflex 

Hit: 3|W| + Strength modifier damage. 

Miss: Half damage. 

Effect: Choose one ally within 10 squares of you. You 
teleport that ally to a square where he or she flanks the 
target. Until the end of the encounter, you and your allies 
gain a +2 power bonus to all defenses while flanking the 
target. 
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Level 16 Utility Prayers 


Mark of Battle's End 


Rune of Preservation Runepriest Utility 16 


The nine of preservation grants its targets flu 1 abiliry to with¬ 
stand ntwefes that would cripple a normal creature. 

Encounter ♦ Divine, Healing 
Minor Action Close burst 5 

Target: Two allies in burst or you and one ally in burst 
Effect: Each target gains resist 5 to all damage until the 
end of your next turn. In addition, each target can spend 
a healing surge. 


Rune of Reinvigoration Runepriest Utility 16 


This polcm symbol infuses you and your allies with energy. 

Daily 4 Divine, Healing 
Minor Action Close burst 5 

Target: You and each ally in burst 
Effect: Each target regains hit points as if he or she had 
spent a healing surge and gains a +4 power bonus to all 
defenses until the end of your next turn. 


Rune of the Unblinking Eye Runepriest Utility 16 


A gentle f lif washes over the area, allowing you and your allies 
to see details dun would otherwise escapeyour notice. 

Daily 4 Divine 

Minor Action Close burst 5 

Target: You and each ally in burst 
Effect: Each target gains a +5 power bonus to Perception 
checks until the end of the encounter. 


Rune of the Warded Path Runepriest Utility 16 


Vbu invoke fhe rune oj rhe warded path, a mart once used by 
rhtMjDtls to ensure rhe safety of secret ways through (he planes. 

Encounter 4 Divine 
M inor Action Close burst 5 

Effect: Choose up to Four unoccupied squares in the burst. 
Until the end of your next turn, you and your allies don’t 
provoke opportunity attacks when leaving those squares. 

Level 17 Encounter Prayers 


Rune of the Astral Phalanx Runepriest Ait,irk 17 


You invoke a rune that marked the battle standards of the 
divine armies In the earliest days of creation and that bound 
an^efjfjod. and mortal together in a u n if ted htf ng force* 

Encounter 4 Divine, Runic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: 1 |W[ + Strength modifier damage, and each ally adja¬ 
cent to the target can make a melee basic attack against 
it as a free action. 

Rune of Destruction: Each ally gains a bonus to the 
melee basic attack’s damage roll equal to your Wisdom 
modifier. 

Rune of Protection: Each ally can shift a number of 
squares equal to your Wisdom modifier as a free action, 
instead of making the melee basic attack. 


Runepriest Attack 1 7 


As your slums infoyour fog, the mark of battles cud 

blazes an the foe. Other enemies staler away ; pushed back by 
the mark s power. 

Encounter 4 Divine, Runic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: 3 fW [ + Strength modifier damage, and you push each 
enemy within 3 squares of the target 3 squares away 
from it. 

Rune of Destruction: You slide each ally within 3 squares 
of the target 3 squares to a square adjacent to the target. 
Rune of Protection: You push each ally within 3 squares 
of the target 3 squares away from it. 


Whisper of the 

Runepriest Attack 17 

Cunning Step 



Many runes embody a principle of balance* As you invoke rhe 
rune of theca imin# step, you steal a foes speed and agility and 
grant it to an ally. 

Encounter 4 Divine, Runic, Teleportation, Weapon 
Standard Action Melee weapon 

Ta rget: O n e c rea tx i re 
Attack: Strength vs. AC 

Hit: 2[W] -I- Strength modifier damage, and the target is 
slowed until the end of your next tu rn. 

Rune of Destruction: One ally within 5 squares of you 
can use a free action to shift half h Is or her speed. If that 
ally ends this shift adjacent to the target, the ally gains a 
+ 2 power bonus to the next attack roll he or she makes 
against the target before the end of your next turn. 

Rune of Protection: One ally within 5 squares of you can 
use a free action to teleport a number of squares equal 
to his or her speed 4- your Wisdom modifier. 


Word of Healing Assault Runepriest Attack 1 7 


A single empowered ward infuses your allies with inijjhr and 
returns flieir health* 

Encounter 4 Divine* Healing, Runic 
Standard Action Close E>urst 5 

Target: One or two allies in burst 

Effect: Each target can make a basic attack as a free action. 
If a target’s attack hits, he or she can also spend a healing 
surge and regain 2d10 additional hit points. 

Rune of Destruction: The basic attacks each deal extra 
damage equal to your Constitution modifier. 

Rune of Protection: Each target gains resist 5 to all 
damage until the end of your next turn. 













Level 19 Daily Prayers 


Mark of 111 Luck Runepriest Attack 19 


Von place ;Iii mark of ill fuck onyourfoe. Hit’ mark ensures 
that failed attacks rkockt^t onto ihat/ae. 

Daily 4 Divine, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs, AC 

Hit: 31W[ + Strength modifier damage. 

Miss: Half damage. 

Effect: Until the end of the encounter, the target takes 5 
damage both when a ranged attack against a creature 
within S squares of it misses and when a melee attack 
against a creature adjacent to it misses. 


Rune of Rust Runepriest Attack 19 


As you strike-■ votir joe, dull red energy spreads across ti in the 
pattern of the rune of rust, a mark of the decay oj all things. 

Daily 4 Divine, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs. Reflex 

Hit: 3|Wj + Strength modifier damage. 

Miss: Half damage. 

Effect: The target takes a -4 penalty to AC {save ends). 
Each Failed Saving Throw: The penalty increases by 2. 
Aftereffect: The penalty persists until the end of the tar 
get's next turn. 


Rune of the Threshold Runepriest Attack 19 


J he J \ frl i of the seven r u n es that rep resent i h e #a f es of d m 111 
embodies ihe threshold a soul must pass on its way to its final 
reward. Only the most strung willed of creatures can resist that 
gates lure. 

Daily 4 Divine, Weapon 

Standard Action Melee weapon 

Target; One creature 

Attack: Strength vs. Will 

Hit: 3(W] + Strength modifier damage. 

Miss: Half damage. 

Effect: Until the end of your next turn, whenever the target 
saves against an effect, that effect instead persists until 
the end of the target's next turn. 


Rune of Warding Light Runepriest Attack 19 


You invoke tJu nine of warding light. which produces a fortified 
area i lit it vaur enemies have little chance afbreachmg* 

Dally 4 Divine, Radiant, Weapon, Zone 
Standard Action Close burst 2 

Effect: The burst creates a zone that lasts until the end 
of your next turn. You and your a llies have cover while 
within the zone. While the zone persists, you can make 
the following attack, using the burst's origin square as 
the attack's origin square. 

Opportunity Action Close burst 2 

Trigger: An enemy enters the zone or starts its turn there 

Target: The triggering enemy in burst 

Attack: Strength vs. Will 

Hit: 1 [W] + Strength modifier radiant damage, and you 
slide the target 3 squares. 

Sustain Minor: The zone persists. 


Level 22 Utility Prayers 


Ranner of the Undefeated Runepriest UtiI ity 2 2 


You forge a rune of endless battle* one that compehyour allies 
to fight on even when death tugs ar them* 

Daily 4 Divine 

Minor Action Close burst S 

Target; You and each ally in burst 

Effect: Until the end of the encounter, the dying condition 
doesn't cause the targets to fall unconscious. Each target 
instead falls unconscious when he or she fails a death 
saving throw. 


Banner of Victory Runepriest Utility 2 2 


You forge a rune of victory; keep hi// your allies on their feet 
while your foes suffer. 

Daily 4 Divine, Healing, Zone 
Minor Action Close burst S 

Effect; The burst creates a zone that lasts until the end of 
your next turn. While within the zone, you and your allies 
have regeneration fj while bloodied. While within the 
zone, your enemies have vulnerable 5 to all damage. 
Sustain Minor: The zone persists. 


Rune of the Hero’s Resolve Runepriest Utility 22 


rhe rime of the hero’s resolve allows a single warrior tofight 
with the vigor and purpose of two combatants. 

Daily 4 Divine 

Minor Action Close burst 5 

Target: You or one ally in burst 

Effect; The target gains temporary hit points equal to his 
or her current hit point total and can take a standard 
action as a free action. 


Symbol of Defiance Runepriest Utility 22 


i lie symbol of defta neefo rti/ics yo u r allies when your foes be¬ 
lieve they have dt’/caiedvou. 

Encounter 4 Divine 
Minor Action Close hurst 5 

Target: Each bloodied ally in burst 
Effect: You slide each target 5 squares. Until the end of 
your next turn, each target gains a power bonus to all 
defenses equal to your Wisdom modifier. 

Level 23 Encounter Prayers 


Mark of Untamed Wrath Runepriest Attack 23 


, VI any divine runes contain the power of wrath, since they arose 
during the Dawn War, This rune turnsyour enemy's anger into 
destruction for its cohorts. 

Encounter 4 Divine, Runic, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs. Will 

Hit: 3|W| + Strength modifier damage. 

Rune of Destruction: Until the end of your next turn, 
when any of your allies hit the target, each enemy 
adjacent to the target takes 5 damage. 

Rune of Protection: Until the end of your next turn, the 
target must include your enemy nearest to it as a target 
of its attacks. If the target can't include any of your en 
emies when U makes an attack, the target is dazed until 
the end of its next turn, after it makes the attack, 

CHAPTER 2 | Chtiracter Classes 

_ ^ 


RUNEPRIEST 





















Rune of Rising Fury Runepriest Au.ick 2 3 


You call /brfh fhr rune ofrising fury, pfadn# it among your foes. 
As year fill’te? press the attack, the rifnejjlows red and incites 
t h c m i o g vea ter glory. 

Encounter ♦ Divine, Runic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs, AC 

Hit: Three of your allies can each make a basic attack 
against the target as a free action once during each of 
their next turns. 

Rune of Destruction: The allies have combat advantage 
against the target for the basic attacks. 

Rune of Protection: The allies can each shift 1 square as 
a Free action after making the basic attack. 


Rune of the Runepriest Attack 23 

Wandering Star 


You invoke the rune of the waiukrlft# slur. A mote of energy 
appears and sears your enemies with Ityhr. 

Encounter ♦ Divine, Radiant, Runic, Weapon 

Standard Action Melee weapon 

Ta rget: 0 n e c re at u re 

Attack: Strength vs, AC 

Hit: 2|W] + Strength modifier radiant damage. 

Rune of Destruction: The target takes extra radiant 
damage equal to your Constitution modifier. At the end 
of the target s next turn, each enemy within 5 squares 
of it takes radiant damage equal to your Constitution 
modifier. 

Rune of Protection: The target takes a -2 penalty to the 
next attack roll it makes before the end of your next 
turn. At the end of the target's next turn, each enemy 
within 5 squares of it takes a penalty to damage rolls 
on that enemy's next turn. Fhe penalty equals 5 + your 
Constitution modifier. 


Tide of Victory Runepriest Attack 23 


You trace the rune 0 / imminent victory on your foe, which quails 
\n terror, since it now sees flint nm and your allies ore tin in 
do mi table force. 

Encounter ♦ Divine, Fear, Runic, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs. Will 

Hit: 3[W| + Strength modifier damage. 

Rune of Destruction: You push the target a number of 
squares equal to the number of your allies within 3 
squares of it. The target also takes extra damage equal to 
your Constitution modifier. 

Rune of Protection: Until the end of your next turn, 
whenever the target makes an attack roll, it takes a 
penalty to that roll equal to the number of your allies 
within 3 squares of it. 


Level 25 Daily Prayers 


Rune of Allied Effort Runepriest Attack 25 


The ijods unleashed monstrous energy against their enemies 
during iI i e D a wn VVa r, 1 h e ru n e of alii d effo r£ erts u red t h a f 
such power did not harm their allies. 

Dally ♦ Divine, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs, AC 

Hit: 6[WJ + Strength modifier damage. 

Miss: Half damage. 

Effect: Until the end of the encou nter, when the target is 
included as a target of a dose or an area attack that also 
Includes you or your allies, you and each ally included in 
the attack can choose not to be targeted by it. 


Rune of the Runepriest Attack 25 

Conquering Sign 


The/oc you curse with this rune has fifth 1 hope of escaping your 
allies relentless attacks. 

Daily + Divine, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs, AC 

Hit: 4[W| + Strength modifier damage. 

Miss: Half damage. 

Effect: The target is affected by the conquering sign (save 
ends). Until the sign ends, each ally within 5 squares of 
the target can make a basic attack against it as a free 
at tinn at the start of each of the target's turns. 


Run€ of the Runepriest Attack 2 5 

Penultimate Step 


The sixth of the seven nines dial represent flic gates of death 
desi ifhes the urjrt-fo fast step a soul takes on its final journey A* 
r'us stage, the soul enters a sfatc of deep slumber as it prepares 
for its final destination. 

Daily ♦ Divine, Weapon 

Stan d a rd Act to n Me lee wea pan 

Target: One creature 

Attack: Strength vs. Fortitude 

Hit: The target is stunned (save ends). 

First Failed Saving Throw: The target is unconscious 
instead of stunned (save ends). 

Miss: The target is stunned (save ends). 


Sylarian Sign Runepriest Attack 25 


The Svlfirkin Si#u is a potent symbol of divine magic that ex 
fimpnshes fhe elemental nature qfpnmurdktls and other foes of 
the gods. 

Daily ♦ Divine, Weapon 
Standard Action Close blast 5 

Target: Each enemy in blast 
Attack: Strength vs. Reflex 

Hit: 4[Wj + Strength modifier damage, and the target 
doesn't benefit from resistances or immunities until the 
end of the encounter. In addition, the target takes a -10 
penalty to damage rolls that deal acid, cold, fire, light' 
nlng, or thunder damage (save ends). 

Miss: Half damage, and the target’s resistances are reduced 
by 10 until the end of the encounter. In addition, the 
target takes a -5 penalty to damage rolls that deal add, 
cold, fire, lightning, or thunder damage (save ends). 
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Level 27 Encounter Prayers 


Invocation of Career! Runeprlest Attack 27 


You invoke rhe rune of the prison domain, causing red chains of 
astral energy to form ami bfmlyvirr enemies. 

Encounter ♦ Divine, Radiant, Runic, Weapon, Zone 
Standard Action Close burst 2 

Effect; Before the attack, the burst creates a zone that lasts 
until the end of your next turn. 

Target: One, two, or three enemies in burst 
Attack: Strength vs. Reflex 

Hit; 2|W| + Strength modifier radiant damage, and the tar¬ 
get can't leave the zone until the end of your next turn. 
Rune of Destruction: When a target within the zone hits 
or misses a creature outside the zone, that target takes 
radiant damage equal to your Constitution modifier and 
falls prone* 

Rune of Protection: While within the zone, each target 
takes a -4 penalty to attack rolls against creatures out 
side the zone* 


Word of Divine Battle Runeprlest Attack 27 


J fi e word of dlvi iw bo r lie fi a m me rs yo 1 1 r foe, wh i 1 c i vi njj you r 
allies rlie edge fluy need to mn the day 

Encounter ♦ Divine, Runic, Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs* AC 

Hit: 3[W] + Strength modifier damage. 

Rune of Destruction: Until the end of your next turn, your 
allies gain a +4 power bonus to attack rolls against the 
target* 

Rune of Protection: Until the end of your next turn, each 
ally you can see gains a power bonus to all defenses 
equal to your Wisdom modifier. 


Word of Vengeful Thunder Runeprlest Attack 2 7 


Thunder rumbles across the battlefield us tw unleash lids nine, 
blasting your enemy and cloaking your allies in a protective 
shield* 

Encounter ♦ Divine, Runic, Thunder, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: 2[W| + Strength modifier thunder damage. 

Rune of Destruction; Choose up to two allies within 
1 0 squares of you. Until the end of your next turn, any 
enemy that deals damage to either ally takes thunder 
damage equal to half the damage it dealt. 

Rune of Protection: Choose up to two allies within 10 
squares of you. Until the end of your next turn, those 
allies take half damage from all attacks* 


Word of Weal and Woe Runeprlest Attack 2 7 


As vo u s rn i te yo i i r foe, you d raw o 11 ih is wo rd to tu re you r a Hi es 
and firing additional pain to your opponent. 

Encounter ♦ Divine, Healing, Radiant, Runic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs* AC 

Hit: 3[W] + Strength modifier radiant damage, and each 
ally within 5 squares of you can spend a healing surge. 
Rune of Destruction: For each ally who spends a healing 
surge, the target takes extra damage equal to your 
Wisdom modifier. 

Rune of Protection: For each ally who spends a healing 
surge, the target and each enemy within 2 squares of il 
take a -1 penalty to attack rolls and damage rolls until 
the end of your next turn* 

Level 29 Daily Prayers 


Brand of Death’s Gate Runepriesi Attack 29 


I he lusr of the seven nines r/iaf represent (berates of death 
blasts die sold from your foe's body* 

Daily 4- Divine, Weapon; Varies 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: 7|W] + Strength modifier necrotic or radiant damage. 
Miss: Half damage. 

Effect: The first time you use this power each day, you 
regain the use of the power if ii reduces the target to 0 
hit points. 


Rune of Awakening Runeprlest Attack 29 


As you slam your foe with ymtr weapon, you invoke the rune of 
awakenin#. Divine energy sweeps over the battlefield as your 
allies tap imo newfound reserves of strength* 

Dally 4 Divine, Healing, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs* Reflex 

Hit: 3[W] + Strength modifier damage, and three allies you 
can see regain all their hit points* 

Miss: Half damage, and one ally you can see regains all his or 
her hit points. 


Rune of Pacifism Runeprlest Attack 29 


You tap your foe gently Myirnj this rune spur cm rmijjit. Under 
ifs in/I ue rict\ yoitr foe can ba rely defei i d ifselj! 

Daily ♦ Divine, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. Will 

Hit: 5(WJ + Strength modifier damage, and the target can¬ 
not attack (save ends}* 

Miss: Half damage, and the target cannot attack until the 
end of your next turn* 


RUNEPRIESI 












RUNEPR1EST PARAGON PATHS 


Hammer of Vengeance 

“Your crimes have been recorded in the runes ♦ Now if is 
time to forge your doom,” 

Prerequisite: Runepriest 

Runepriests study not only the divine runes and the 
craft needed to shape them, but also the history and 
story behind each rune. Many runes have been lost 
over the centuries, usually due to the acts of demons, 
devils, and primordial. Some runepriests swear to 
avenge these wrongs, dedicating themselves to crush* 
ing those who would stand against the gods. You are 
one of t hese ru n epr iests. 

Your rune-enhanced prayers harm those who 
injure your allies. Those fool enough to incite your 
anger soon learn the error olTheir ways. 

Dragon born and minotaur runepriests are the 
most common followers of this path. Roth races have 
developed a keen sense of vengeance for past crimes, 
and thus this path fits them well. 

Hammer of Vengeance 
Path Features 

Bloody Vengeance (11th level): Whenever you 
enter a new rune state, you can enter the rune state 
of vengeance instead. When any ally hits an enemy 
adjacent to vou while you are in this rune state, you 
can make a rnelee basic attack against that enemy as 
an immediate reaction. This rune state then ends. 



Avenging Action (11th level): When you spend 
an action point to take an extra action, enemies lake 
radiant damage equal to your Constitution modifier 
when they make attacks while they Ye within 5 squares 
of you and damage your allies with those attacks. This 
effect lasts until the end ofvour next turn. 

J 

Inescapable Vengeance (16th level): When you 
make a melee basic attack granted by vour Bloody 
Vengeance path feature, you gain a +1 bonus to the 
attack roll and a bonus to the damage roll equal to 
your Constitution modifier. 

Hammer of Vengeance Prayers 


Avenging 

i lamme r of Vengeance Auat k 11 

Hammer 



Your assay if scores a deep wound, and your /bo will earn itself 
another [/(I continues to ha rru you r friends. 

Encounter 4- Divine, Runic, Teleportation, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: 2[W| + Strength modifier damage. If the target deals 
damage to any of your allies before the end of your next 
turn, you regain the use of this power You can regain the 
use of this power only once per encounter. 

Rune of Destruction: IF the target hits or misses a 
bloodied ally before the end of your next turn, you can 
make a melee basic attack against the target as an 
immediate reaction. 

Rune of Protection: If the target lilts or misses a bloodied 
ally before the end of your next turn, you can teleport 
the target to a square adjacent to you as an immediate 
reaction. 


Shield \ Jammer of Ver>gean< e Utility t 2 

of Vengeance 


Your enemy attack your ally, but with a quick prayer, you tarn 
its aggression against it. 

Encounter 4 Divine 
Immediate Reaction Close burst 5 
Trigger: An enemy attacks your ally 
Target: The attacked ally in burst 

Effect The target gains both combat advantage and a +5 
bonus to damage rolls against the triggering enemy until 
the end of your next turn. 


Vengeance’s End Hammer of Vengeance Attack 20 


Your enemy bus visited enough damage upon you. Divine en 
ergy wreath esysm in radiance as you strike to put an end to Its 
villainy 

Daily 4 Divine, Radiant, Reliable, Weapon 
Standard Action Melee weapon 

Requirement: You must be bloodied. 

Target: One creature 
Attack: Strength vs. AC 

Hit: 5|W] + Strength modifier radiant damage. Reroll all 
of these damage dice that roll a 1 or a 2. and continue 
rerolling until you roll higher than 2 on all the dice. 
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Light Bringer 

T carry the nines 0 / !i#ht to the darkest places ” 

Prerequisite: Runepriest 

The nines have long been a potent weapon for the 
gods, and few runes are as mighty as the twelve sigils 
of the sun. These runes embody concepts of hope, 
the coming dawn, protection, and endurance. You 
have studied them in hopes of mastering the divine 
magic they offer. Few can unlock these runes' power, 
since they demand a heavy toll from those who study 
them. You spent hours staring into the sun, almost 
going blind in the process, to purge your mind of all 
shadow. Only in such a condition can a runepriest 
master these runes. 

As a light bringer, you carry the suns radiance to 
places that have never been blessed with its cleansing 
light. You harbor a particular hatred of the Shadow- 
fell and the undead creatures that spawn there. There 
are many creatures that hide from the suns cleansing 
light. You have sworn to carry that light to them. 


Anthem of the Dawn Light Bringer Utility 12 


You (Ttuv tin 1 rune 0 / dawn with lines of gleaming energy. The 
rune flares with power, inspiring your allies to greater glory. 

Daily ♦ Divine, Healing 
Minor Action Close burst 2 

Target: You and each ally in burst 
Effect: Each target can spend a healing surge. Any target 
who does so gains temporary hit points equal to his or 
her healing surge value, and blinding effects end on him 
or her. 


Dawning Light Light Bringer Attack 20 


I.I ■ r (tn i >t jfrom you r weapon r driving your foes away just us 
(hi Jcnvit pushes bad? the r%ht 

Daily 4 Divine, Radiant, Weapon 
Standard Action Close blast 5 

Target: Each enemy in blast 
Attack: Strength vs. Will 

Hit: 3|W] ■+■ Strength modifier radiant damage, and you 
push the target 4 squares. 

Miss: Half damage, and you push the target 2 squares. 
Effect: Each ally in the blast gains 10 temporary hit points 
and can shift 3 squares as a free action. 



Light Bringer Path Features 

Holy Radiance (11th level): As a minor action, 
you can shed bright light in a radius of up to 10 
squares. You can change this radius, 01 extinguish 
the light, with another minor action. 

Twelve Runes of the Sun (11th level): When¬ 
ever you enter a new rune state, you can enter the 
rune state oft he light bringer instead. While you are 
in this rune state, enemies within 3 squares of you 
can t benefit from concealment. 

Invigorating Tight (11th level): You can spend 
an action point to enable one ally within 5 squares of 
you to take a standard action as a free action, instead 
of taking an extra action yourself. 

Undeniable Light (16th level): While you are 
in the rune state of the light bringer, allies within 3 
squares of you can't be blinded. 

Light Bringer Prayers 


Mote of the Sun Light Bringer Attack 11 


Your weapon strike unleashes a mote of Winding %ht that 
leaver yoi(r foes reeli ng. 

Encounter 4 Divine, Radiant, Runic, Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: The target and each enemy adjacent to it are blinded 
until the end of your next turn. 

Rune of Destruction: The target also takes 1 [W] + your 
Strength modifier radiant damage. 

Rune of Protection: When the blindness ends on the 
target, alt creatures have concealment against it until 
the end of your next turn* 
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Master of the Forge 

'firing /brifi your sward* so that f can Mess it with the jury 
of the gods." 

Prerequisite: Rimepriest 

The forge rune is a rare divine rune that few rune- 
priests learn to master. Only by toiling at a forge for 
years in training can one hope to learn its secrets. 

You are one such runepriesL During your appren¬ 
ticeship, you learned not only the mysteries of divine 
magic but also the subtle powers of the forge. Guided 
by the gods and your teachers, you crafted weapons 
and armor and learned to care for the spiritual and 
material needs of those who fight for the gods, 

A master of the forge draws power from the forge 
rune, imbuing allies’ weapons and armor with divine 
power. At your behest, blades slice t hrough stone with 
ease, and armor deflects even a dragon's claws. 

Dwarf mnepriests are the most common follow¬ 
ers of this path. The dwarven heritage of metalwork 
makes the forge rune a common topic of study among 
them. 

Master of the Forge 
Path Features 

Runes of the Blade Smith (11th level): When 
you take a short or an extended rest* you can touch 
one weapon that you or an ally carries. That weapon 
then gains a +1 bonus to damage rolls until you grant 
this bonus to a different weapon. 

Forge Rune Action (11th level): When you 
spend an action point to take an extra action, you and 
each ally within 5 squares of you gain a +4 bonus to 
weapon damage rolls until the end of your next turn. 

Indomitable Steel (16th level): When you take 
a short or an extended rest, you can touch one suit of 
heavy armor that you or an ally wears. That armor 
gains a +1 bonus to AC until you grant this bonus to a 
different suit of armor. 



Blessing of the Forge Master of the Forge Lhtlity 12 


A r year touch, your ally's armor gains unmatched strength, 
causing even the rnf^hffest Maw to bounce off i t 

At-Will ♦ Divine 

Minor Action (Special) Melee touch 
Target: One ally 

Effect: Until the end of your next turn, the target gains a 
+ 2 power bonus to AC. or a +4 power bonus if the target 
is wearing heavy armor. 

Special: You can use this power only once per round. 


Master of the Forge Prayers 


Call of Iron 


Master of the Forge Aitack 11 



As you s t ri fee you r foe. yo u a waben lvi thi ri you r allies 1 vmipon s 
and armor flic indomitable power of iron. 

Encounter + Divine* Runic* Weapon 

Standard Action Melee weapon 

Target: One creature 

Attack: Strength vs. AC 

Hit: 2[W| + Strength modifier damage. 

Rune of Destruction: Until the end of your next turn, each 
ally who hits the target with a weapon attack deals 1 |W| 
extra damage. 

Rune of Protection: Each ally within 5 squares of you 
gains a +2 power bonus to AC, or a +4 power bonus if 
the ally is wearing heavy armor. The bonus lasts until 
the end of your next turn. 


AFTER 2 i Character Classes 


Fury of the Forge Master of the Forge Attack 20 


Asyaur weapon crashes into your foe, von call on the forge rune 
to scorch dial enemy. 

Daily + Divine, Fire* Weapon 
Standard Action Melee weapon 

Target: One creature 
Attack: Strength vs. AC 

Hit: 3|Wj + Strength modifier fire damage, and ongoing 1 0 
fire damage (save ends). 

Miss: Half damage, and ongoing 5 fire damage (save ends). 
Effect: Until the target saves against the ongoing fire 
damage, your allies deal 1d6 extra fire damage when 
they hit it with melee attacks. 
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Rune Shield 

The runes of the gods tire stronger than any steel " 

Prerequisite: Runepriest 

You see in the runes a strength greater than that 
of any mortal power, and you maintain a stern 
resolution to bring the power of the gods to bear on 
those who would threaten the world and the astral 
domains. The first rune of shielding remains carved 
into the stone at the heart of the world, where mem¬ 
bers of your order delved into the darkest shadows 
to defeat primordlals of earth and lava. Someday you 
might make a pilgrimage to that sacred place, but 
until then you stand at the forefront of any battle. 

Your runes echo across the battlefield, scattering your 
foes and fortifying your allies, 

Asa rune shield, you master a series of secret 
runes that allow you to cloak your allies in a protec¬ 
tive sphere of divine magic. The runes have such 
power that merely speaking them turns aside arrows, 
knocks swords and axes away from you r friends, and 
blunts your enemies' most reckless charge. 

Rune Shield Path Features 

Guardian Shield (11th level): Whenever you 
enter a new rune state, you can enter the nine state 
of the iron shield instead. While you are in this rune 
state, each ally gains a +2 bonus to all defenses while 
adjacent to you. This rune state ends when you move. 
Protective Action (1 i th level): When you spend 
an action point to take an extra action, each ally you 
can see gains a +2 power bonus to all defenses until 
the stari of your next turn. 

Mighty Guardian (16th level): The bonus to all 
defenses granted by your Guardian Shield path fea¬ 
ture increases to 4, 

Rune Shield Prayers 


Battering Rune Rime Shield Attack 11 


Divine energy Hosts out from a gleatnlng golden rune suspend¬ 
ed in the air ; battering your foes. Hie rune's light lingers fora 
moment, Messing you and your allies with divine favor. 

Encounter ♦ Divine, Runic, Weapon, Zone 
Standard Action Close blast 3 

Target: Each enemy in blast 
Attack: Strength vs, AC 

Hit: 2|W| + Strength modifier damage, and you push the 
target 3 squares. 

Effect: The blast creates a zone that lasts until the end of 
your next turn. 

Rune of Destruction: While within the zone, you and 
your allies gain a -H power bonus to attack rolls against 
enemies outside the zone. 

Rune of Protection: While within the zone, you and your 
allies gain a +2 power bonus to AC The zone is difficult 
terrain for your enemies. 


Rune of Shielding Rune Shield Utility 1 2 


Yon channel divine power as you inscribe a nine info the 
ground. The runt 1 glows with silver energy rliar spreads into a 
zo ue of prof ect fo n a ro u ml vo u , 

Daffy + Divine, Zone 
Minor Action Close hurst 3 

Effect: The burst creates a zone that lasts until the end of 
your next turn. When any enemy enters a square within 
the zone, its move ends. Enemies can't be pulled, pushed, 
or slid to a square within the zone. 

Sustain Minor; The zone persists. 



Hounding Shield Rune Shield Attack 20 

of Radiance 


ft adjunct 1 washes over you rfoe, coalescing in a gleaming shield 
that whirls around if. sparling the foe's attacks. ~ 


Daily ♦ Divine, Radiant, Weapon 

Standard Action Melee weapon 

Target: One creature 

Primary Attack: Strength vs. AC 

Hit: 3[W] +■ Strength modifier radiant damage. 

Miss: Half damage. 

Effect: You mark the target until the end of the encounter. 
Until the mark ends, you can make the following second 
ary attack against the target. 

Opportunity Action Melee 1 
Trigger: The target hits your ally 
Secondary Attack: Strength vs. Will 

Hit: 5 radiant damage, and the ally takes only half damage 
from the target s attack. 













**1 am the lightning strike, the earth *5 upheaval, the 
unruly sea, I am the bringer of your destruction/ 7 

CLASS TRAITS 

Role: Controller. You are a primal hunter who forges 
bonds with mysterious spirits to gain their aid in 
bringing down your prey. Depending on your choice 
of class features, you lean toward either defender or 
striker as a secondary role. 

Power Source: Primal Through ancient ceremonies 
and whispered evocations, you call on primal spirits 
to lend their might to your cause. 

Key Abilities: Wisdom, Strength, Dexterity 

Armor Proficiencies: Cloth, leather 

Weapon Proficiencies: Simple melee, simple ranged, 
military ranged 

Bonus to Defense:+1 Reflex,+1 Will 

Hit Points at 1st Level: 12 + Constitution score 

Hit Points per Level Gained: 5 

Healing Surges per Day: 7 + Constitution modifier 

Trained Skills: Nature. From the class skills list below, 
choose three more trained skills at 1st level. 

Class Skills: Acrobatics (Dex), Athletics (Sir), Endur¬ 
ance (Con), Heal (Wis). Insight (Wis), Intimidate 
(Cha). Nature (Wis), Perception (Wis). Stealth (Dex) 

Class Features: Inevitable shot, Seeker's Bond 

Seekers are primal champions who scour the wilder¬ 
ness in search of those who would defile it. Versed in 
hunting techniques handed down through the gen¬ 
era t i on s, s e e ke rs c o m b i ne t h row n weapon a nd b ow 
techniques with primal evocations. The combination 
allows seekers great range in which to deliver deadly 
attacks that confound and hamper their enemies. 
When a seeker looses a missile, the primal spirits 
bound to it through ancient evocations are freed, 
sometimes as terrifying beasts and sometimes as 
nature's raw destructive potential 

As a seeker, you are both a hunter and a mystic. 
You attune yourself to the wilderness you call your 
home, but you are equally tied lo the spirits that 
dwell in the world around you. With your people s 
traditions and whispered advice from the spirits, 
you navigate the wilds with ease, ai home in that 
environment as any beast. If an enemy appears, you 
have nothing to fear, both because you have mastered 
your weapons and because the spirits to whom you 
have bound yourself add their savage might to your 
attacks. Whether you use lightning strikes, grasping 
vines, or spectral beasts, your enemies cannot stand 
against your assault. 








Seeker Class Features 

Seekers have the following class features. 

Inevitable Shot 

You gain the inevitable shot power. You can use this 
power to call on spirits to send your projectile hurling 
toward another enemy when you miss with a ranged 
attack* 

Seeker's Bond 

Seekers develop special bonds with primal spirits by 
offering solemn vows to further the spirits' purposes* 
In exchange for these vows, the spirits bestow a mea¬ 
sure of their strength to aid their champions’ cause* 
Choose one of these options. Your choice provides 
bonuses to certain seeker powers, as detailed in those 
powers. 

R 1 ood hond: You ga i n t he encafl i rijj spir its power* I n 
addition, while you are not wearing heavy armor, you 
can shift as a minor action. 

Spiritbond: You gain the spirits'rebuke power* You 
also gain a +1 bonus to attack rolls with both light 
thrown and heavy thrown weapons, and when you 
make an attack by throwing a weapon with which 
you have proficiency, the weapon returns to your 
hand after the attack* In addition, while you are not 
wearing heavy armor* you can use your Strength 
modifier in place of your Dexterity or Intelligence 
modifier to determine your AC* 

Creating a Seeker 

All seekers depend on Wisdom to commune with the 
spirits to guide them and aid in their attacks. Seekers 
bind themselves with spirits through their Seekers 
Bond. Blood bond and Spiritbond are the most 
common, and your choice corresponds with one of 
two seeker builds. Regardless of your particular bond, 
however,you can choose whatever powers best help 
you to keep your vow* 

Protecting Seeker 

The natural world stands in peril thanks to numerous 
and widespread enemies* You spoke your vow and 
forged a bond with the primal spirits, swearing to 
safeguard the land from harm* Wisdom is your most 
important ability, so it should be your highest score. 
Strength adds weight to your attacks and punishes 
those enemies that draw too close* Consider powers 
that conjure spirits to harry your enemies. You lean 
toward defender as a secondary role. 

Suggested Class Feature: Spiritbond 
Suggested Feat: Spiritbond Defense 
Suggested Skills: Heal* Insight, Nature, 
Perception 

Suggested At-Will Powers: biting swarm, 
guardian harrier 

Suggested Encounter Power: serpent arrow 
Suggested Daily Power; spirit rider 


Vengeful Seeker 

You have witnessed natore's destruction and its 
plunder by cruel and careless mortals. No longer will 
you wait; vengeance demands blood. A blood oath 
compels you to hunt down and destroy the world’s 
enemies, and those who despoil it will find no mercy 
from you. Wisdom is your most important ability, fol¬ 
lowed by Dexterity to help keep you one step ahead 
of your enemies and avoid their attacks. You lean 
toward striker as a secondary role. 

Suggested Class Feature: Bloodbond 
Suggested Feat: Bloodied Elusion 
Suggested Skills; Acrobatics, Athletics, Nature, 
Stealth 

Suggested At-Will Powers: biting swarm, 
elemental spirits 

Suggested Encounter Power :flickering arrow 
Suggested Daily Power: storm oj spirit shards 

Seeker Powers 

Your powers are evocations gained from the bonds 
you forge with primal spirits. Unlike most other con¬ 
trollers, you use weapons to direct your spirit allies 
and their destructive wrath, launching arrows or 
throwing other ranged weapons into your enemies’ 
midst, only to watch your weapons explode in scorch¬ 
ing lightning or booming thunder. Your attacks can 
also herald the appearance of the spirits themselves, 
calling them forth to assail your enemies* 


SEEKER OVERVIEW 

Characteristics: Your arrows or thrown weapons loose 
primal power when used. They might manifest as primal 
spirits hungering for revenge or as icy winds or crackling 
lightning* Your powers control your enemies, interfering 
with their movement, holding them in place, or injuring 
them for their actions* Also, your attacks might call forth 
spirits to worry your enemies and pursue them across the 
battlefield 

Religion: Like other primal characters, seekers view 
the world's primal spirits as kindred and partners, and 
they venerate them more than they worship the gods. 
Seekers who do follow deities commonly worship Melora 
for her dominion over the forces of nature, Corellon (who 
is sometimes depicted as the founder of archery), Kord, 
or Sehanine* Evil seekers sometimes follow Gruumsh or 
Zehir* 

Races: Elves and shifters are the most common 
seekers, since both their natural inclinations toward 
primal paths and their inherent abilities make them well 
matched with the capabilities of the class. Goliaths who 
favor ranged combat sometimes become seekers (pre¬ 
ferring thrown weapons over bows or crossbows), and 
wilden seekers are also fairly common. 
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Seeker Attack 1 


Class Features 

Each seeker has the inevitable shot power You also 
have either the encasingspirits or the spirits* rebuke 
power, depending on the Seeker's Bond option you 
select. 


Encaging Spirits Seeker Feature 


You tall an pmteefin# spirits to harry your foes. 

Encounter 4 Primal 

Minor Action Close burst 1 

{2 at 11 th level, 3 at 21st level) 

Target Each enemy in burst 

Effect; V >u push each target 1 square, and each target is 
slowed until the end of your next turn. 


Inevitable Shot Sicker Feature 


Bwi asymtr target duefes under your shot the 3 projectile moves 
on its own ioftnd another enemy 

Encounter 4 Primal 
Free Action Personal 

Trigger; You miss a creature with a ranged attack 
Effect; You make a ranged bask attack against an enemy 
within 5 squares of the creature you missed, using a 
square in that creature’s space as the attack's origin 
square. 

Special: You regain the use of this power when you spend 
an action point. 


Spirits Rebuke Seeker Feature 


You (W . wur enemy's at fuck and spirits coalesce a ran rid you 
to punish your attacker. 

Encounter 4 Primal, Weapon 
Immediate Reaction Melee weapon 
Requirement: You must be wielding a light thrown or a 
heavy thrown weapon. 

Trigger An enemy misses you with a melee attack 
Target The triggering enemy 

Effect: The target takes 1 [W] 4- your Strength modifier 
damage, and you push it 1 square. 

Level 1 At-Will Evocations 


Biting Swarm Seeker Attack 1 


spirit insects swarm around your enemy 

At-Will 4 Primal, Weapon 
Standard Action Ranged weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit; 1 ]W| Wisdom modifier damage, and the target and 
each em ; iy adjace n t to it ta ke a - 2 pe nalty to attack 
rolls until the start of your next turn. 

Level 21: 2]W] + Wisdom modifier damage. 

Special: You can use this power as a ranged basic attack. 


Elemental Spirits 


Tafcimj the fotm of blazing flame, crackling ice, sizzling li^hr- 
nm$, or thunderous storm, elemental spirits shoo! forth to do 
vou r enemy harm, 

*■ w 

At-Will 4 Primal, Weapon; Varies 
Standard Action Ranged weapon 

Target: One creature 

Special: Choose cold, fire, lightning, or thunder whenever 
you use this power. Your choice determines the power s 
damage type. 

Attack: Wisdom vs. AC 

Hit; 1 [W] i- Wisdom modifier damage of the chosen 
type. Until the end of your next turn, any creature that 
starts its turn adjacent to the target takes damage of the 
chosen type equal to your Dexterity modifier 
Level 27: 2[W] + Wisdom modifier damage of the chosen 
type. 


Grappling Spirits Seeker Attack 1 


Spirits erupt /rorn your weapon, seizing your enemy and imped 
injj its movement. 

At-Will 4 Primal, Weapon 
Standard Action Ranged weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit; 1 [W| +- Wisdom modifier damage, and the target is 
slowed and can’t shift until the end of its next turn. 

Levd 27: 2[W] + Wisdom modifier damage. 

Special: You can use this power as a ranged basic attack, 


Guardian Harrier Seeker Attack 1 


A raptor spirit claws at your foe $ face until the foe retreats. 

At-Will 4 Primal, Weapon 

Standard Action Melee or Ranged weapon 

Requirement: You must be wielding a light thrown or a 
heavy thrown weapon to make a melee attack with this 
power. 

Target: One creature 

Attack; Wisdom vs. AC 

Hit: 1JW] + Wisdom modifier damage. If the target doesn't 
end its next turn at least 2 squares away from its starting 
position, It takes damage equal to your Strength modifier 
Level 27: 2[W] + Wisdom modifier damage. 

Special: You can use this power as a ranged basic attack. 


Thorn Cloud Shot Seeker Attack 1 


Thom covered vines sprout up/rom the ground around the en 
emyyou strike, 

At-Will 4 Poison* Primal, Weapon, Zone 
Standard Action Ranged weapon 

Target: One creature 
Attack: Wisdom vs, AC 

Hit: T|W] + Wisdom modifier damage. The attack creates 
a zone in a burst 1 centered on the target. The zone lasts 
until the start of your next turn. Any creature that ends 
its turn within the zone takes poison damage equal to 
your Wisdom modifier. 

Level 27: 2(W] + Wisdom modifier damage. 













Level l Encounter Evocations 


Spider Spirits 


Seeker Attack 


Flickering Arrow Seeker Attack T 


With d'/losJi, primal motes of li^ht illurnfmjfeymir target and 
dazzle those nearby* 

Encounter 4 Primal, Weapon 
Standard Action Ranged weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 1[W] + 1d6 + Wisdom modifier damage. Until the 
end of your next turn, the target can't benefit from cover 
concealment, or total concealment, and enemies take a 
-2 penalty to attack rolls while within 2 squares of the 
target. 

Bloodbond; Enemies take the penalty while within a 
number of squares of the target equal to 2 + your 
Dexterity modifier. 


Mischief Spirits Seeker At rack 1 


Troublesome spirits shimmer around your Joe, tripping it if if 
dares move. 

Encounter 4 Primal, Weapon 
Standard Action Ranged weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 1 [W| + 1d6 + Wisdom modifier damage. If the target 
moves on its next turn, it falls prone at the end of that 
turn. 

Special: You can use this power as a ranged basic attack. 


Possessing Spirits Seeker Attack 1 


I romyaar fae\ wound, a possessing spirit tubes hold, making 
the foe a (tack its companion. 

Encounter 4 Charm, Primal, Weapon 
Standard Action Ranged weapon 

Target: One creature 
Attack: Wisdom vs. Will 

Hit: 1|W| + Wisdom modifier damage, and the target 
makes a melee basic attack as a free action against an 
enemy adjacent to it. If that attack hits, the target and 
that enemy are also dazed until the end of your next turn. 


Serpent Arrow Seeker Attack 1 


Your projectile tabes the for ru of a constrictor serpent. Where 
ii strikes, it binds wilh men a ring strength. When it releases, it 
scatters your foes. 

Encounter 4 Primal, Weapon 
Standard Action Melee or Ranged weapon 

Requirement: You must be wielding a light thrown or a 
heavy thrown weapon to make a melee attack with this 
power. 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 1 [W| + 1 d6 + Wisdom modifier damage. At the end 
of the target's next turn, you slide the target and each 
enemy adjacent to It 1 square. 

Spiritbond: The number of squares you slide the enemies 
adjacent to the target equals your Strength modifier 


The spider spirit sends forth its children to harry your foes. 

Encounter 4 Poison, Primal, Weapon 
Standard Action Ranged weapon 

Target One creature 
Attack: Wisdom vs. AC 

Hit: 1 [WJ + 1d8 + Wisdom modifier poison damage, and 
the target is slowed and takes a -2 penalty to all defenses 
until the end of your next turn. 

Level 1 Daily Evocations 


Fungal Blooms Seeker Attack 1 


When your projectile strikes your foe, the air /ills with spores 
that create quivering ptijfjfbaNs where City land. 

Daily 4 Conjuration, Poison, Primal, Weapon 
Standard Action Ranged weapon 

Primary Target: One creature 
Primary Attack: Wisdom vs. AC 
Hit: 1 [W] + Wisdom modifier damage, and the primary 
target is immobilized (save ends). 

Effect: You conjure four fungal blooms in four different 
squares adjacent to the primary target, A fungal bloom 
can make the following secondary attack, using the fungal 
bloom's square as the origin square. Once a fungal bloom 
attacks, it disappears. It otherwise lasts until the end of the 
encounter. 

Opportunity Action Close burst 1 
Trigger: An enemy enters the fungal bloom s square 
Secondary Target: Each enemy in burst 
Secondary Attack: Wisdom vs. fortitude 
Hit: Wisdom modifier poison damage. 


Rime Strike Seeker Attack 1 


You attach your enemy and call on primal spirits to rime the 
ground around it. 

Daily 4 Cold, Primal, Weapon, Zone 
Standard Action Ranged weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 1 [W] + Wisdom modifier cold damage, and the target 
is immobilized (save ends). 

Miss: Half damage. 

Effect: The attack creates a zone of difficult terrain in a 
hurst 1 centered on the target. The zone lasts until the 
end of the encounter. Any creature that enters the zone 
or starts its turn there takes 5 cold damage. As a minor 
action, you can end the zone. 


Spirit Rider Seeker Attack 1 


A malformed spirit leaps from your weapon to latch onto your 
foe and then slash at nearby enemies when the foe's attacks/ail. 

Dally 4 Primal, Weapon 

Standard Action Melee or Ranged weapon 

Requirement; You must be wielding a light thrown or a heavy 
thrown weapon to make a melee attack with this power. 
Target; One creature 
Attack: Wisdom vs. AC 
Hit: 2[W] + Wisdom modifier damage. 

Effect: Until the end of the encounter the first time the target 
misses with an attack each round, each enemy adjacent to 
the target takes damage equal to your Wisdom modifier* 
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Seeker Attack 1 


Storm of Spirit Shards 


Your projectile becomes a burst of spirit shnwfs* which min 
down on YOUr foes. 

Daily 4 Primal, Weapon 

Standard Action Area burst 1 within weapon range 

Target: Each enemy in burst 

Attack: Wisdom vs. AC 

Hit: 1 [Wj + 2d6 + Wisdom modifier damage. 

Miss: Half damage. 


Swarming Bats Seeker Attack 1 


Your attack brings with it a flutter of bat spirits that confuse 
your enemies. 

Daily 4 Primal, Weapon, Zone 

Standard Action Area burst 2 within TO squares 

Target Each enemy in burst 

Attack: Wisdom vs. Reflex 

Hit: I [W] + Wisdom modifier damage. 

Effect: You slide each target 1 square. The burst creates a 
zone of difficult terrain that lasts until the end of your next 
turn. The zone is also difficult terrain for flying creatures. 
While within the zone, enemies grant combat advantage. 
As a move action, you can move the zone 4 squares. 
Sustain Minor: The zone persists. 


Level 2 Utility Evocations 


Harrying Spirits Seeker Utility 2 


When your enemy shrubs off an ill effect, you call spirits from 
die remnants of that effect to distract a different foe. 

Daily 4 Primal 

Free Action Close burst 10 

Trigger: An enemy you can see saves against an effect that a 
save can end 

Target: One enemy in burst other than the triggering enemy 
Effect: Whenever the target attacks you before the end of 
the encounter, the target grants combat advantage until 
the end of its next turn. 


Hunter's Instinct Seeker Utility 2 


fn dre middle of battle, ymt know where to strike and make it 
hurl the most. 

Daily 4 Primal, Stance 
Minor Action Personal 

Effect: Until the stance ends, when you make a ranged 
weapon attack against any creature within 2 squares of 
you, you can score a critical hit on a roll of 1 9-20. 


Stag's Grace Seeker Utility 1 


With spirit 7 jrantcdflrace*yt>u move and attack in a way that 
p revert ts your foe from taking advantage of your attention hem# 
elsewhere. 


Encounter 4 Primal 
Minor Action Personal 

Effect: Choose one enemy you can see. Until the end of 
your next turn, you do not provoke opportunity attacks 
from that enemy. 
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Stone Spirit Ward Seeker Utility 2 


You become us res die uf as stone, causing attacks to bounce off 
you with little effect* 

Encounter 4 Primal 
Minor Action Personal 

Effect Until the end of your next turn, you gain resistance 
to all damage equal to your Strength modifier. 

Level 3 Encounter Evocations 


Burrowing Shot Seeker Attack I 


Beetles burrow info your enemy's flesh, erupfiujj to attack near 
by foes when your target makes an aggressive action. 

Encounter 4 Primal, Weapon 
Standard Action Ranged weapon 

Target One creature 
Attack: Wisdom vs. AC 

Hit: 11 W| + ld8 + Wisdom modifier damage. The first 
time the target makes an attack before the end of your 
next turn, each enemy adjacent to the target takes 5 
damage. 
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Escaping Shot 


Seeker Attack 3 


Level 5 Daily Evocations 


ft ro 1 1 iii>fii 1 you r wea p on, you ca I/ /orf h spirir^ to st upejy vou r 
enemy. 

m r 

Encounter ♦ Primal* Psychic* Weapon 
Standard Action Ranged weapon 

Target; One creature 
Attack; Wisdom vs. Wilt 

Hit; 1 |W| + Wisdom modifier psychic damage, and the 
target is dazed until the end of your next turn. 

Effect: You shift 1 square. 

Blood bond: The number of squares you shift equals your 
Dexterity modifier. 

Special; Making this attack doesn't provoke an opportunity 
attack from the target. 


Spectral Scorpion Sting Seeker Attack 3 


Your attack i alls forth a spirit scorpion to stingytmr enemies. 

Encounter ♦ Conjuration* Poison, Primal, Weapon 
Standard Action Melee or Ranged weapon 

Requirement: You must be wielding a light thrown or a 
heavy thrown weapon to make a melee attack with this 
power. 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 2[W] i Wisdom modifier poison damage. You conjure 
a spirit scorpion in an unoccupied square adjacent to the 
target. The scorpion lasts until the end of your next turn. 
Any enemy that starts its turn adjacent to the scorpion 
takes 5 poison damage if it ends its turn not adjacent to 
the scorpion. 


Stampede Shot Seeker Attack 3 


Specmil bison appear arid/ollowymir projectile us i! streaks 
toward your enemv. 

Encounter ♦ Primal, Weapon 
Standard Action Ranged weapon 

Target; One creature 
Attack: Wisdom vs. Fortitude 

Hit; 1 [W l +■ 1d6 +• Wisdom modifier damage, and you 
push the target 2 squares, then push each enemy adja- 
cent to it 2 squares. 

Spirithond: The number of squares you push the target 
equals your Strength modifier. 


Winter Spirit Seeker Attack 3 


Winter spirits swirl and dance in eddies of snow that appear 
wh ere your af f ac k fa Iis. 

Encounter ♦ Cold, Primal, Weapon 
Standard Action Ranged weapon 

Target: One creature 
Attack; Wisdom vs. Fortitude 

Hit; 1 [W| + Wisdom modifier cold damage, and the target 
is immobilized until the end of its next turn. 

Special: You can use this power as a ranged basic attack. 


Corralling Shot Seeker Attack 5 


Your projectile divides mid flight into three barbs, which thrust 
tty©Joes toward a third. 

Daily ♦ Primal, Reliable, Weapon 
Standard Action Ranged weapon 

Primary Target: One creature 
Primary Attack: Wisdom vs. AC 

Hit; 2|W| + Wisdom modifier damage. Make a secondary 
attack. 

Secondary Target: One or two creatures that are within 5 
squares of the primary target 
Secondary Attack: Wisdom vs. AC 
Hit; 1 |W| damage, and you slide the secondary target 5 
squares to a square adjacent to the primary target. 


Ensnaring Shot Seeker Attack S 


Just before your shot strikes your foe, the projectile explodes into 
tiny, burrowing seeds that grow info binding vines. 

Daily ♦ Primal, Weapon, Zone 
Standard Action Ranged weapon 

Primary Target: One creature 
Primary Attack: Wisdom vs. Reflex 
Hit: 11W| + Wisdom modifier damage, and the primary 
target Is restrained (save ends). 

Effect: The attack creates a zone of difficult terrain in a burst 
I centered on the primary target. ! he zone lasts until the 
end of your next turn. Until the zone ends, you can make 
the following secondary attack, using a square within the 
zone as the origin square. 

Opportunity Action Close hurst 1 
Trigger; An enemy enters the zone or starts its turn there 
Secondary Attack: Wisdom vs* Reflex 
Secondary Target: The triggering enemy in burst 
Hit: 1 he secondary target is immobilized (save ends). 
Sustain Minor: The zone persists. 


Call of the Ghost Wolf Seeker Attack 5 


Your attack cails/orth a wolf spirit to feirepyour/bes at bay 

Daily ♦ Conjuration, Primal, Weapon 
Standard Action Melee or Ranged weapon 

Requirement: You must be wielding a light thrown or a 
heavy thrown weapon to make a melee attack with this 
power. 

Target: One creature 

Attack: Wisdom vs. AC 

Hit: 1 [W] + 1 d6 + Wisdom modifier damage. 

Effect: You conjure a ghost wolf in an unoccupied square 
adjacent to the targei. The wolf occupies its square and 
lasts until the end of your next turn* Your allies can flank 
enemies with the wolf and deaf 2d6 extra damage when 
they hit enemies flanked by it. 

Sustain Minor: The wolf persists, and each enemy adja 
cent to it takes a - 2 penalty to attack rolls until the end 
of your next turn. 
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Seeker Attack S 


Level 7 Encounter Evocations 


Protecting Spirits 


With a fhtrrv of spirii-jfiuded nffflrfcs* you knock vonr foes away. 

Daily + Primal, Weapon 
Standard Action Close burst 1 

Target Each enemy In burst 
Attack: Wisdom vs. Will 

Hit: 1 [W! + 1 d6 + Wisdom modifier damage, and you 
push the target 2 squares and knock it prone. 

Miss: Half damage, and you push the target 1 square. 


Wildfire Shot Seeker Attack S 


Your enemy erupt in fire, which spreads to ifs allies. 

Daily ♦ Fire, Primal, Weapon 
Standard Action Ranged weapon 

Target; One creature 
Attack: Wisdom vs. Reflex 

Hit: 1|W| + Wisdom modifier fire damage, and ongoing 
5 fire damage (save ends). Whenever the target takes 
this ongoing damage, each enemy adjacent to the target 
takes ongoing 5 fire damage (save ends). 

M iss: Half damage, and ongoing S fire damage (save ends). 

Levee 6 Utiliey Evocations 


Blurring Stride Seeker Utility 6 


When you move across du? battlefield, you become less and less 
distinct. 

Daily ♦ Illusion, Primal 
Minor Action Personal 

Effect: You assume a blurry form until the end of yotir 
next turn, Until this form ends, if you end a move action 
at least 3 squares from where you started, you gain 
concealment until the end of your next turn. 

Sustain Minor: The form persists. 


Cloak of Quills Seeker Utility 6 


Sharp spines emergefrom your skin, ftiaJriqgyaiir enemies 
think rwire about striking you. 

Encounter ♦ Primal 
Minor Action Personal 

Effect: Until the end of your next turn, whenever an ad- 
jacent enemy hits you with an opportunity attack, that 
enemy takes damage equal to your Strength modifier. 


Eagle's Aim Seeker Utility 6 


Your eyesiflhr sharpens until vou can pick our die most distant 
foes. 

Encounter ♦ Primal 

Minor Action Personal 

Effect: Unti the end of your next turn, you take no penalty 
to attack rolls for attacking at long range. 


Earthbond Gift Seeker Utility 6 


When at your weakest you draw renewing strength/rom die 
land. 

Encounter ♦ Primal 

Mi nor Action Personal 

Requirement: You must be bloodied or weakened. 

Effect: You gain temporary hit points equal to twice your 
Wisdom modifier. If you are weakened, you can also 
make a saving throw against a single effect on you that Is 
you. 
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Feyjump shot Seeker Attack 7 


Your missiles shine with emerald %li! and carry with them die 
Feywild's power to relocate your foe. 

Encounter ♦ Primal, Teleportation, Weapon 
Standard Action Ranged weapon 

Target: One or two creatures 
Attack: Wisdom vs. AC 

Hit; 1[W] h Wisdom modifier damage, and you teleport 
the target 3 squares. 

Effect If you hit both targets, you can swap their positions 
when you teleport them, rather than teleporting each one 
3 squares. If you do so, both targets are dazed until the end 
of your next turn. 


Thunder Spirit Seeker Attack 7 


A distant rumble sounds, portending what will happen when 
your Tmssdc/mds its mark. 

Encounter ♦ Primal, Thunder, Weapon 
Standard Action Ranged weapon 

Target: One creature 
Attack; Wisdom vs. AC 

Hit: 1 |W] -r Wisdom modifier thunder damage, and the 
target falls prone and is deafened until the end of your 
next turn. 

Bloodbond: Each enemy adjacent to the target takes 
thunder damage equal to your Dexterity modifier and is 
deafened until the end of your next turn. 


Tremor Shot Seeker Attack 7 


When your shot si rite your foe, the ground trembles around It, 

Encounter ♦ Primal, Weapon 
Standard Action Ranged weapon 

Primary Target: One creature 
Primary Attack: Wisdom vs. AC 
Hit; 1 |WJ + 1 d8 + Wisdom modifier damage. Make a 
secondary attack that is an area burst 1 centered on the 
primary target. 

Secondary Target: Each enemy in burst other than the 
primary target 

Secondary Attack: Wisdom vs. Fortitude 
Hit: You slide the secondary target 1 square, and it grants 
combat advantage until the end of your next turn, 


Wasp Sting Shot Seeker Attack 7 


Vicious wasps/ill die air around your enemy adding their sting¬ 
ers favour weapons bite. 

Encounter ♦ Poison, Primal, Weapon, Zone 
Standard Action Ranged weapon 

Target: One creature 
Attack; Wisdom vs. AC 

Hit: 1 [W] -* 1d6 4 Wisdom modifier poison damage. The 
attack creates a zone in a burst 1 centered on the target. 
The zone lasts until the end of your next turn. Any enemy 
that enters the zone or starts its turn there takes poison 
damage equal to your Wisdom modifier. 

Special: You can use this power as a ranged basic attack. 















Windstorm Strike 


Seeker Attack 7 


Seeker Attack 9 


Jiic winds pirJ? up with sudden force, feuocfein^ your enemies 
away 

Encounter 4 Primal, Weapon 

Standard Action Area burst 1 within weapon range 

Target: Each enemy in burst 
Attack: Wisdom vs. Fortitude 

Hit: ||W| + Wisdom modifier damage, and you push the 
target 2 squares. 

Spiritbond: The number of squares you push the target 
equals your Strength modifier. 


Level 9 Daily Evocations 


Binding Shot Seeker Attack 9 


Two shots fi -p !award your foes, and when the shots strite, ten¬ 
dril* spread out to hind the foes together 

Daily 4- Primal, Weapon 

Standard Action Ranged weapon 

Target: Two creatures within S squares of each other 

Attack: Wisdom vs. AC 

Hit: 1fW| + 1d8 + Wisdom modifier damage* 

Miss: Half damage. 

Effect If both attacks hit, you slide one of the targets 5 
squares to a square adjacent to the other target, and 
each target is bound by vines (save ends). Until this effect 
ends on a target, that target can t move by any means to 
a square that Isn't adjacent to the other target. When a 
target makes a saving throw against this effect, the target 
can take 10 damage to gain a +5 bonus to the saving 
throw* 


Nature’s Vengeance Seeker Attack 9 


When van an Lit >\ nature responds with vines that ensnare your 
enemies. 

Daily 4 Primal, Weapon, Zone 
Standard Action Ranged or Melee weapon 

Requirement; You must be wielding a light thrown or a 
heavy thrown weapon to make a melee attack with this 
power. 

Target One creature 
Attack: Wisdom vs, AC 

Hit: 1 [W] + 1d6 l Wisdom modifier damage. You slide the 
target 1 square, and it is immobilized (save ends)* 

Miss: Half damage. 

Effect: The attack creates a zone in a burst 1 centered on 
the target. The zone lasts until the end of your next turn. 
Whenever an enemy within the zone deals damage with 
an attack, that enemy is immobilized (save ends). If that 
enemy is already Immobilized, it takes S damage, and it 
is restrained instead of immobilized (save ends). 

Sustain Minor: The zone persists. 


Spirits of Fire and Ice 


Munirs and frost mingle their power to destroy your enemies. 


Daily 4 Cofd, Fire, Primal, Weapon 
Standard Action Ranged weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: I [Wl + Wisdom modifier fire damage. Choose either 
the target or one creature adjacent to it. The creature 
you choose takes ongoing S cold damage and is immobi¬ 
lized (save ends both). Whenever that creature takes this 
ongoing damage, each enemy adjacent to it takes S cold 
damage. 

Miss: Half damage, and the target takes ongoing 5 cold 
damage (save ends)* 



Squall Spirit Seeker Attack 9 


S';rutr nn/Jrorn mg isprimj storins, the squa II spinis sfrifee 
your foes with primal jury. 

Daily 4 Lightning, Primal, Thunder, Weapon 
Standard Action Ranged weapon 

Target: One creature 
Attack: Wisdom vs. Fortitude 

Hit: 1 |WJ + 2d8 + Wisdom modifier lightning damage, 
and each enemy adjacent to the target takes 5 thunder 
damage* 

Miss: Half damage. 

Level 10 Utility Evocations 


Burrowing Stride Seeker Utility 10 


You dive into die eatth and reappear some distance ./mm your 
starting paint* 

Daily 4 Primal, Stance 
Minor Action Personal 

Effect: Until the stance ends, you can use a move action to 
move either your speed through loose earth or half your 
speed through solid stone. You must end the move in an 
unoccupied space. 


Feywild Jaunt Seeker Utility 10 


Yen vanish into the / tywild. A moment later, you reappear 
so me d is ta n ce 11 way/ho m wh ere you disa pp ea red . 

Encounter 4 Primal 
Move Action Personal 

Effect: You are removed from play. At the start of your 
next turn, you reappear In an unoccupied space of your 
choice, ihat space must be within a number of squares 
of the space you left equal to your speed. 


Host of Sparrows Seeker Utility 10 


As you an hurt, you dissipate into a host of sparrows, flying to 
re-form farther away 



Daily 4 Polymorph, Primal 
Immediate Reaction Personal 
Trigger: You are damaged by an attack 
Effect: You assume the form of a cloud of flying sparrows 
until the start of your next turn, and you fly your speed 
without provoking opportunity attacks. While in this 
form, you are insubstantial, you can't attack, and you 
can't pick up or manipulate objects. If you are still air¬ 
borne at the start of your turn, you land without taking 
falling damage. 
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Seeker 
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Seeker Attack 1 3 


Sheltering Underbrush 


Vines and undergrowth burst forth to shelter you. 



Daily ♦ Primal, Zone 
Minor Action Close burst 2 

Effect: The burst creates a zone that lasts until the end of 
your next turn. You and your allies have cover while within 
the zone, and the zone is difficult terrain for your enemies. 
Sustain Minor: The zone persists. 


Level 13 Encounter Evocations 


Feymire Trap Seeker Attack 13 


Tour attack anises your enemy tofall through a fold in space 
and appear elsewhere, hindered by primal spirits. 

Encounter ♦ Primal, Teleportation, Weapon 
Standard Action Mefee or Ranged weapon 

Requirement: You must be wielding a light thrown or a 
heavy thrown weapon to make a melee attack with this 
power 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: I [W] + 2d6 Wisdom modifier damage. You teleport 
the target 3 squares, and it is slowed until the end of its 
next turn. 


Rabid Shot Seeker Attack 13 


Your attack poisons your foe, causing if to throw itself at its ally. 

Encounter + Poison, Primal, Weapon 
Standard Action Ranged weapon 

Target: One creature 
Attack: Wisdom vs. Fortitude 

Hit: 1[W| + Wisdom modifier poison damage. The target 
must use a free action to charge a creature of your 
choice. If the charge attack misses or the target can’t 
charge anyone, the target takes 10 poison damage. 


Raven Wing Shot Seeker Attack T 3 


Avian shadows swirl andjlufter about your prey, fhcir talons 
leaving bloody rents* 

Encounter ♦ Primal, Weapon 
Stand a rd Action Ra n ged wea po n 

Target: One creature 
Attack: Wisdom vs. AC 

Hit; 11W] +■ 1d8 + Wisdom modifier damage. If the target 
doesn't end its next turn at least 2 squares away from its 
starting position, It takes 1 d8 damage. 

Special: You can use this power as a ranged basic attack. 


Swarming Spirits 


Seeker Attack 13 


An fn Ivv. follow your missile, swarming wound your enemy 
until it cannot see arid pcs ferity other enemies nearby. 

Encounter ♦ Primal, Weapon 
Standard Action Ranged weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit* 11W] + Wisdom modifier damage. Until the end of 
your next turn, the target is blinded, and enemies take a 
-2 penalty to attack rolls while within 2 squares of the 
target. 

Bloodbond: Enemies take the penalty while within a 
number of squares of the target equal to 2 + your 
Dexterity modifier. 
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Wind Spirits 


The wind whips a round you and shrieks when you mafceymir 
attack. 

Encounter ♦ Primal, Weapon 

Standard Action Area burst 1 within weapon range 

Target: Each enemy in burst 
Attack: Wisdom vs, AC 

Hit: 11W] + Wisdom modifier damage, and you push the 
target 2 squares and knock It prone. 

Spirltbond: The number of squares you push the target 
equals your Strength modifier. 

Special: Using this power doesn't provoke opportunity 
attacks. 

Level 15 Daily Evocations 


Corrosive Slime Seeker Attack 15 


Your missile slams into the foe* causing its skin to bubble. Cor¬ 
rosive ropes of slime then burst from if and burn your other 
enemies. 

Daily ♦ Acid, Primal, Weapon 
Standard Action Ranged weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 1 |W| + Wisdom modifier acid damage, and the target 
and each enemy adjacent to il take ongoing 10 acid 
damage (save ends). 

Miss: Half damage, and each enemy adjacent to the target 
takes 5 acid damage. 

Effect: Any creature reduced to 0 hit points by this power 
dissolves into a puddle of corrosive slime that fills the 
creature’s spate. Until the end of the encounter, any crea¬ 
ture that enters that space or starts its turn there takes 5 
acid damage. 


Fey Sinkhole Seeker Attack 15 


You open a temporary rift to the TVj'wi Id. A vortex qfbe^udiry 
muflir lashes around the opening, drawing creatures toward it. 

Daily ♦ Primal, Psychic, Teleportation, Weapon, Zone 
Standard Action Area burst 1 within weapon range 

Effect: The burst creates a zone that lasts until the end of 
the encounter or until you dismiss it as a minor action. 
Until the zone ends, you can make the following attack, 
using a square within the zone as the origin square. 
Opportunity Action Close burst I 
Trigger: A creature starts Its turn within the zone 
Target: The triggering creature in burst 
Attack: Wisdom vs. Will 

Hit: 5 psychic damage, and the target is dazed until the 
start of its next turn. If the target leaves the zone before 
the end of its turn, you can use a free action to teleport 
the target to a square within the zone. 


Triple Raptor Shot _Seeker Attack 1 5 


Your attack explodes tufa spirit raptors* which fear at your foe. 

Daily ♦ Primal, Weapon 

Standard Action Ranged weapon 

Target: One creature 

Attack: Wisdom vs. Reflex. Make the attack three times. 
Hit: 1|W] + Wisdom modifier damage. 

Miss: Half damage. 
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Wave of Sleep 


Seeker Attack I 5 


Earthfriend 


Seeker Utility 16 


Vc>tir projectile dissolves into u blast of sand that lodges in your 
opponents' eyes, causing uncnJurable/nii^uc. 

Daily 4 Primal, Sleep, Weapon 

Standard Action Area burst 2 within weapon range 

Target: Each enemy in burst 
Attack: Wisdom vs, fortitude 
Hit: The target is dazed (save ends). 

First Failed Saving Throw: The target is unconscious 
instead of dazed {save ends)* 

Miss: The target is dazed {save ends)* 


Level 16 Utility Evocations 


Bramble Hide Seeker Utility 16 


Thornv vines emerge framyour skin, promising pain to any who 
try to heir in you. 

Encounter 4 Prima! 

Minor Action Personal 

Effect: Until the end of your next turn, you gain a + 2 bonus 
to AC, and any creature that hits you with a melee attack 
takes 10 + your Wisdom modifier damage. 



I he kind welcomes you and your a J lies ns old frUmds. o I lowing 
you easy passage* 


Encounter 4- Primal 

Minor Action Close burst S 

Target: You and each ally in burst 

Effect: Each target ignores difficult terrain until the end of 
your next turn. 

Sustain Minor: The effect persists. 


Ephemeral Wings Seeker Utility 16 


When you're struck, ephemera I win^s curry you to safety. 

Encounter 4 Primal 

Immediate Reaction Personal; 

Trigger: An enemy damages you with a melee or a dose 
attack 

Effect: You % a number of squares equal to your Wisdom 
modifier and must land in a square that is farther away 
from the enemy than where you started. This movement 
doesn’t provoke opportunity attacks. 


Sure Sight Seeker Utility 16 


Your missiles shine with emerald %lit, and no earthly force can 

Mod? your siflht. 

Daily 4 Primal 

Minor Action Personal 

Effect: Until the end of the encounter, you gain darkvision. 
ignore concealment and total concealment, and are inv 
mune to the blinded condition. 

Level 17 Encounter Evocations 


Convocation of Arrows Seeker Attack 1 7 


Screeching eagles join rhejight, emerging from the spirit worfj 
to sa vo $e you r foes. 

Encounter 4 Primal, Weapon 

Standard Action Ranged weapon 

Target: One or two creatures 

Attack: Wisdom vs. AC 

Hit: 1 [W] + 1d8 + Wisdom modifier damage. 

Special: You can use this power as a ranged basic attack. 


Flesh-Tether Shot Seeker Attack 1 7 


1 hi missile punches through your enemy, drawing some of the 
i matures viscera with ir sis it slums into the^npuruL ft can move, 
hut its going to hurt. 

Encounter 4 Primal, Weapon 
Standard Action Ranged weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 1 |W] + Wisdom modifier damage. If the target moves 
before the end of your next turn, it takes 5 damage and is 
dazed until the end of its next turn. 

Bloodbond: The target also grants combat advantage until 
the end of your next turn. 
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Infestation of Moths 


Seeker Atinek I 7 


Seeker Altai k 19 


Yonr enemy collapses into u jiuttmn# rioud ofmotfis, which 
blind nearby enemies. 

Encounter ♦ Polymorph, Primal, Weapon 
Standard Action Melee or Ranged weapon 

Requirement: You must be wielding a light thrown or a 
heavy thrown weapon to make a melee attack with this 
power. 

Target: One creature 
Attack: Wisdom vs. AC 

Hit; 1 [W] + 2d8 + Wisdom modifier damage, and you slide 
the target 3 squares. Until the start of your next turn, the 
target is insubstantial, and enemies are blinded while 
adjacent to it. 

Spirttbond: The number of squares you slide the target 
equals 2 + your Strength modifier. 


Sprite Dance Seeker Attack 17 


Cunning sprites emerge from rfie Feywild to dunce with jour 
enemies and draw diem Into danger across the hurde/ield. 

Encounter ♦ Primal, Teleportation, Weapon 
Standard Action Ranged weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: T[WJ + Wisdom modifier damage, and you teleport 
the target 5 squares. One ally adjacent to the destination 
space can then make a melee basic attack against the 
target as an immediate reaction. 

Level 19 Daily Evocations 


Captivating Missile Seeker Attack 19 


When your missile strikes, blue and green light plays across 
your foe briefly as you establish control over its mind. 

Daily ♦ Charm t Primal, Reliable, Weapon 
Standard Action Ranged weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 1 [W| + Wisdom modifier damage, and the target is 
dominated (save ends). 

Special: You can use this power as a ranged basic attack. 


Conflagration Spirit Seeker Attack 19 


Your projccfrlg ignites with blue fla incs, spilling liquid fire wher¬ 
ever if falls. 

Daily ♦ Fire, Primal, Weapon 
Standard Action Ranged weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 1 [Wj + 2d8 + Wisdom modifier fire damage, and on¬ 
going 1 0 fire damage (save ends). 

Miss: Half damage. 

Effect: Each enemy adjacent to the target takes 10 fire 
damage. 


Fury Sp 


A well phireJ diof calb/orth primal'spirits that carry your 
enemy's pain to your other enemies. 

Daily ♦ Conjuration, Primal, Weapon 

Standard Action Ranged weapon 

Primary Target: One creature 

Primary Attack: Wisdom vs. AC 

Hit: 1 [W| + 2d8 -5- Wisdom modifier damage. 

Effect: You conjure four fury spirits in four different squares 
adjacent to the primary target. Each spirit can make the 
following secondary attack, using the spirit’s square as 
the origin square. Once a spirit attacks, it disappears. It 
otherwise lasts until the end of the encounter. 
Opportunity Action Close burst 1 
Trigger: An enemy enters the spirit's square 
Secondary Target: Each enemy in burst 
Secondary Attack: Wisdom vs. Reflex 
Hit: S + Wisdom modifier damage. 


Grasping Vines Seeker Attack 19 


Your attack causes vines to rwisr a round your foe. They don't 
let go until it has/eh pain. 

Daily + Primal, Weapon 
Standard Action Ranged weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 1 }W] + 3d8 + Wisdom modifier damage. The target is 
then immobilized until it has taken at least 10 damage. 

Miss: Half damage, and the target is immobilized until the 
end of your next turn. 


Rending Vines Seeker Attack 19 


Thorny vines erupt from rhv earth and snake around your 

enemies , rearm# ar them as they try to escape , 

Daily ♦ Primal, Weapon, Zone 

Standard Action Area burst 2 within weapon range 

Target Each enemy in burst 

Attack; Wisdom vs. Reflex 

Hit; 1 [W] + 1 d8 + Wisdom modifier damage, and the tar 
get is restrained (save ends). 

Effect: The burst creates a zone of difficult terrain that lasts 
until the end of your next turn. Any enemy that starts its 
turn within the zone takes S damage. Until the zone ends, 
you can make the following secondary attack, using a 
square within the zone as the origin square. 

Free Action Close burst 1 
Trigger: An enemy enters the zone 
Secondary Target; The triggering enemy in burst 
Secondary Attack: Wisdom vs. Reflex 
Hit: 5 damage, and the secondary target is restrained 
(save ends). 

Sustain Minor. The zone persists. 

Level 22 Utility Evocations 


Guiding Spirit Seeker Utility 12 


Spirits #u irkyour aim, lie! pirn) you strike a distant Joe. 

Encounter ♦ Primal 
Minor Action Personal 

Effect: You gain a +5 power bonus to the next ranged 
attack roll you make before the end of your turn. 
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Land Passage 


Seeker Atidt k 2 3 


Seeker Utility 22 


flip ptirfJi opens up and welcomes you and your friend into its 
pri oral embrace 

Encounter ♦ Primal 
Immediate Interrupt Melee 1 
Trigger: You are targeted by an attack 
Target You or you and one a Ely 

Effect: The targets are removed from play. At the start of 
your next turn, they each reappear in unoccupied spaces 
within 5 squares of the space you left. 


Nature’s Passage Seeker Utility 22 


For u rime, voir milt parrly in die world ami partly rn the realm 
of the spirits. 

Daily ♦ Primal, Stance 

Minor Action Personal 

Effect! Until the stance ends, you are phasing. 


Primal Morass Seeker Utility 22 


Water bubbles up f rom t Jte ground arid rmift\s a morass. 

Daily ♦ Primal, Zone 

Standard Action Area burst 5 within 10 squares 

Effect: The burst creates a zone that lasts until the end of 
your next turn. Each square within the zone requires 2 
extra squares of movement to enter. Creatures ignore this 
effect while flying. 

Sustain Minor: The zone persists. 

Level 23 Encounter Evocations 


Quill Storm Seeker Attack 23 


When vour projectile bits your enemy, long quills tear from if 
and fly outward. 

Encounter ♦ Primal, Weapon 
Standard Action Ranged weapon 

Primary Target: One creature 
Primary Attack: Wisdom vs, AC 
Hit 1 |WJ + 7d8 + Wisdom modifier damage. Make a 
secondary attack that is an area burst 3 centered on the 
primary target. 

Secondary Target: Each creature in hurst other than the 
primary target 

Secondary Attack: Wisdom vs. Reflex 
Hit: 1d8 damage, and the secondary target takes a - 2 
penalty to attack rolls (save ends). 


Roaring Missile Seeker Attack 23 


As you V. v i Ur body vibrates ivifh a deep rumble that tran¬ 
sitions ini * i destructive roar from the spirit world and slums 
into vour enemies. 

Encounter ♦ Primal, Thunder, Weapon 
Standard Action Area burst 2 within weapon range 

Target: Each enemy in burst 
Attack: Wisdom vs. Fortitude 

Hit: 1[W] + Wisdom modifier thunder damage. Until the 
end of your next turn, the target is deafened and dazed, 
and each enemy adjacent to it is deafened. 


Sinking Earth 


The ground turns to mud ytui r enemy's feet, trapping 

it in a quagmire. 

Encounter ♦ Primal, Weapon 
Standard Action Ranged weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 21 W[ + Wisdom modifier damage. Until the end of 
your next turn, the target is restrained, and enemies adja¬ 
cent to it are slowed. 

Special: You can use this power as a ranged basic attack. 


Spirit Inferno Seeker Attack 2 3 


Sparks fly from your weapon as von hit your foe, which erupts 
in flames fliatflrmv worse when irs allies attack. 

Encounter ♦ Fire, Primal, Weapon 
Standard Action Melee or Ranged weapon 

Requirement: You must be wielding a light thrown or a 
heavy thrown weapon to make a melee attack with this 
power. 

Target: One creature 
Attack: Wisdom vs. Reflex 

Hit: 2|W| + Wisdom modifier damage. Until the end of 
your next turn, the target is immobilized and takes 5 
fire damage whenever an enemy within 5 squares of it 
makes an attack. 

Spiritbond: Add your Strength modifier to the fire damage. 


Stride-Breaking Shot Seeker Attack 2 3 


You strike yatir/be in a sensitive spar, and if the foe retreats, 
the wound becomes more painful. 

Encounter + Primal, Weapon 
Standard Action Ranged weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 1 [W| + 2d6 + Wisdom modifier damage. Until the 
end of your next turn, the target takes 5 damage when¬ 
ever it moves on its turn or uses an attack power. 
Bloodbond: Add your Dexterity modifier to the damage 
the target takes whenever it moves on its turn or uses an 
attack power. 

Levee 25 Daily Evocations 


Ughtning Burst Seeker Attack 25 


Af jailr command, fitly sparks jjrow into humanoid shapes 
formed from lithium# that dance and scorch ypur enemies. 

Daily ♦ Lightning, Primal, Weapon 
Standard Action Ranged weapon 

Primary Target: One or two creatures 
Primary Attack: Wisdom vs. AC 
I fit: 2|W[ + Wisdom modifier lightning damage. 

Miss: Half damage. 

Effect: Make a secondary attack for each primary target. 
Each atlac k is an area burst 1 centered on a different 
primary target. 

Secondary Target: Each creature in burst other than the 
primary targets 

Secondary Attack: Wisdom vs. Reflex 

Hit: 1 d 1 0 + Wisdom modifier lightning damage. 



CHAPTER 2 | Character Classes 


SEEKER 




















Slavering Sentinels Seeker Attack 25 


Irani I he circle drawn wit It your weapon, slavering spirit beasts 
appeararou nd vo u ari d slidf eryou from bar m. 

Daily 4- Conjuration, Fear, Primal, Weapon 
Standard Action Area burst 2 within weapon range 

Effect: You conjure four spirit sentinefs in four different 
unoccupied squares in the burst The sentinels occupy 
their squares, and they last until the end of your next 
turn. The sentinels grant cover to you and your allies- As 
a move action, you can move a single sentinel to a square 
within 1 0 squares of you. While the sentinels persist, you 
can make the following attack through them. 
Opportunity Action Melee 1 

Trigger: An enemy starts its turn adjacent to a sentinel 
Target; The triggering enemy 
Attack: Wisdom vs* Reflex 

Hit: 3d8 + Wisdom modifier damage, and you push the 
target 5 squares from the sentinel. 

Sustain Minor: The sentinels persist. 


Thundering Shot Seeker Attack 2 S 


An carspfitrin# crack sounds when you strike, sending thunder 
out in nil directions. 

Daily ♦ Primal, Thunder, Weapon 

Standard Action Ranged weapon 

Primary Target: One creature 

Primary Attack: Wisdom vs. AC 

Hit: 2[W] + Wisdom modifier thunder damage. 

Effect: Make a secondary attack that ts an area burst 1 
centered on the primary target. 

Secondary Target: Each creature in burst 
Secondary Attack: Wisdom vs. Fortitude 
Hit: 10 thunder damage, and the secondary target is 
dazed and slowed (save ends both). 


Wind of Decay Seeker Attack 2S 


\ rd id wind cturinsyour missile into the heart of your foes and 
delivers a sickening stench. 

Daily ♦ Poison, Primal, Weapon, Zone 
Standard Action Ranged weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 2|W1 + 2d8 + Wisdom modifier damage, and the tar¬ 
get and each enemy adjacent to it are dazed (save ends). 
Effect; The attack creates a zone in a burst 1 centered on 
the target. The zone lasts until you dismiss it as a minor 
action or until the end of the encounter. Any creature that 
ends its turn within the zone takes 10 poison damage. As 
a move action, you can move the zone 4 squares. 

Level 27 Encounter Evocations 


Abundant Growth Seeker Attack 27 


Ymir missile takes root in the lar#eL sprouting creeping vines 
flint cause die target to stumble and Jail, 

Encounter 4 - Primal, Weapon 
Standard Action Ranged weapon 

Target One creature 
Attack: Wisdom vs. AC 

Hit: 2|W] + 2d6 + Wisdom modifier damage, and the 
target is slowed until the start of your next turn. The first 
time the target takes damage while slowed by this pow¬ 
er, the target is instead immobilized until the end of your 
next turn. The firsL time the target takes damage while 
immobilized by this power, the target falls prone. 
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Angry Earth 


Seeker Attack l / 


Level 29 Daily Evocations 


Spirits of stone arid soil rise in answer loyvur attack's call and 
hr i acfe daw n yo i i r foes. 

Encounter ♦ Primal, Weapon 
Standard Action Ranged weapon 

Target: One creature 
Attack: Wisdom vs* AC 

Hit: 2[W| -i- 2d6 + Wisdom modifier damage, and the tar 
get and ail enemies within 2 squares of it fall prone. 


Devouring Arrow Seeker Attack 7 7 


Your projectile rots as it flics toward your foe, until nothin# but 
horrid maggots remain to feast on the foe. 

Encounter ♦ Necrotic, Primal, Weapon 
Standard Action Ranged weapon 

Target: One creature 
Attack: Wisdom vs* Fortitude 

Hit: 2[Wj 4 Wisdom modifier necrotic damage, and the 
target and each creature adjacent to it are weakened 
until the end of your next turn* 

Special: You can use this power as a ranged basic attack. 


Razor Hail Seeker Attack 17 


Your project fie splinters into a cloud of razor sharp icicles that 
rip flesh am] then melt away in a crimson flood* 

Encounter ♦ Gold, Primal, Weapon 

Standard Action Area burst 2 within weapon range 

Target: Each creature In burst 

Attack: Wisdom vs. Reflex 

Hit: 2jW| + Wisdom modifier cold damage. If the target 
moves more than half its speed on its next turn, it falls 
prone at the end of that turn. 

Bloodbond; If the target moves at all on Its next turn, it 
grants combat advantage until the end of your next turn. 


Widows 1 Net Seeker Attack 27 


The wound yaur weapon inflicts #ivc 7 s birth to swannin# Matt 
widows, cousin# your foe to fall hack and ensnare its allies. 

Encounter ♦ Poison, Primal, Weapon 
Standard Action Melee or Ranged weapon 

Requirement: You must be wielding a light thrown or a 
heavy thrown weapon to make a melee attack with this 
power* 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 2JW] 4 Wisdom modifier poison damage* and you 
slide the target 2 squares. Each enemy adjacent to the 
target at the end of this movement is restrained until the 
end of your next turn, 

Spiritbond: The number of squares you slide the target 
equals your Strength modifier* 


Baleful Shot Seeker Attack 29 


Vie foe you strike with vour projectile warps and twists excruci- 
atingtyi the si# lit of which umierves your enemies* 

Daily ♦ Primal* Weapon 
Standard Action Ranged weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 2|W| + 2d8 + Wisdom modifier damage, and the tar 
get is stunned (save ends)* 

Miss: Half damage, and the target is dazed (save ends). 
Effect: Any enemy that can see the target and isn't im¬ 
mune to fear takes a - 2 penalty to attack rolls until the 
start of your next turn. 
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Bones of the Earth Seeker Attack 29 


Jagged recks burst/or fli in answer favour attack and close on 
your enemy, crushing it in a stony embrace. 

Daily ♦ Primal, Weapon 
Standard Action Ranged weapon 

Target: One creature 
Attack: Wisdom vs. AC 

Hit: 2|W| 4 3d8 4 Wisdom modifier damage, and the tar¬ 
get takes 10 damage whenever it moves on its turn (save 
ends). 

Miss: Half damage, and the target takes S damage whenever 
it moves on its turn (save ends). 


Trampling Shot Seeker Attack 29 


Aryotir call* spectral rhinos skim into your foes, and then you 
fire, rafein# advantage of the chaos unleashed by the stampede* 

Daily ♦ Primal, Weapon 
Standard Action Close blast 5 

Target: Each enemy in blast 
Attack: Wisdom vs. Reflex 

Hit 2|W| + Wisdom modifier damage, and you knock the 
target prone. 

Effect; You make a ranged basic attack with a + 2 bonus to 
attack rolls for each target you hit with the close blast and 
a +5 bonus to damage rolls for each target you missed 
with It* 


Uttercold Seeker Attack 29 


Heal flees the target of your attack, freezing the target solid. 

Daily ♦ Cold, Primal* Weapon 
Standard Action Ranged weapon 

Target; One creature 
Attack: Wisdom vs. AC 

Hit: 2[W] + 2d8 4 Wisdom modifier cold damage, and the 
target is restrained and gains vulnerable 10 to all damage 
(save ends both)* In addition* any enemy that starts its 
turn adjacent to the target takes S cold damage and is 
slowed until the start of its next turn. 

Miss: Half damage, and the target is slowed (save ends). 
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Crimson Hunter 

"There is nowhere to hide, prey, for your blood stinks of 
your fear" 

Prerequisite: Seeker 

The spirits demand recompense for crimes com¬ 
mitted against the natural world, and they accept 
payment only in blood. You are their collector. You 
range the land to exact the price your enemies must 
pay for violating the world. You are a relentless 
hunter, ruthless in your mien and efficient in your 
methods. 

The spirits aid you in your efforts by imparting 
to you tiie ancient hunting methods of your people. 
Though your ancestors used these techniques to 
bring down game, you find them equally effective in 
eliminating your foes. Each time an enemy falls, you 
reaffirm your bond to your spirit guides, offering the 
fallen enemy as a sacrifice to slake their thirst until 
you next come upon a deserving foe. 

As a crimson hunter, you foeus on the striker ele 
merits found in manv seeker evocations. The smelt of 
blood provokes you, letting you move more quickly 
to engage your enemies. These techniques allow you 
to close the distance to bring an enemy in range or to 
skirt the battlefield for your next strike. 


Crimson Hunter Path Features 

Crimson Hunter’s Action (11th level): When 
you spend an action point to take an extra action, 
you gain a +1 bonus to speed until the end of the 
encou ntcr. 

Accurate Arrow (11th level): You gain a +1 
bonus to the attack rolls of your ranged basic attacks. 

Keen Missile (16th level): When you make a 
ranged basic attack, you can score a critical hit on a 
roll of 19-20, 

Crimson Hunter Evocations 


Crimson Hunter Attack 11 


Ravaging Shot 


Von draw from vour ancestors insights to/jmdeyour shots. 

Encounter ♦ Primal, Weapon 
Standard Action Ranged weapon 

Attack: Wisdom vs, AC 

Hit: 2[W| +- Wisdom modifier damage, and the target gains 
vulnerable 5 to alt damage until the end of your next 
turn. 

Special: You can use this power as a ranged basic attack. 


Hunter's Mobility 


Crimson Hunter Utility 12 



An enemy's momentary weakness $ivcs) f ou the chance to adjust 
your position. 

Encounter ♦ Primal 

Immediate Reaction Personal 

Trigger: An enemy you can see is bloodied by an attack 

Effect: You shift half your speed. 


Crimson Hunter Attack 20 


Bloody Despair 


Your careful shot midges the enemy into despair, robbing if of 
some of its strength. 

Daily ♦ Primal, Reliable, Weapon 
Standard Action Ranged weapon 

Target: One bloodied creature 
Attack: Wisdom vs. Fortitude 

Hit: 3iW] + Wisdom modifier damage, and the target is 
weakened (save ends). The target takes a -5 penalty to 
saving throws against this effect until the end of its next 
turn. 
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Death Arrow 

“Let my black arrow be the answer to your violation/ 1 

Prerequisite: Seeker, Bloodbond class feature 

Through ancient ceremonies and whispers of ven¬ 
geance, you bind within your arrows all the rage and 
indignation you possess. The process transforms each 
arrow into a macabre length of polished bone capped 
with a jagged tip and fitted with black Hatching, 
When you fire these wicked barbs from your bow, 
they bite deep, delivering death’s fatal message. 

By walking the path of the death arrow, you 
deliver punishing damage when you attack single 
targets and can wreak havoc when you spread your 
attacks among several foes at once. For you. destroy¬ 
ing an enemy eclipses any other concern, and thus 
you commit yourself to annihilating your foes, no 
matter the cost 

To master the death arrow ceremonies, you must 
deal with the most unnerving and violent primal 
spirits. Such contact leaves an indelible mark on you, 
such that your features grow severe, your eyes wild, 
and your temper fragile. More than anything, your 
unwillingness to grant quarter to those who ask it 
and your single-minded devotion to utterly ruining 
your foes can prove unnerving to your companions. 

Death Arrow Path Features 

Rattling Arrows (11th level): Whenever you 
hit an enemy with a ranged attack and are hidden 
from that enemy, all enemies adjacent to the target 
take a -2 penally to attack rolls until the end of your 
next turn. Enemies immune to fear do not take this 
penalty. 

Brutal Arrows (11th level): When you spend an 
action point to make a ranged or an area attack, you 
can reroll any of the attacks damage dice that come 
upas a 1 or a 2. You keep re rolling a die until you get 
a number other than 1 or 2. 

Death Arrows (16th level): Whenever you hit 
an enemy currently affected by your Rattling Arrows 
penalty, your can score a critical hi! on a roll of 
18 - 20 , 

Death Arrow Evocations 


Savage Archery Death Arrow Attack 11 


The vengeance fW you in stiff in cadi shot tears info your foes 
and lowers ffieir defenses. 

Encounter ♦ Primal, Weapon 

Standard Action Area hurst 2 within weapon range 

Target: Each creature in burst 
Attack: Wisdom vs. Reflex 

Hit 1W| + Wisdom modifier damage, and the target takes 
a -2 penalty to AC and Fortitude until the end of your 
next turn. 


Binding Aim Death Arrow Utility I 2 


You pause ion$ enough to whisper your enemy’s name fa the 
a rrmv you are about to fire. 

Encounter ♦ Primal 
Minor Action Personal 

Effect: You gain a +6 power bonus to the next ranged 
attack roll that you make before the start of your next 
turn* 


Cloud of Doom Death Arrow Attack 20 


You kmncli murty arrows, causing a black cloud o/fltem tu/afl 
on your foes and fitter the ground with broken shafts and razor- 
sharp barbs. 

Daily ♦ Primal, Weapon 

Standard Action Area burst 3 within weapon range 

Target: Each creature in burst 
Attack: Wisdom vs. AC 

Hit: 2[W| 4- Wisdom modifier damage. If the target is fly 
ing T it falls prone. 

Effect: The burst creates a zone of difficult terrain that 
lasts until the end of the encounter. Any creature takes 5 
damage when it enters the zone on its turn. 
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Seven Fates Archer 

"Go forth, spirits, and make true the portents of my ene~ 
mies* defeat,” 

Prerequisite: Seeker 

Spirits are everywhere in the world, from haunted 
forests to windswept mountains. These entities can 
be nothing more than wild emotions given half- 
realized form, or they can possess vast intelligence, 
with memories stretching back to the world $ earliest 
days. You turn to these spirits to help you protect the 
world, drawing from their vast and mysterious power 
to glimpse your enemies* tales and bring about their 
final ends. 

Communing with the land's spirits reveals pos 
sible futures, from which you pluck the strands of fate 
that coincide best with your travels, and you weave 
those strands into your bowstring. Arrows fired from 
the bow carry with them the fates your enemies 
deserve. 

This paragon path is one of guardianship. Just as 
you can harry enemies by loosing spirits at them, so 
too can you alter the fates of those around you. These 
techniques help keep your allies from harm, even as 
you frustrate and confound your foes. 


Seven Fates Archer Path 
Features 

Guarding Shot (11th level): Whenever you 
make a ranged attack, you can take a -2 penalty to 
the attack roll against one of the targets to grant a +2 
bonus to the AC of one ally adjacent to that target. 
The bonus lasts until the end of your next turn. 
Pinning Action (11th level): When you spend 
an action point to make a ranged basic attack, tar¬ 
gets bit by the attack are also immobilized and grant 
combat advantage until the end ofyour next turn. 

Opportunity Shot (16th level): Whenever you 
can make an opportunity attack, you can make a 
ranged basic attack in place of a melee basic attack. 
Your attack doesn't provoke opportunity attacks. 

Seven Fates Archer Evocations 


Spirit Shackles Seven Fates Archer Attack 11 


When your projectile hits, primal spirits pit If at your target, 
slowing if down. 

Encounter ♦ Primal, Weapon 

Standard Action Area burst 1 within weapon range 

Target: Each enemy in burst 
Attack: Wisdom vs. Will 

Hit: 1 |W] + 1 d8 + Wisdom modifier damage, and the tar¬ 
get is slowed until the end of your next turn. 


Intercepting Shot Seven Fates Archer Utility 1 1 



ft cue r i rty] u’i ch i nsti net ive speed. you i n tc rcept a n enemy s a title k. 

Encounter ♦ Primal, Weapon 
Immediate interrupt Ranged weapon 
Trigger: An enemy hits an ally adjacent to you with a ranged 
attack 

Target: The triggering enemy 

Effect: Make a ranged basic attack against the target with a 
-2 penalty to the attack roll. Your attack has no effect on 
the target, whether it hits or misses. However, if it hits, 
the ally gains a +5 bonus to all defenses against the trig 
gerrng enemy's attack, and if that attack still hits, the ally 
takes only half damage from it. 


Storm of Five Spirits Seven Fates Archer Attack 20 


Vnur missile's impact into (lie ground calls/orfh a pack of angry 
spirits to ha r ry you rfoes. 

Daily ♦ Conjuration, Primal, Weapon 
Standard Action Area burst 3 within weapon range 

Effect: You conjure five angry spirits in five different un 
occupied squares in the burst. The spirits occupy their 
squares, and they fast until the end of your next turn. You 
and your allies can gain cover from the spirits and can 
move through their squares. While adjacent to any of the 
spirits, enemies take a “2 penalty to attack rolls. When 
the spirits appear, each one makes the following melee 
attack. 

Target: One enemy adjacent to the spirit 

Attack: Wisdom vs. Reflex 

Hit: 1 jW] damage, and the target falls prone. 
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Swift Strider 

'7 stand in two worlds; the world von see and tlio world you 
don't? 

Prerequisite: Seeker, Spirkbond class feature 

You move with liquid grace and in a way that shows 
that you are unhindered by your environment The 
primal spirits with whom you ally yourself guide 
your steps so that you can move without fear, boldly 
moving faster than your foes can track. You might use 
hidden pathways and shortcuts through the world. 

Or you might have taken your first step into the spirit 
world and, by doing so, now have the same freedom 
enjoyed by the land’s spirit custodians. 

Becoming a swift strider allows you to move w ith 
astonishing speed. You can anticipate your enemy’s 
attacks and spring to safety As you follow this path, 
your body begins to blur when you move, making it 
hard for foes to protect themselves from your strikes. 

You attack while moving, spin away when your 
enemies hit you, and* eventually, speed through their 
ranks, delivering strikes that rob them of their mobil¬ 
ity and increase your speed. By moving just outside 
the reach of your foes, you can deliver punishing 
attacks with your seeker powers to contain and con¬ 
trol them so that your allies can move in for the kill. 

Swift Strider Path Features 

Defensive Shift (ll.th level): The li rst time you 
shift on each of your turns, you gain a +2 bonus to AC 
and Reflex until the start of your next turn* 

Escaping Action (11th level): When you spend 
an action point to take an extra action, you can shift 
as a minor action until the end of vour next turn. 

Swift Stride Assault (16th level): Whenever 
you use a move action and end the move at least 3 
squares away from where you started, you gain a 
bonus to damage rolls with light throw n and heavy 
thrown weapons until the end of your turn. The 
bonus equals your Strength modifier. 

Swift Strider Evocations 


Blurring Offensive Swift Strider Attack I I 


You move wff/i such speed and attack with such Jarre diotyaur 
en pit tv j 1 1 ids i t i mposs i bk to track you r r nave men is. 

Encounter + Primal, Weapon 
Standard Action Melee or Ranged weapon 

Requirement: You must be wielding a light thrown or a 
heavy thrown weapon to make a melee attack with this 
powe r. 

Effect: Before the attack, you shift 1 square. If you are 
marked, that condition ends on you before the shift 
Target: One creature 
Attack: Wisdom vs. Fortitude 

Hit: 2|W] + Wisdom modifier damage, and the target 
grants combat advantage to you until the end of your 
next turn. In addition, you slide the target 1 square, and 
you shift 1 square. 


i *> 

V. 


Swift Vengeance 


After bcinjj hit, you adjust your position to prepare your revenue* 

Encounter + Primal 
Immediate Reaction Personal 
Trigger; An enemy hits you with a melee attack 
Effect: You shift 1 square. Until the end of your next turn, 
the triggering enemy grants combat advantage to you, 
and you can score a critical hit on a roll of 19-20 against 
that enemy when you make weapon attacks against it* 


Swift Strider Utility 12 


Striding Barrage Swift Strider Attack 20 


You speed across die batfte/ield, loosing shot after shot as you 
move. 


Daily ♦ Primal, Weapon 

Standard Action Melee or Ranged weapon 

Requirement: You must be wielding a light thrown or a 
heavy thrown weapon to make a melee attack with this 
power. 

Effect: Before the primary attack, you shift 2 squares. 
Primary Target: One creature 
Primary Attack; Wisdom vs. AC 

Hit: 11W] + 2d6 + Wisdom modifier damage, and the pri¬ 
mary target is slowed (save ends). 

Effect: You shift 2 squares and make a secondary attack. 
Secondary Target: One creature other than the primary 
target 

Secondary Attack: Wisdom - 1 vs, AC 
Hit; 1 ] W| + 2d6 + Wisdom modifier damage, and the 
secondary target is slowed (save ends). 

Effect You shift 2 squares and make a tertiary attack. 
Tertiary Target: One creature other than the primary 
and secondary targets 
Tertiary Attack: Wisdom - 2 vs, AC 
Hit 1 [W] 2d6 + Wisdom modifier damage, and the 

tertiary target is slowed (save ends). 
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A young apprentice wizard r_< farced into the military when 
her hometown is sacked by ores. After leading a squadron 
in the baron’s army for three months to drive bark the 
invading horde, she retires from military service to enter an 
adventuring career as a warlord/wizard. 


A lone barbarian/rom the fa r north travels to the gleaming 
cities oj the south, where a local thieves’guild recruits him 
as hired muscle. Along the way, he picks up several tricks 
of cunning and wit, all the belter to defeat those who think 
him nothing more than a savage. When he later becomes 
an adventurer, this barbarian/rogue relies on both his tal¬ 
ents as a burglar and his abilitv to unleash the raging beast 
that still lurks within his heart. 


The hybrid character rules allow you to combine 
elements of two character classes into a whole. Effet- 
t i ve ly, y o u c re a t e a b r a n d - n e w c 1 a ss from po r 1 1 on s 
of two classes, like the multiclass feats introduced 
in the Players Handbook, these rules let you reflect a 
more varied array of character abilities than tradi¬ 
tional classes do. Whether you’re doing this to reflect 
your character's elaborate backs tory to combine dif 
ferent mechanical elements to create a potent new 
combination, or to (ill out a group that needs just a 
little something extra, the end result is the same: 
Your hybrid character gives up depth of ability in 
exchange for greater flexibility. 


Hybrids and Roles 


Group Building 


When adding a hybrid character to an adventuring 
group, its best if at least one {if not both) of the roles 
normally filled by your two classes are also filled by 
another character in the group. For example, your 
cleric/rogue won t feel quite as lacking in healing 
or damage output if you also have a warlord and a 


When you combine two classes of the same role (such 
as fighter a nd pa 1 ad i n). you ca n ex p ec t you r c h a rac te r 
to be about as effective in filling that role as a single 
class character of the same role. 

Combining two classes of different roles, how¬ 
ever. creates a charac ter who can operate reasonably 
well in two different roles in certain situations. This 
flexibility lets you adjust your tactics-and your 
contribution “from round to round, based on the par¬ 
ticular challenges you face, 

A potential downside is that you probably can’t 
fill either role through an entire encounter. A cleric/ 
rogue, for example, might be able to heal halfas often 
as a normal cleric and deal striker-level damage with 
only some attacks. 
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ranger in the group. A hybrid character makes a great 
fifth or sixth group member, since key roles are likely 
cove re d by you i allies- 

A hybrid character can also be a great way to deal 
with a smaller-than-normal group. Ifyourgroup 
has only two or three characters, having one or two 
hybrid characters can help you fill the missing roles. 
Your group won't fill the roles as completely as a full- 
sized group would, hut half a leader is usually better 
than no leader at alL 

Creating a Hybrid 
Character 

If you want to make a hybrid character, pick the two 
classes that you want to combine, and then read the 
entries for the hybrid versions of them. This section 
provides hybrid versions of the classes in the Players 
Handbook, Player's Handbook 2, and Players Handbook 
3 as well as the sword mage class from the Forgotten 
Realms Players Guide and the artificer class from the 
Eberron Players Guide. The information below details 
how to combine the elements of the two hybrid 
classes you choose. 

Armor Proficiencies; You start with only the 
armor proficiencies that are possessed by both of 
your classes. For example, a fighter/rogue initially has 
proficiency with cloth armor and leather armor only. 

Weapon Proficiencies; Combine the weapon 
proficiencies given for each of your classes. For exam¬ 
ple, a cleric/rogue starts with proficiency with simple 
melee weapons (including the dagger), simple ranged 
weapons (including the crossbow and the sling), 
shun ken, and short swords. 

Implements: You can wield the implements of 
both classes, and you can use implement powers from 
either class (and from those classes' paragon paths) 
through the implements of either class. For example, 


HOW DOES IT WORK? 

The hybrid character roles break down each class into 
parts. The hybrid version of a class provides a portion 
of the game benefits of the normal class (hit points, 
defenses, proficiencies, class features, and so forth). When 
combined with the hybrid version of another class, these 
two partial classes create a whole class. 

Because character classes aren't designed to be broken 
down and recombined in this way, not every hybrid is 
equally effective. Different combinations of roles, key 
ability scores, types of attacks, and other elements can 
result in different degrees of efficacy. 

For that reason, this section provides advice on how 
to build an effective hybrid character. You can ignore this 
advice in order to create a hybrid that fits your mental 
image of your character precisely, but that character 
might prove less effective than your non hybrid allies. 


a cleric/warlock can use implement powers from 
either class through holy symbols, rods, and wands. 

Bonus to Defense: You gain the bonuses to 
defenses noted in both hybrid class entries. Bonuses 
to the same defense add together. Some hybrid class 
entries give you a choice of which defense to apply a 
bonus to. 

Hit Points at 1st Level: To determine your hit 
points at 1st level, add together the hit points at 1st 
level noted in both hybrid class entries, and round 
fractions down. Then add your Constitution score to 
the result. 

Hit Points per Level Gained; Co determine the 
hit points you gain at each new level, add together the 
values noted in each of your hybrid class entries, and 
round fractions down. For example, a cleric/fighter 
gains 5 hit points at each new level (2.5 for cleric +- 3 
for fighter, rounded down). 

Healing Surges per Day; Add together the heal¬ 
ing surges per day noted in both hybrid class entries, 
and round fractions down. Then add your Constitu¬ 
tion modifier to the result. 

Class Skills: To create your list of class skills, 
combine the class skills noted for the two hybrid 
classes. 

Trained Skills; You gain three trained skills, 
chosen from your list of class skills. Some hybrid 
class entries grant extra trained skills, which must be 
taken from that class's skills list, not from the com¬ 
bined list. 

Class Features; You gain all the class features in 
both hybrid class entries. 

If a class feature has the word 'hybrid" in paren 
theses after its name, it is a modified version of the 
class feature but still counts as that class feature for 



the purpose of meeting prerequisites. 

Hybrid Talent Options; Each hybrid class entry 
includes one or more Hybrid Talent options. These 
options become available when you select the Hybrid 
Ta lent feat (page 181), 

Starting Powers: As a hybrid character, you start 
with the folio wing powers. 

Af-Wifl: Choose two Ist-level at-will attack powers, 
one from each class. 


Encounter: You gain one Ist-level encounter attack 
power, chosen from either of your hybrid classes. If 
either of those classes has the Psionic Augmentation 
class feature, see “Psionic Augmentation and Hybrid 
Characters,''page 137. 

Daily: You gain one Ist-level daily attack power, 
chosen from either of your hybrid classes. 

Gaining Additional Powers: When you reach 
a new level and gain an encounter attack power, a 
daily attack power, or a utility power, you can choose 
that power from either class. However, if you have at 
least two powers in the same category (at-will attack, 
encounter attack, daily attack, or utility), at least one 
of those powers must come from each of your hybrid 
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classes* For example, if you have two encounter attack 
powers, one of the powers must be from one of your 
hybrid classes* and the other power must be from 
your other hybrid class. 

Even il you later change your powers through 
retraining* power-swap feats* or some other means* 
you must retain at least one power in each of those 
four categories from both of your classes (see 
'Retraining. 1 page 137, for how hybrid characters use 
the retraining rules). 

Example: Bergen* a IsMevel fighter/rogue* wants 
a mixture of powers from his two classes. He selects 
cleave (fighter) and deft strike (rogue) as his at-will 
attack powers. He then selects steel serpent strike 
(fighter) as his ist-leve) encounter attack power and 
blinding barrage (rogue) as his IstTevel daily attack 
power. 

When Bergen reaches 3rd level and gains 
another encounter attack power* he must select the 
new power from the rogue class* since he already 
has a fighter encounter attack power. Alternatively* 
he could use retraining to replace steel serpent strike 
with kind’s castle, a 1st-level rogue encounter attack 
power, and then choose a 3rd level fighter encounter 
attack power. 

When Bergen reaches 7th level, he can choose his 
new encounter attack power from either class, since 
heal read y h a s a n e n c o u n te r a 11 ac k p owe r from each. 


Special Rules 

Hy bi■ i d c h a rac te rs i nt e r ac t w i t h so me ga rn e r u 1es i n 
exceptional ways. 

Meeting Prerequisites 

A hybrid character is considered a member of both 
classes, and has those classes' roles* For example, a 
fighter/wizard can take feats and paragon paths that 
have ihe fighter or the wizard class as a prerequisite. 

As noted in some hybrid class entries, a hybrid 
character receives a modified version of a class fea¬ 
ture* Such a class feature counts as the full-fledged 
feature for the purpose of meeting prerequisites and 
applying various game options. 

Multi class Feats 

A hybrid character can select multiclass feats. The 
rules for multiclassing still apply: You can t take 
multiclass feats for a class you already belong to* 
which includes both of your hybrid classes. 

Paragon Tifr Hybrids 

Rather than take a paragon path at 11th level, a 
hybrid character can choose to gain more powers 
from his or her classes. If you choose this option* you 
gain several benefits. 

At 11th level* you gain Hybrid Talent (page 181) as 
a bonus feat* even if you already have it. 


ASSIGNING ABILITY SCORES 


When you combine two classes to build your hybrid char¬ 
acter* try to choose classes that have complementary key 
abilities* secondary abilities, or both. Doing this helps your 
character remain effective. 

For example* fighters and paladins share a key ability: 
Strength. This means a fighter/pa! ad in hybrid character 
can select and use attack powers from both classes easily. 
The two classes also share a secondary ability: Wisdom. If 
the hybrid character has a high Wisdom score* he or she 
can benefit from various Wisdom-based options available 
to both classes* such as the paladin’s radiant smite power 
and the fighter’s Combat Superiority class feature. 

If you choose two classes that have different key abili¬ 
ties, make sure that both of the ability scores are high 
enough that you can use your powers and class features 
effectively. For instance* a fighter/rogue needs a good 
Dexterity score (to use rogue attack powers) as well as a- 
good Strength score (to use fighter powers). 

When you play a hybrid character* it becomes even 
more important to use your racial ability score bonuses 
to their best effect. Youll get the most value If you match 
your two classes 1 key abilities to a set of racial ability score 
bonuses (such as a half-ore fighter/rogue). 

Something to consider when assigning ability scores: If 
you select two classes whose key abilities are In the same 
defense pair (such as Dexterity and Intelligence)* one or 
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two of your defenses are likely to be lower than normal. 
This disadvantage can be overcome through feats and 
magic items, or you can play it up as a character quirk. 
Here are some good ability score arrays to use when 
creating a hybrid character: 

18 14 11 10 10 8 

If your key abilities match* you can probably get away with 
this top-heavy ability score array, though you're probably 
sacrificing benefits derived from secondary abilities. A 
swordmage/wizard using this array would likely place 
the 1 8 in Intelligence and the 14 in whichever secondary 
ability mattered most. 

16 16 12 11 10 8 

This array works well for hybrid characters who have two 
key abilities* particularly if those overlap with second¬ 
ary abilities. A fighter/sword mage might like this array, 
putting one 16 in Strength and the other in Intelligence. 

16 14 14 13 10 8 

This array is good for hybrid characters who want attack 
powers drawing on three or more abilities* such as a 
rogue/warlock who wants to select attack powers based 
on Dexterity, Constitution, and Charisma, 



tn place of the paragon path encounter attack 
power gained at 11th level, you can select an encoun¬ 
ter attack power of 7th level or lower from either of 
your hybrid classes. 

In place of the paragon path utility power gained 
at 12th level, you can select a utility power of 10th 
level or lower from either of your hybrid classes. 

In place oflhe paragon path daily attack power 
gained at 20th level, you can select a daily attack 
power of 19th level or lower from either of your 
hybrid classes. 

Racial Traits 

Some races grant benefits based on a class. As long as 
you remember that you are a member of both of your 
classes, these benefits should be easy to adjudicate. 
Here are two examples. 

Dilettante (Half-Elf): You can't choose (he 1st- 
level at-will attack power from either of your hybrid 
classes. 

Bonus At-Will Power (Human): You choose the 
extra 1st-level at-will attack power from either of your 
hybrid classes. 

Retraining 

When you use retraining (Player's Handbook, page 28) 
to replace a power from one of your hybrid classes, 
the new power can be from either ofyour hybrid 
classes, as long as the new power is of the same type 
and of the same level or lower as the old power. In 
addition, the replacement must follow the rules for 
a h\ brid cha racier gaining po \vers (see ' Creating a 
Hybri d C h a rac te r, 5 r a bove). 

If only one ofyour hybrid classes has the Psionic 
Augmentation class feature, you can use retraining to 
replace an augment able at-will attack power with an 
encounter attack power and vice versa, but you must 
always have two at-will attack powers, one from each 
class. Making such a replacement will change your 
power point total (see "Psionic Augmentation and 
Hybrid Characters" below). 

You cannot use retraining to replace one ofyour 
hybrid classes with a different hybrid class. You 
cannot, for example, use retraining to change from 
cleric/fighter to fighter/paladin. 

Trading Class Features 

A hybrid character can't trade a hybrid version of a 
class feature fora nonhybrid version of a class feature, 
unless a hybrid class entry expressly allows the trade. 


Ps ionic Augmentation 
and Hybrid Characters 

If either ofyour hybrid classes has the Psion ic Aug¬ 
mentation class feature, you follow slightly different 
rules to build your character. 

Both Classes Have Ps ionic 
Augmentation 

If both ofyour hybrid classes have Psionic Augmenta¬ 
tion, you gain powers and power points at the same 
rate as a normal class that has the class feature. 
Follow the rules for choosing powers as detailed in 
“Creating a Hybrid Character 11 above, but ignore ref¬ 
erences to encounter attack powers, since you don’t 
gain any from either class. 

Only One Class Has Psionic 
Augmentation 

If only one of your classes has Psionic Augmentation, 
you use the rules for choosing powers as detailed in 
"Creating a Hybrid Character" above, except that you 
follow different rules for choosing encounter attack 
powders. 

At 1st level, you choose either the hybrid power 
point option (see below) or a 1st-]eve! encounter 
attack power from the class that includes such 
powers. You start with no power points unless you 
either choose the hybrid pow r er point option or gain 
them from a source other than your classes. 

When you reach 3rd level, see "Gaining Encounter 
Attack Powers" be!ow r for how to proceed. 

Hybrid Power Point Option 

When you choose the hybrid power point option, you 
gain a number of power points based on the levels of 
the augmentable at-will attack powers that you have. 

To determine your power point total, consult the 
table for how many power points each of the powers 
is worth, and then add those points together. 


Power Level 

Power Points 

1-10 

2 

■■B 11-20 

4 

■■1 20-30 

■■■■ 6 


Whenever you gain, retrain, or swap an augmentable 
at-will attack power from your class, recalculate your 
power point total. Only augmentable a i-wi 11 attack 
powers from your class count when you determine 
the total. 
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Gaining Encounter Attack Powers 

At 3rd level, whether you gain an encounter attack 
power or power points is determined by your choice 
at 1st level. 

♦ I fyou chose to gain an encounter attack power at 
1 st level, you gain the hybrid power point option at 
3rd level and can swap your augmentable 1st level 
at-will attack power for a new augmentable at-will 
attack power of 3rd level or lower. 

4 If you chose the hybrid power point option at 1 st 
level, at 3rd level you must choose a 3rd-level 
encounter attack power from your class that 
includes such powers. 

At 7 th level, you choose one of the following options, 
regardless of what you chose before, 

4 You gain a 7th level encounter attack power from 
your class that includes such powers. 

4 You gain an augmentable 7th-level at-will attack 
power, and your power point total increases 
accordingly. 

When you reach a higher level at which you can swap 
an encounter attack power, you can instead swap an 
augmentable at-will attack power, but you must still 
keep at least one encounter attack power from your 
class that includes them. 

Example: At 1st level, the bat11emind/fighter Dolora 
chooses Iron fist (battlemind) and sure strike (fighter) 
as her at-will attack powers and psionic anchor (battle- 
mind) as her 1st level daily attack power. 

She chooses passing attack (fighter) as her \ st-level 
encounter attack power. This means she starts with 
no power points to augment iron fist. 

At 3rd level, Dolora must take the hybrid power 
point option. She also chooses to swap iron fist for 
mind snore (bat 11 emind), an augmentable 3rd-level at- 
will attack power. Her power point total is now 2, 


PROCEED WITH CARE 


The system of classes and roles in D&D is designed to 
ensure that every character has a dear purpose at the 
table and that no character can easily become marginal¬ 
ized by poor choices made in character creation. 

The hybrid character system discards many of the safe- 
guards built into the normal class system. Even though 
every effort has been made to craft a hybrid system that 
creates characters that are as viable as their single-class 
comrades, the sheer number of combinations available 
ensures that some combinations might feel less effective 
than others. 

If you find that your hybrid character isn't as effective 
as you had expected, work with your DM to find a solu¬ 
tion. You might choose to combine a different pair of 
classes, to use the rnulticlass system, or to change to a 
nonhybrkl character 
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At 5th level, she chooses rain of steel (fighter) as 
her 5th-level daily attack power. She had to select a 
fighter power because she didn't have a fighter daily 
attack power yet. 

At 7th level, she chooses stone squire (bat tie mind), 
an augmentable 7th level at-will attack power, rather 
than gaining another encounter attack power. Her 
power point total is now 4. 

At 9th level, she chooses victorious surge (fighter) 
as her new daily attack power. Since she already had 
one daily attack power from each class, she could 
have selected one from either class. 

At 10th level, she decides to retrain, replacing 
mind snare with dance of steel (fighter), a 3rd-level 
encounter attack power. Her power point total drops 
to 2 as a result. 

At 13th level, she replaces passing attack with 
overwhelming Iun#e (battle mind), an augmentable 
l 3th-level at-will attack power. Her power point total 
is now 6, She still has one fighter encounter attack 
power, dance of steel. 


HYBRID VS. MULT1CLASS 

Both the hybrid character system and the multiclass 
system allow a character to select powers and class fea¬ 
tures from multiple classes. However, these two systems 
offer different advantages and disadvantages, which help 
make both choices interesting. 

4 A multiclass character doesn’t give up any class fea¬ 
tures. However, he or she must spend feats to dabble 
in a second class, whereas a hybrid character doesn't 
need to spend any feats to do so. 

4 A hybrid character can begin play with a more varied 
array of class features and powers than a rnulticlass 
character can. 

4 A hybrid character whose classes have different roles 
is capable of temporarily but effectively stepping 
into either role, but can’t replace a nonhybrid char¬ 
acter in either role, A rnulticlass character fills one 
role entirely—the role of his or her main class-and 
can occasionally fill another role, but not as well as a 
hybrid character can. 

4 The hybrid character s ystem is a mo re effective way of 
describing a character who has an unusual backstory 
than the rnulticlass system Is. A hybrid character can 
begin his or her adventuring career having already 
mixed two very different classes. In contrast, a multi¬ 
class character starts out concentrated on a single 
class and slowly expands into another class, 

Ifs up to you to decide which of these two systems better 
describes your character's unique mixture of class fea¬ 
tures, powers, and backstory. 







Hybrid Artificer 

Whether student or tinkerer, you have learned many 
tricks for imbuing magic into objects and creatures. 
Your expertise is spotty, however, with many gaps 
that a true artificer might scoff at* Of course, you 
know plenty of tricks beyond the skill of that artificer. 

Why does your knowledge have such gaps? Do 
you lack the discipline or talent to master some of the 
formulas and recipes of the artificer? Or have you rec¬ 
ognized that technical skills must be supplemented 
with other abilities? 

As a hybrid artificer, you retain some of the arti¬ 
ficer's healing ability, but you trade away magic item 
manipulation in exchange for another class's abilities. 

CLASS TRAITS 
Role: Leader 
Power Source: Arcane 

Key Abilities: Intelligence, Constitution. Wisdom 

Armor Proficiencies: Goth, leather 
Weapon Proficiencies: Simple melee, simple ranged 
Implements: Rods, staffs, wands 
Bonus to Defense; +1 Fortitude or Will 

Hit Points at 1st Level: 6 
Hit Points per Level Gained: 2.5 
Healing Surges per Day: 3 

Class Skills: Arcana (Ini), Diplomacy (Cha). Dun- 
geo peering (Wis), Heal (Wis), History (Int), 
Perception (Wis), Thievery (Dex) 

Class Features: Healing Infusion (hybrid) 

Hybrid Talent Options: Arcane Empowerment, 
Arcane Rejuvenation 

Class Feature 

Hybrid artificers have the following class feature* 
Healing Infusion (Hybrid): This class feature 
functions as the artificer class feature (Eberrqn Play¬ 
er's Guide, page 45), except that you can create only 
one healing infusion at the end of each extended rest. 

Hybrid Talent Options 

If you take the Hybrid Talent feat, you can select one 
o f t he fo I low i n g opt i on s. 

Arcane Empowerment: This class feature func¬ 
tions exactly as the artificer class feature (Eberron 
P layers Guide, page 44), 

Arcane Rejuvenation: This class feature func¬ 
tions exactly as the artificer class feature (Eberron 
Players Guide* page 44). 


Suggested Combinations 

Tiie artificer/wizard is a master of arcane secrets, 
using Intelligence to attack enemies and heal a Hies. 
The artificer/psion functions similarly, but by mixing 
arcane and psionic powers* 

The artificer/sword mage might prefer melee 
powers* Choose Constitution as your secondary ability 
score to maximize synergy between the two classes. 

The artificer/warlock can be an effective mix of 
leadership and da mage-dealing, particularly if you 
set Intelligence and Constitution as your two highest 
ability scores. 



Hybrid Ardent 

Like most ardents* your psion ic power comes f rom 
self-discovered potential rather than training. Why did 
you choose not to focus on honing your talent for har¬ 
nessing emotion? Do you fear this ability, preferring to 
supplement it with the abilities of another class? Have 
you only begun to unlock this mysterious power? 

As a hybrid ardent,you provide occasional but 
timely bursts of emotion to allies and enemies alike. 
However, by blending this power with the talents of 
another class* you give up the depth of your control 
over others' emotions. 

CLASS TRAITS 
Role: Leader 
Power Source: Psionic 

Key Abilities: Charisma* Constitution, Wisdom 

Armor Proficiencies: Cloth* leather, hide, chalnmatl 
Weapon Proficiencies: Simple melee, military melee, 
simple ranged 

Bonus to Defense: +1 Fortitude or Will 

Hit Points at 1st Level: 6 
Hit Points per Level Gained: 2,5 
Heating Surges per Day: 3.5 

Class Skills: Arcana (Int)* Athletics (Sir), Bluff (Cha), 
Diplomacy (Cha), Endurance (Con), Heal (Wis), 
Insight (Wis). Intimidate (Cha), Streetwise (Cha) 

Class Features: Ardent Mantle (hybrid), ardent surge 
(hybrid). Psionic Augmentation (hybrid) 

Hybrid Talent Options: Ardent Armor Proficiency, 
Mantle Power 


Class Features 

Hybrid ardents have the following class features. 

Ardent Mantle (Hybrid): This class feature func¬ 
tions as the ardent class feature (page 23), except that 
you don't gain the power associated with the mantle 
you choose. 

Ardent Surge (Hybrid): You gain the ardent 
power ardent surge (page 24). The power functions 
as normal, except that you can use it only once per 
encounter. 
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Psion ic Augmentation (Hybrid): This class fea¬ 
ture functions as the ardent class feature (page 23), 
except that your power point total varies depending 
on your selection of powers. See “Psionic Augmenta¬ 
tion and Hybrid Characters" (page 137) to determine 
the number of power points you have. 

Hybrid Talent Options 

If you take the Hybrid Talent feat, you can select one 
of the following options. 

Ardent Armor Proficiency: You gain proficiency 
with leather armor, hide armor, and chain mail 
Mantle Power: You gain the power associated 
with the Ardent Mantle option you chose (page 23). 

Suggested Combinations 

The ardent/bard is a great combination themati¬ 
cally, and the two classes roles and key ability scores 
match. Tt's easy to imagine a character who taps into 
others’emotions through both mental manipulation 
and song, 

Ifyou prefer to stay fully psionic. the ardent/ 
bat tie mind delivers durability in battle and retains 
important leader functions. 

One can easily compare the emotional disci¬ 
pline of an ardent to that required to be a paladin, 
and mixing these two classes creates an interesting 
hybrid. Charisma should be your best ability score* 
with Strength, Constitution* and Wisdom all vying 
for second place. 

Hybrid Avenger 

You blend secret monastic training with other tal¬ 
ents to become a special servant of the gods. Do your 
vows represent an earlier stage of your life, all but left 
behind* or a newfound mission? 

As a hybrid avenger* you pursue your foes with great 
skill, but you must sacrifice some of your offensive and 
defensive capabilities to dabble in a second class. 

CLASS TRAITS 
Role: Striker 
Power Source: Divine 

Key Abilities: Wisdom, Dexterity, Intelligence 

Armor Proficiencies: Cloth 

Weapon Proficiencies: Simple melee, military melee, 
simple ranged 
Implements: Holy symbols 
Bonus to Defense: +1 Fortitude, Reflex, or Will 

Hit Points at 1st Level: 7 
Hit Points per Level Gained: 3 
Healing Surges per Day: 3.5 

Class Skills: Acrobatics (Dex). Athletics (Sir), Endur¬ 
ance (Con)* Heal (Wis), Intimidate (Cha), Perception 
(Wis), Religion (Int)* Stealth (Dex)* Streetwise (Cha) 
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Class Features: Oath o/enmity (hybrid) 

Hybrid Talent Options: Armor of Faith, Avenger s 
Censure (hybrid), Channel Divinity (hybrid) 

Class Feature 

Hybrid avengers have the following class feature. 
Oath of Hnmity (Hybrid): You gain the avenger 
power oath of enmity (Player s Handbook 2, page 34). 
The power functions as normal* except that you can 
apply the effect only when you make a melee attack 
using an avenger power or an avenger paragon path 
power. 

Hybrid Talent Options 

Ifyou take the Hybrid Talent feat, you can select one 
of the following options* 

Armor of Faith: This class feature functions 
exactly as the avenger class feature (PJayerV Handbook 
2, page 33), 

Avenger’s Censure (Hybrid): This class feature 
functions as the avenger class feature (Player’s Hand¬ 
book 2* page 33), except that the bonus to damage 
rolls applies only to your avenger powers and avenger 
paragon path powers. 

Channel Divinity (Hybrid): This class feature 
functions as the avenger class feature (Players Hand¬ 
book 2. page 33), except that you start with a single 
avenger Channel Divinity power of your choice. 
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Suggested Combinations 

The avenger/invoker enjoys a variety of melee and 
non me lee attacks, all based on Wisdom, You can com 
tro! enemies at a distance, making it even easier for 
you to hunt down your prey. 

The avenger/monk uses a high Wisdom score 
and great mobility to pursue enemies with deadly 
efficiency. 

The avenger/wizard seems like an unusual com¬ 
bination at first glance, but both classes suggest the 
study of secret lore. With good Wisdom and Intel¬ 
ligence scores, you can achieve the same variety of 
attacks as an avenger/invoker can. 

Hybrid Barbarian 

In your heart, you know the power of rage. However, 
your link to the primal spirits that unleash these rages 
isn't quite as strong as a typical barbarian's. Perhaps 
you have been away from the tribe for too long, or 
maybe you have only begun to harness primal power. 
Regardless of the reason, as a hybrid barbarian 
you can't unleash the primal rage in your heart quite 
as easily as a full member of that class can, but you 
remain capable of occasional frenzied bursts of energy. 

CLASS TRAITS 

Rote; Striker 
Power Source: Primal 

Key Abilities: Strength. Constitution, Charisma 


Feral Might: T his class feature functions exactly 
as the barbarian class feature (Players Handbook 2, 
page 49). 

Suggested Combinations 

The hybrid barbarian can be joined with the hybrid 
fighter for great durability and melee prowess. 
Choose a Hybrid Talent option to improve your AC, 
either Barbarian Armored Agility or Fighter Armor 
Proficiency. 

If you are a barbarian/cleric who chooses Strength- 
based healing powers, you gain valuable healing 
capability that you can use to keep yourself fighting. 

A barbarian/ranger is a potent combatant. Such a 
character can use barbarian powers requiring a two 
handed weapon as well as ranger powers requiring 
two melee weapons. 
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Hybrid Bard 

You are a dabbler among dabblers. The versatility 
of the typical bard isn't enough for you, so you have 
branched out even further. Alternatively, you might 
have been incapable of mastering the bard's full 
repertoire of performance and inspiration and have 
chosen to explore other areas to expand your abilities. 

As a hybrid bard, you retain some of the bards 
healing power, hut trade away much of that class's 
innate versatility in exchange for access to another 
class's tricks. 


Armor Proficiencies: Goth, leather, hide 
Weapon Proficiencies: Simple melee, military melee 

Bonus to Defense: +1 Fortitude 

Hit Points at 1st Level: 7.S 
Hit Points per l evel Gained: 3 
Healing Surges per Day: 4 

Class Skills: Acrobatics (Dex), Athletics (Str), Endur¬ 
ance (Con), Heal (Wis). Intimidate (Cha), Nature 
(Wis), Perception (Wis) 

Class Features: Rampage 

Hybrid Talent Options: Barbarian Armored Agility, 
Feral Might 

Class Feature 

Hybrid barbarians have the Following class feature. 

Rampage: This class feature functions exactly 
as the barbarian class feature (Players Handbook 2, 
page 49), 

Hybrid Talent Options 

If you take the Hybrid Talent feat, you can select one 
of the following options. 

Barbarian Armored Agility: You gain the Bar¬ 
barian Agility class feature (Players Handbook 2, page 
49). You also gain proficiency with leather armor and 
hide armor. 


CLASS TRAITS 

Role: Leader 

Power Source: Arcane 

Key Abilities: Charisma. Intelligence, Constitution 

Armor Proficiencies: Cloth, leather, hide, chainmail; 
light shield 

Weapon Proficiencies: Simple melee, longsword, 
scimitar, short sword, simple ranged, military 
ranged 

Implements: Wands 

Bonus to Defense: +1 Reflex or Will 

Hit Points at 1st Level: 6 

Hit Points per Level Gained: 2S 

Healing Surges per Day: 3.5 

Class Skills: Acrobatics (Dex), Arcana (lot). Athletics 
(Str), Bluff (Cha), Diplomacy (Cha), Dungeoneerlng 
(Wis), Heal (Wis), History (Int), Insight (Wis), Intimi¬ 
date (Cha), Nature (Wis), Perception (Wis), Religion 
(Int)* Streetwise (Cha) 

Extra Trained Skill: Choose an extra trained skill from 
the class skills list above. 

Class Features: Majestic word (hybrid). Skill Versatility 

Hybrid Talent Options: Bard Armor Proficiency, 
Bardic Virtue, Song of Rest, words of friendship 
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Class Features 

Hybrid bards have the following class features. 

Majestic Word (Hybrid): You gain the bard 
power majestic word (Pkiyeri Handbook 2, page 68). 
The power functions as normal, except that you can 
use it only once per encounter. 

Skill Versatility: This class feature functions 
exactly as the bard class feature (Players Handbook 2, 
page 67). 

Hybrid Talent Options 

If you take the Hybrid Talent feat, you can select one 
of the following options. 

Bard Armor Proficiency: You gain proficiency 
with leather armor, hide armor, chain mail, and light 
shields. 

Bardic Virtue: This class feature functions 
exactIy as t he bard c 1 ass feature (PI aver V 11 a n d hook 2 , 
page 67). 

Song of Rest: This class feature functions exactly 
as the bard class feature (Player's Handbook 2, page 67), 
Words of Friendship: You gain the bard power 
words of friendship (Players Handbook 2, page 68). 

Suggested Combinations 

The bard and warlock classes make a good hybrid 
combination, with complete overlap between primary 
and secondary abilities. Focus on ranged implement 
attacks when choosing bard powers. 

A bard/paladin can mix leadership and defense 
and maintain accuracy with Charisma attack powers. 
You'll need a little help with AC. particularly if you're 
the only defender in the group. 

Combining a bard with a warlord can create a 
leader who has powers that move allies and enemies 
around the battlefield with ease. 

Hybrid Battlemind 

When you start with a sturdy mind and body, you 
can add almost any other set of talents to achieve a 
strong whole—or so you like to tell yourself 
What led you to add another class's abilities to 
your own mental and physical perfection as a bat tie- 
mind? Do you secretly believe your psionic talents to 
be unreliable, at least compared to a strong blade or 
a reliance on other forms of magic? Or have you only 
recently discovered your psionic capabilities? 

As a hybrid battlemind, you give up some battle 
field control and psionic tricks in order to add 
another class’s features and powers to your arsenal. 

CLASS TRAITS 
Role: Defender 
Power Source: Psionic 

Key Abilities: Constitution t Wisdom, Charisma 


Armor Proficiencies: Cloth, leather, hide, chain mail, 
scale; light shield, heavy shield 
Weapon Proficiencies: Simple melee, military melee, 
simple ranged 
Bonus to Defense: +1 Will 

Hit Points at 1st Level: 7.S 
Hit Points per Level Gained: 3 
Healing Surges per Day: 4,S 

Class Skills: Arcana (Ini), Athletics (Sir), Bluff (Cba), 
Diplomacy (Cba), Endurance (Con) t Heal (Wis), 
Insight (Wis). intimidate (Cha) 

Class Features: Psionic Augmentation (hybrid), Psionic 
Defense (hybrid) 

Hybrid Talent Options: Battlemind Armor 
Proficiency, Psionic Study 

Class Features 

Hybrid battleminds have the following class features. 

Psionic Augmentation (Hybrid): This class 
feature functions as the battlemind class feature 
(page 43), except that your power point total varies 
depending on your selection of powers. See “Psionic 
Augmentation and Hybrid Characters" (page J 37) to 
determine the number of power points you have. 

Psionic Defense (Hybrid): This class feature func- 
tions as the battlemind class feature (page 43), except 
that you must choose either blurred step or mind spike. 

Hybrid Talene Options 

Ifyou take the Hybrid Talent feat, you cari select one 
of the following options, 

Battlemind Armor Proficiency: You gain pro¬ 
ficiency with leather armor, hide armor, cha in mail, 
scale armor, light shields, and heavy shields. 

Psionic Study: This class feature functions 
exactly as the battlemind class feature (page 43). 

Suggested Combinations 

The battlemind/fighter has plenty of durability, but 
you'd need to assign high scores to both Strength and 
Constitution, with Wisdom as your third-best score. 

The ardent/battlemind also needs two high 
scores—Constitution and Charisma—but can manage 
without a third good score. This combination also 
gives you the full array of power points for your aug 
men ta hie po \ i ers . 

A battlemind/warlock can get away with only 
one high ability score (Constitution), and Charisma 
makes a great secondary score for both classes. 
Unfortunate I v, yo u 're a little fr ag i I e for a d e fe n d e r, so 
either shore up those defenses or find a tough ally to 
stand next to. 
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Hybrid Talent Options 

If you take the Hybrid Talent feat you can select one 
of the following options* 

Cleric Armor Proficiency: You gain proficiency 
with leather armor, hide armor, and chain mail. 

Channel Divinity (Hybrid): This class feature 
functions as the cleric class feature (Players Hand¬ 
book, page 61), except that you start with a single 
cleric Channel Divinity power of your choice* 

> 

Suggested Combinations 

Cieric/fighter and cleric/paladin offer similar bene¬ 


fits: a great mix of Strength-based melee attacks* high 
durability, and healing powers to keep yourself and 
you r a 13 ies i n t he fig ht. 

A cleric/invoker stays at the back of the party* 
launching helpful ranged attacks and devastating 
area blasts from a position of relative safety* 

A clerlc/warlord comb \ nes leader powers i rom two 
different classes to make an effective whole. 



Hybrid Cleric 

By learning talents beyond those taught to the typical 
cleric* you have honed yourself into a distinctive divine 
leader* Your cleric training might represent a youthful 
devotion or a newly discovered dedication to a god. 

As a hybrid cleric, you offer useful healing to a 
group, although less than a full-fledged cleric could. 
You also give up the versatility of the Channel Divin¬ 
ity and Ritual Casting class features in order to 
master new talents. 

CLASS TRAITS 
Role: Leader 
Power Source: Divine 
Key Abilities: Wisdom, Strength, Charisma 

Armor Proficiencies: Clorh, leather, hide, ehainmail 
Weapon Proficiencies: Simple me tee, simple ranged 

Implements: Holy symbols 
Bonus to Defense: +1 Will 

Hit Points at 1st Level: 6 
Hit Points per Level Gained: 2.5 
Healing Surges per Day: 3*5 


Hybrid Druid 

Your ability to take on the form of a beast marks you 
unmistakably as a druid, but your bond to the spirits 
of nature remains somewhat tenuous* Do your druid 
powers stem from an innate but undeveloped link to 
primal spirits? Or have you just begun to explore the 
mysteries of nature after a life spent in other pursuits? 

As a hybrid druid, you can assume beast form and 
likely know powers tiseful in that form. However, 
you sacrifice some connections to the natural world- 
including Primal Aspect and Ritual Casting-to 
explore another class's talents. 

CLASS TRAITS 
Role: Controller 
Power Source: Primal 

Key Abilities: Wisdom* Dexterity, Constitution 

Armor Proficiencies: Clorh. leather, hide 
Weapon Proficiencies: Simple melee, simple ranged 
Implements: Staffs, totems 
Bonus to Defense: +1 Reflex or Will 


Class Skills: Arcana (Int), Diplomacy (Cha), Heal (Wis), 
History (Int). Insight (Wis). Religion (Int) 

Class Features: Healers Lore, healing word (hybrid) 
Hybrid Talent Options: Cleric Armor Proficiency* 
Channel Divinity (hybrid) 

Class Features 

Hybrid clerics have the following class features. 

Healer’s Lore: This class feature functions exactly 
as the cleric class feature (Players Handbook* page 61), 
Healing Word (Hybrid): You gain the cleric 
power healing ward (Player s Handbook, page 62). The 
power functions as normal, except that you can use it 
only once per encounter. 


Hit Points at 1st Level: 6 
Hit Points per Level Gained: 2.5 
Healing Surges per Day: 3.5 

Class Skills: Arcana (Int), Athletics (Str), Diplomacy 
(Cha), Endurance (Con), Heal (Wis). History (Int), 
Insight (Wis), Nature (Wis), Perception (Wis) 


Class Features: Wild shape 

Hybrid Talent Options: Druid Armor Proficiency. 








Class Feature 

Hybrid druids have the following class feature. 

Wild Shape: You gain the druid power wild shape 
(Players Handbook 2, page 84), 

Hybrid Talent Options 

If vgu take the Hybrid Talent feat, you can select one 
of the following options. 

Druid Armor Proficiency: You gain proficiency 
with leather armor and hide armor. 

Primal Aspect: This class feature functions 
exactly as the druid class feature (Players Handbook 2 t 
page 83). 

Suggested Combinations 

The dry id /shaman is an ideal combination of primal 
classes, mixing the druid's control and melee powers 
with the shaman s leadership, 

A druid/invoker mixes powers and features from 
two different Wisdom-based controller classes and 
can offer an interesting character background: What 
brought you to mesh the ancient power of the gods 
with the might of primal spirits? 

Hybrid druids who want to increase their deadli¬ 
ness in melee should consider the avenger, ranger, 
and rogue classes. 


SELECTING DRUID POWERS 

Despite automatically gaining the wild shape power, a 
hybrid druid doesn't automatically come with beast form 
powers; you must select them. 

At 1 st level, you should consider selecting a beast form 
power as your lone druid at-will attack power. You can use 
your other at-will attack power an your humanoid form. 

If you don't have any beast form powers, you Ye wast¬ 
ing wild shape, so include beast form powers among your 
attack p owe rs a nd u ti I i ty p o we rs. 

Hybrid Fighter 

You call on your martial training to guard allies and 
strike down enemies, and because of your hybrid 
training, you have tricks up your sleeve that your 
enemies don't expect. 

Many hybrid fighters learned their martial talents 
in a military or a mercenary organization, but these 
experiences typically represent only a portion of 
the character's background. Perhaps your character 
has moved on from military service to a new area of 
expertise, or maybe you have taken up the sword as 
part of a new direction in your life after months or 
years of other studies. 

As a hybrid fighter, you protect your comrades 
as any other defender does: with durability, martial 
prowess, and battlefield control. However,you give 
up some of the fighters talent with weapons, and you 
can t mark enemies with all your powers. 
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CUSS TRAITS 
Role: Defender 
Power Source: Martial 
Key Abilities: Strength. Dexterity, Wisdom, 
Constitution 

Armor Proficiencies: Cloth, leather, hide, chainmail, 
scale; fight shield, heavy shield 
Weapon Proficiencies: Simple melee, military melee. 

simple ranged, military ranged 
Bonus to Defense: +1 Fortitude 

Hit Points at 1st Level: 7.5 
Hit Points per Level Gained: 3 
Healing Surges per Day: 4.5 

Class Skills: Athletics (Str), Endurance (Con), Heal 
(Wis), Intimidate (Cha), Streetwise (Cha) 

Gass Features: Combat Challenge (hybrid) 

Hybrid Talent Options: Combat Specialty, Fighter 
Armor Proficiency, Fighter Combat Talent 

Class Feature 

Hybrid fighters have the following class feature. 

Combat Challenge (Hybrid): This class feature 
functions as the fighter class feature (Players Hand¬ 
book, page 76), except that you can use it to mark only 
enemies you attack using fighter powers and fighter 
paragon path powers. 

Hybrid Talent Options 

If you take the Hybrid Talent feat, you can select one 
o f i h e fol 1 ovv i ng opt ion s. 

Combat Specialty: When you select this option, 
you choose one of the following class features. 

Combat Ability: This class feature functions exactly 
as the fighter class feature (Martial Power 2, page 6), 
Combat Superiority:This class feature functions 
exactly as the fighter class feature (Players Handbook, 
page 76). 

Fighter Armor ProFiciency: You gain proficiency 
with leather armor, hide armor, chammail, scale 
armor, light shields, and heavy shields. 

Fighter Combat Talent: When you select this 
option, you choose one of the following class features. 

Bard eraser Vi^or (Hybrid): This class feature func¬ 
tions as the fighter class feature (Martial Power, page 
6), except that you don't gain the bonus to damage 
rolls when wearing light armor or chainmail. 

Brawler Style: This class feature functions exactly as 
the fighter class feature (Martial Power 2, page 6), 
Fighter Weapon Talent: This class feature functions 
exactly as the fighter class feature (Players Handbook, 
page 76). 

Tempest Technique:This class feature functions 
exactly as the fighter class feature (Martial Power, 
page 7). 
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Suggested Combinations 

A fighter/paladin draws on two different flavors of 
tenacity and resilience to create a single defender. 

By adding hybrid warlord to hybrid lighter, you 
can dabble in either tactical genius or inspirational 
brilliance without giving up melee prowess. 

If you re looking to add some non melee attacks to 
your hybrid fighter, consider the hybrid invoker. You 
don't give up much AC (particularly if you are going 
to wield a two-handed weapon), and it doesn't hurt 
for a fighter to have a high Wisdom score. 

Hybrid Invoker 

You wield the might of the gods, mixed with powers 
more earthly. But why would you forsake pure devo¬ 
tion to the secrets of the invoker? Did you uncover 
a mystery that frightened you from wielding such 
unfettered power? Or has your understanding oi 
divinity only recently awakened? 

As a hybrid invoker you wield the gods' own might 
to smite your foes. However, you forgo the versatility 
of Channel Divinity and Ritual Casting to gain the 
benefits of another class. 

CLASS TRAITS 
Role: Controller 
Power Source: Divine 

Key Abilities: Wisdom, Constitution, intelligence 

Armor Proficiencies: Cloth, leather, hide, chainmail 
Weapon Proficiencies: Simple melee, simple ranged 
Implements: Rods, staffs 
Bonus to Defense: +1 Fortitude, Reflex, or Will 

Hit Points at 1st Level: 5 
Hit Points per Level Gained; 2 
Healing Surges per Day: 3 

Class Skills; Arcana (Int), Diplomacy (Cha), Endurance 
(Con), History (Int), Insight (Wts), Intimidate (Cha), 
Religion (int) 

Class Features: Covenant Manifestation 
Hybrid Talent Options; Channel Divinity (hybrid), 
Invoker Armor Proficiency 

Class Feature 

Hybrid invokers have the following class feature. 
Covenant Manifestation: You gain the Covenant 
Manifestation of a Divine Covenant of your choice 
(Players Handbook 2, page 101). 

Hybrid Talent Options 

If you take the Hybrid Talent feat, you can select one 
of the lollowing options. 


Channel Divinity (Hybrid): I his class feature 
functions as the invoker class feature (Players Hand¬ 
book 2, page 101), except that you start with a single 
Channel Divinity power. That power is the Channel 
Divinity power associated with the same Divine Cov¬ 
enant as your Covenant Manifestation, 

Invoker Armor Proficiency: You gain pro¬ 
ficiency with leather armor, hide armor, and 
chainmail. 

Suggested Combinations 

A cleric/invoker oilers a divine combination of mass 
devastation and healing powers. 

An invoker/wizard or invoker/psion has access to 
a vast array of controller powers. Consider taking the 
Hybrid Talent feat to get the Channel Divinity power 
preservers rebuke in order to make optimal use of a 
high Intelligence score. 

The invoker/shaman mixes two very different tra^ 
d it ions of power to great effect on the battlefield. 

Hybrid Monk 

You are an enigma, blending supreme discipline 
and focus with a multifaceted approach to victory in 
battle. How do you explain this seeming contradic¬ 
tion? Are yon a failed student of monastic discipline, 
turning to alternative talents to stay alive? Or have 
you newly discovered an ascetic lifestyle and now 
seek to leave behind your former life? 

As a hybrid monk, you sacrifice some of the train 
ing of vour monastic tradition, including significant 
unarmed prowess, in order to gain aspects of a second 
class. 
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CLASS TRAITS 
Role: Striker 
Power Source: Psionic 
Key Abilities: Dexterity, Strength, Wisdom 

Armor Proficiencies: Goth 
Weapon Proficiencies: Club, dagger, quarterstaff, 
shuriken. sling, spear 

Implements: K\ focus, weapons with which you have 
proficiency 

Bonus to Defense: 4] Fortitude* Reflex, or Will 

Hit Points at 1st Level: 6 
Hit Points per Level Gained: 2.5 
Healing Surges per Day: 3.5 

Gass Skills: Acrobatics (Dex)* Athletics (Str). Diplo¬ 
macy (Cha), Endurance (Con), Heal (Wis), Insight 
(Wis), Perception (Wis), Religion {!nt), Stealth (Dex), 
Thievery (Dex) 

Class Features: Monastic Tradition (hybrid) 

Hybrid Talent Options: Expanded Tradition, Unarmed 
Combatant, Unarmored Defense 

Class Feature 

Hybrid monks have 1 he following class feature. 
Monastic t radition (Hybrid): Choose a Monas¬ 
tic Tradition option (page 63). You gain only the 
Flurry of Blows power associated with that option. 
Your Flurry of Blows power is triggered only when 
you hit with a monk power or monk paragon path 
power during your turn. You are considered to have 
that option for the pu rpose of meeting prerequisites* 

Hybrid Falent Options 

If you take the Hybrid Talent feat* you can select one 
of the following options. 

Expanded Tradition: You gain all the features 
associated with your Monastic Tradition, 

Unarmed Combatant: This class feature func¬ 
tions exactly as the monk class feature (page 63), 
Unarmored Defense: Phis class feature functions 
exactly as the monk class feature (page 63), 



Suggested Combinations 

The monk/rogue is an excellent combination, result¬ 
ing in a character wTiocan use a dagger to deliver 
flurries and sneak attacks alike. Focus on a good Dex¬ 
terity score and make Strength second best. 

The avenger/monk combination suggests years 
of training in a secret monastery dedicated to disci¬ 
plined vengeance. You'll need a high score in both 
Dexterity and Wisdom to maximize accuracy. 

The Fighter/monk can call out foes for one-on-one 
battle, and then slip away when things get too rough. 
Put high scores in both Dexterity and Strength* with 
Wisdom a strong third score. 
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Hybrid Paladin 

You combine the divine authority of a paladin with 
the talents of another class to become a formidable 
pratector. Maily 1 lyb r id pa 1 ad i ns ha ve on Iy recen tly 
pledged themselves to the path of the divine warrior 
after years spent in other pursuits* A few', however* 
have recognized that single minded devotion isn’t for 
them and have expanded theirabilities accordingly, 
As a hybrid paladin* you bring a useful marking 
ability and strong melee powers to a group. Like other 
defenders* you are durable and can protect allies well* 
but you give up some healing capability to gain the 
talents of another class* 

CLASS TRAITS 
Role: Defender 
Power Source: Divine 
Key Abilities: Strength, Charisma, Wisdom 

Armor Proficiencies: Cloth, leather, hide, chatnmail, 
scale* plate; light shield, heavy shield 
Weapon Proficiencies: Simple melee, military melee, 
simple ranged 
implements: Holy symbols 
Bonus to Defense: 11 Fortitude, Reflex, or Wilt 

Hit Points at 1st Level: 7.5 
Hit Points per Level Gained: 3 
Healing Surges per Day: 5 

Class Skills: Diplomacy (Cha), Endurance (Con), Heal 
(Wis). History (Int), Insight (Wis), Intimidate (Cha), 
Religion (Int) 

Class Features: Divine rfiaIfetye (hybrid) 

Hybrid Talent Options: Channel Divinity (hybrid), 
Paladin Armor Proficiency 

Class Feature 

Hybrid paladins have the following c lass feature. 

Divine Challenge (Hybrid): You gain the pala¬ 
din power divine challenge (Players Handbook* page 
91). The power functions as normal* except that the 
following text replaces the power's second paragraph. 

While a target is marked, it takes a -2 penalty to attack 
rolls for any attack that doesn't include you as a target. The 
first time it makes an attack that doesn't include you as 
a target before the start of your next turn, you can use an 
immediate reaction to deal radiant damage to the target 
equal to your Charisma modifier I he damage increases 
to 2 F your Charisma modifier at 11th level and 4 + your 
Charisma modifier at 21 st level. 

Hybrid Falent Options 

If you take the Hybrid Talent feat, you can select one 
of the following options. 
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Channel Divinity (Hybrid): This class feature 
functions as the paladin class feature (Player's Hand¬ 
book, page 91), except that you start with a single 
paladin Channel Divinity power of your choice. 
Paladin Armor Proficiency: You gain proficiency 
with leather armor, hide armor, chain mail, scale 
armor, plate armor, light shields, and heavy shields. 

Suggested Combinations 

Combining the hybrid fighter with the hybrid pa la 
din keeps your AC up and mixes two different styles 
of melee control 

It's easy to see the value of combining paladin and 
cleric, but the paladin/warlord-favoring Charisma 
over Intelligence-might well be the most valiant 
battlefield leader imaginable. 

Perhaps a strange combination, the paladin/ 
warlock meshes melee prowess with deadly ranged 
attacks, as well as the ability to keep distant foes 
marked with divine challenge. For this combination. 
Paladin Armor Prof iciency is a must have option. 

Hybrid Psion 

You can bend your enemies' wills to your own, yet 
that is not enough. What led you to meld the psion s 
powers of mental control with the powers of another 
class? Have you discovered a secret connection 
between psionics and another power source? Or do 
your mental talents represent the ace up your sleeve* 
an unexpected w'ell of tricks that supplement your 
other abilities? 

As a hybrid psion, you forgo that class's innate 
talent with rituals and minor psionic powers to gain 
features and powers from a second class, 

CLASS TRAITS 
Role: Controller 
Power Source: Psionic 

Key Abilities: Intelligence, Charisma, Wisdom 

Armor Proficiencies: Cloth 

Weapon Proficiencies: Simple melee, simple ranged 

Implements: Orbs, staffs 

Bonus to Defense: +1 Will 

Hit Points at 1st Level: 6 
Hit Points per Level Gained: 2 
Healing Surges per Day: 3 

Class Skills: Arcana (Int), Bluff (Cha). Diplomacy (Cha), 
Dungeoned ing (Wis), History (Int)* Insight (Wis), 
Intimidate (Cha), Perception (Wis) 

Class Features: Discipline Focus (hybrid)* Psionic Aug 
mentation (hybrid) 

Hybrid Talent Options: Expanded Discipline Focus 


Class Features 

Hybrid psion s have the following class features* 
Discipline Focus (Hybrid): Choose a Discipline 
Focus option (page SI). If you choose Telekinesis 
Focus, you gain the far hand power. Ifyou choose 
Teiepathy Foeus, you gain the send tfiough ts power. 

Psionic Augmentation (Hybrid): This class 
feature functions as the psion class feature (page 81), 
except that your power point total varies depending 
on your selection of powers. See "Psionic Augmenta’ 
tion and Hybrid Characters" (page 137) to determine 
the number of power points you have* 

Hybrid Talent Option 

Ifyou take the Hybrid Talent feat, you can select the 
following option* 

Expanded Discipline Focus: Ifyou have Tele¬ 
kinesis Focus, you gain the forceful push power. Ifyou 
have Telepathy Focus, you gain the distract power. 

Suggested Combinations 

The psion/wizard is a controller extraordinaire, using 
a high Intelligence to rain down arcane and psionic 
destruction on enemies* 

A bard/psion combines discipline with guile to 
outfox enemies just long enough to defeat them* You'll 
want high Intelligence and Charisma scores. 

The psion/warlock grasps for power from all 
sources, whether by mastering your own psionic 
potential or by drawing on bargains wdth oth¬ 
erworldly entities. With good Intelligence and 
Charisma scores, you should be able to gather all the 
power you need* 

Hybrid Ranger 

You blend the hunter’s dogged pursuit of a quarry 
with other talents to become a formidable warrior* 
You might have learned your ranger powers as a 
young wanderer or an independent scout before 
taking up new skills. Alternatively, you might have 
been driven only recently to a life in the wilderness. 

You retain the ranger s damage dealing capability. 
However* you initially give up the specialization of 
the ranger's Fighting Style class feature* 

CLASS TRAITS 
Role: Striker 
Power Source: Martial 
Key Abilities: Strength, Dexterity, Wisdom 

Armor Proficiencies: Cloth, leather, hide 
Weapon Proficiencies: Simple melee, military melee, 
simple ranged, military ranged 
Bonus to Defense: +1 Fortitude or Reflex 

Hit Points at 1st Level: 6 
Hit Points per Level Gained: 2.5 
Healing Surges per Day; 3 
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Class Skills: Acrobatics (Dex), Athletics (Str), Durr 
geoneermg (Wis), Endurance (Con), Heal (Wis), 
Nature (Wis), Perception (Wis). Stealth (Dex) 

Extra Trained Skill: Choose an extra trained skill from 
the class skills list above. 

Class Features: Hunter's Quarry (hybrid) 

Hybrid Talent Options: Ranger Armor Proficiency, 
Ranger Combat Talent, Ranger Fighting Style 

Class Feature 

Hybrid rangers have the following class feature. 
Hunter's Quarry (Hybrid): This class feature 
functions as the ranger class feature (PlayersHaud- 
boofc, page 104), except that you can deal the extra 
damage only when you hit your quarry with a ranger 
power or a ranger paragon path power. 

Hybrid Talent Options 

If you take the Hybrid Talent feat, you can select one 
of the following options. 

Ranger Armor Proficiency: You gain profi¬ 
ciency with leather armor and hide armor. 

Hanger Combat Talent: When you select this 
option , you choose one of the following class features. 

Prime Shot:This class feature functions exactly as 
the ranger class feature (Player's Handbook t page 104). 

Running Attack: This class feature functions exactly 
as the ranger class feature (Martial Power 2, page 32). 

Ranger Fighting Style: When you select this 
option, you choose one of the following class features. 

Archer Fighting Style: This class feature functions 
exactly as the ranger class feature (Players Handbook, 
page 104), 

Seast Mastery (Hybrid): This class feature functions 
as the ranger class feature (Martial Power, page 3$), 
except that the beast takes a -1 penalty to attack rolls 
and all defenses. 

Hunter Fighting Style: This class feature functions 
exactly as the ranger class feature (Martial Power 2, 
page 32). 

Marauder Fighting Style: This class feature functions 
exactly as the ratiger class feature (Martial Power 2, 
page 32). 

Two Blade Fighting Style; This class feature func¬ 
tions exactly as the ranger class feature (Players 
Handbook, page 104). 

Suggested Combinations 

Fighter/ranger is an effective combination if you focus 
on melee powers designed for two weapons. 

A ranger/rogue is undoubtedly a master damage- 
dealer. However, when combining the ranger and 
rogue classes, choose your powers carefully: many of 
these powers have weapon requirements that don’t 
match up well. For example, if you want to use ranged 
powers from both classes, you need a crossbow. 


Even though the druid/ranger or ranger/seeker 
must balance multiple key abilities, these combina 
iions add a fun primal flavor to the hybrid ranger 

Hybrid Rogue 

You know the value of a well-placed knife, even ifyou 
don't bring the rogues full complement of talents to 
every situation. 

The most common back story for a hybrid rogue 
is a childhood spent on the mean streets ofa city, 
learning enough tricks to stay alive and out of prison. 
AI ter n at i vely, you in ight have bee n a respec ted 
member of society once, driven to a rogue's life by 
cruel fare or the machinations of your enemies. 

You can be just as sneaky and deadly as a non- 
hybrid rogue, but you must sacrifice some rogue 
options to gain options from another class. 

CLASS TRAITS 
Role: Striker 
Power Source: Martial 
Key Abilities: Dexterity, Strength, Charisma 

Armor Proficiencies: Cloth, leather 
Weapon Proficiencies: Dagger, hand crossbow, 
shunken. sling, short sword 

Bonus to Defense: +1 Reflex 

Hit Points at 1st Level: 6 
Hit Points per Level Gained: 2.5 
Healing Surges per Day: 3 

Class Skills: Acrobatics (Dex), Athletics (Str), Bluff 
(Cha), Dunge on e e rfpg (Wts), Insight (Wis), Intimi¬ 
date (Cha). Perception (Wis), Stealth (Dex), 

Streetwise (Cbaj, Thievery (Dex) 

Extra Trained Skills: Choose two extra trained skills 
from the class skills fist above. 

Class Features: Sneak Attack (hybrid) 

Hybrid Talent Options: First Strike, Rogue Combat 
Talent, Rogue Tactics 

Class Feature 

Hybrid rogues have the following class feature. 

Sneak Attack (Hybrid): This class feature func¬ 
tions as the rogue class feature (PlayersHandbook, 
page 117), except that you can deal the extra damage 
only when you hit with a rogue power or a rogue 
paragon path power. 

Hybrid Talent Options 

If you take the Hybrid Talent feat, you can select one 
of the following options. 

First Strike: This class feature functions exactly as 
the rogue class feature (Player s Handbook, page 117), 
Rogue Combat Talent: When you select this 
option, you choose one ofthe following class features. 
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As a hybrid runepriest* you forgo some battlefield 
healing and mastery of basic runes in exchange for a 
second class's features and powers* 

CLASS TRAITS 
Role: Leader 
Power Source: Divine 

Key Abilities: Strength, Constitution, Wisdom 

Armor Proficiencies: Cloth, leather, hide, chain mail, 
scale; light shield 

Weapon Proficiencies: Simple melee, simple ranged 

Bonus to Defense: +1 Will 


IT: 


u 

< 

QC 



X 


Hit Points at 1st Level: 6 
Hit Points per Level Gained: 2,5 
Healing Surges per Day: 3*5 

Class Skills: Arcana (Ini), Athletics (Str) f Endurance 
(Con), Heal (Wis), History (lot). Insight (Wts), Reli 
gion (lnt) t Thievery (Dex) 

Class Features: Rune of mending (hybrid), Runic 
Artistry 

Hybrid Talent Options: Rune Master, Ruriepriest 
Armor Proficiency 


Sharpshooter T«lent: This class feature functions 
exactly as the rogue class feature (Martial Power 2* 
page 56)* 

Rogue Weapon Talent: This class feature functions 
exactly as the rogue class feature (Player's Handbook, 
page 117)* 

Rogue Tactics: This class feature functions 
exactly as the rogue class feature {Players Handbook, 
page 117)* 

Suggested Combinations 

Most hybrid rogues need two good ability scores, 
making hybrid combinations tricky to build, 

A rogue/sorcerer can add some devious ranged 
and burst attacks to a repertoire oi melee powers* 
Combining the hybrid rogue with the hybrid bard 
creates a master trickster, who uses Charisma and 
Dexterity to alternately befuddle and eviscerate foes* 
If you prefer brawn over guile, combine the hybrid 
fighter with the hybrid rogue, choose Rogue Tactics 
through the Hybrid Talent feat* and then pick either 
the Brutal Scoundrel class feature (Player's Handbook, 
page 117) or the Ruthless Ruffian class feature (Mar- 
tial Power, page 73)* 

Hybrid Runepriest 

You have begun to unlock the mysteries of divine 
runes, but you lack the focus needed for true mastery* 
What keeps you from achieving this focus? Have you 
recognized that runic study alone is insufficient to 
stand against the forces of evil? Or have you started 
dabbling in rime magic to enhance your already for¬ 
midable talents in battle? 


Class Eeatures 

Hybrid rune priests have the following class features* 
Rune of Mending (Hybrid): You gain the rune- 
priest power rune oj mending (page LOO), I be power 
functions as normal* except that you can use it only 
once per encounter. 

Runic Artistry: This class feature functions 
exactly as the rune priest class feature (page 99), 

Hybrid Talent Options 

If you take the Hybrid Talent feat, you can select one 
of the following options* 

Rune Master: This class feature functions exactly 
as the rune priest class feature (page 99). 

Runepriest Armor Proficiency: You gain pro 
ficiency with leather armor* hide armor, chain mail, 
scale armor, and fight shields. 


Suggested Combinations 

The cleric/runepriest combines leadership from two 
divine classes* offering a wealth of story and tactical 
options. Make Strength and Wisdom your two best 
ability scores, with either Constitution or Charisma 
in third place. 

Both the fighter/rune priest and the pa lad in/rune- 
priest offer similar blends of the leader and defender 
roles, and also allow' you to maximize your class 
armor prof iciencies* Strength should be your primary 
ability score, with Constitution or Wisdom a good 
second choice. 


The barbarian/rune priest provides a hefty dose of 
damage-dealing capability, allowing you to put the 
fear of your god into foes. Your highest ability score 
should be Strength* with Constitution second* 
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Hybrid Seeker 

You have forged a tenuous bond with primal spirits 
of the hunt. What keeps you from giving yourself 
fully to the primal spirits? Do you fear loss of control? 
Do you mistrust their motives? Or are you simply 
not spiritual/)' strong enough to hold the power they 
offer? 

As a hybrid seeker, you give up some battlefield 
control ability in exchange for features and powers of 
a second class. 

CLASS TRAITS 
Role: Controller 

Power Source: Primal 

Key Abilities: Wisdom. Strength. Dexterity 

Armor Proficiencies: Cloth, leather 
Weapon Proficiencies: Simple melee, simple ranged, 
military ranged 

Bonus to Defense: +1 Reflex or Will 

Hit Points at 1st Level: 6 
Hit Points per Level Gained: 2.S 
Healing Surges per Day: 3.5 

Class Skills: Acrobatics (Dex), Athletics (Str), Endur¬ 
ance (Con), Heal (Wis), Insight (Wis), Intimidate 
(Cha), Nature (Wis), Perception (Wis), Stealth (Dex) 

Class Features: Inevitoble shot (hybrid). Seeker's Bond 

(hybrid) 

Hybrid Talent Options: True Seeker s Bond 

Class Features 

Hybrid seekers have the following class features. 

Inevitable Shot (Hybrid): You gain the seeker 
power inevitable shot (page 118). The power functions 
as normal, except that it is triggered only by ranged 
attacks from seeker powers and seeker paragon path 
powers. 

Seeker’s Bond (Hybrid): Choose one of the 
Seekers Bond options (page 117). You gain only the 
power associated with that option, and you can use 
the power only once per day. You are also considered 
to have that option for the purpose of meeting prereq¬ 
uisites and using the benefits tailored for it in certain 
powers. 


Hybrid Talent Option 

If you take the Hybrid Talent feat, you can select the 
following option. 

True Seeker’s Bond: You gain the rest of the 
benefits of the Seeker's Bond option you chose (except 
that you can still use the power only once per day). 

|k 
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Suggested Combinations 

The best hybrid combination for this class is ranger/ 
seeker, creating a ranged attack specialist. Your 
Wisdom and Dexterity scores should be equally high, 
with Strength a good third choice. 

The rogue/sceker can pick up ranged attacks from 
both classes, using thrown daggers or a hand cross¬ 
bow rather than a longbow. Ability score assignment 
is difficult; you'll need high Wisdom and Dexterity 
scores, and your secondary ability options require 
some tough choices. 

The fightcr/seeker can be a mighty warrior. 

Strength and Wisdom should be your top ability 
scores. 

Hybrid Shaman 

You have learned to call a spirit companion to your 
side, yet your connection to primal spirits isn’t as 
strong as a shaman’s. What caused this deficiency? 

Did you flee or fail a rite of passage before its comple¬ 
tion, weakening your link to the spirit world? Have 
you angered the spirits, causing their voices to quiet 
in your mind? 

As a hybrid shaman, you have a spirit companion, 
as well as the ability to call on spirits for healing, but 
you give up many of your other talents to pursue a 
second class. 

CLASS TRAITS 
Role: Leader 
Power Source: Primal 

Key Abilities: Wisdom, Constitution, Intelligence 

Armor Proficiencies: Cloth, leather 

Weapon Proficiencies: Simple melee, longspear 

Implements: Totems 

Bonus to Defense: +1 Fortitude or Will 

Hit Points at 1st Level: 6 
Hit Points per Level Gained: 2.5 
Healing Surges per Day: 3.5 

Class Skills: Arcana (Int), Athletics (Sir). Endurance 
(Con), Heal (Wis). History (Int), Insight (Wis). Nature 
(Wis), Perception (Wis), Religion (Int) 

Class Features: Companion Spirit (hybrid), healing 
spirit (hybrid), speak with spirits 
Hybrid Talent Options: Spirit Boon, Spirit s Power 

Class Features 

Hybrid shamans have the following class features. 

Companion Spirit (Hybrid): You gain the call 
spirit companion power ( Players Handbook 2. page 
120 ). 
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In addition, choose one oft he Companion Spirit 
options (Players Handbook 2, page 119). You don't 
gain the Spirit Boon or any of the powers granted by 
that choice, but you are considered to have the class 
feature for the purpose of meeting prerequisites and 
using the benefits tailored for it in certain powers. 

Spedul;To select the at-will attack power associ 
ated with a Companion Spirit, you must have the 
appropriate spirit. For example, you can't select the 
stalker's strike power unless you have Stalker Spirit. 

Healing Spirit (Hybrid): You gain the shaman 
po we r head rtg spi r i t (PI aye r s I land bo ok 2 , page 120). 
i he power functions as normal, except that you can 
use it only once per encounter 

Speak with Spirits; You gain the shaman power 
speak with spirits (Players Handbook 2, page 120). 

Hybrid Talent Options 

Ifyou take the Hybrid Talent feat, you can select one 
of the following options. 

Spirit Boon: You gain the Spirit Boon of the Com¬ 
panion Spirit option you chose (Player's Handbook 2, 
page 119), 

Spirit s Power: You gain the opportunity action 
power of the Companion Spirit option you chose 
(Playe r s i la nd b ook 2, page 119), 

Suggested Combinations 

A druid /shaman has a wide array of options on the 
battlefield, including area attacks and healing effects. 

The hybrid shaman seeking to add melee prowess 
would do well to consider the hybrid warden. 

A melee-focused hybrid shaman might add the 
hybrid avenger, favoring Intelligence as a secondary 
ability. Would such a character be more loyal to the 
primal spirits or to the divine patron who schooled 
him or her in the arts of retribution? 

Hybrid Sorcerer 

Yo u k n o w the innate p owe r o I a re a ne m ag ic f low i n g 
through your body and hlood,yet it does not speak to 
you as strongly as it would ifyou were only a sorcerer. 

Is your sorcerous bloodline diluted, requiring you 
to learn other talents to survive as an adventurer? Or 
do you fear what might happen if you gave yourself 
fully to the luring pulse of magic? 

As a hybrid sorcerer, you're capable of unleashing 
powerful gouts of arcane fury. But you don’t have the 
resilience of a non hybrid sorcerer or t he other quirks 
derived from a dedication to sorcerous ways. 


CLASS TRAITS 

Role: Striker 

Power Source; Arcane 

Key Abilities: Charisma. Dexterity, Strength 

Armor Proficiencies: Cloth 

Weapon Proficiencies: Simple melee, simple ranged 
Implements: Daggers, staffs 

Bonus to Defense:+1 Will 

Hit Points at 1st Level: 6 
Hit Points per Level Gained; 2,5 
Healing Surges per Day: 3 

Class Skills: Arcana (Int). Athletics (Str), Bluff (Cha). 
Diplomacy (Cha). Dungeoneering (Wis) P Endurance 
(Con), History (lnt) P Insight (Wis), Intimidate (Cha), 
Nature (Wis) 

Class Features: Sorcerous Power 
Hybrid Talent Options: Soul of the Sorcerer 

Class Feature 

Hybrid sorcerers have the following class feature. 

Sorcerous Power: You gain a bonus to the 
damage rolls of sorcerer powers and sorcerer para¬ 
gon path powers equal to your Strength or Dexterity 
modifier. This bonus increases by 2 at 11th level and 
by 2 again at 21st level. 

You choose which modifier to use when you make 
your character. Ifyou choose Strength, you can use 
your Strength modifier in place of your Dexterity or 
Intelligence modifier to determine your AC while you 
are not wearing heavy armor. 


















Hybrid Talent Option 

If you take the Hybrid Talent feat, you can select the 
following option. 

Soul of the Sorcerer: Choose one of the following 
class features: Dragon Soul (Players Handbook 2, page 
137), Soul of the Cosmic Cycle (Arcane Power, page 
27), Storm Soul (ArcanePower, page 26), or Wild Soul 
(Players Handbook 2, page 137) You gain that class 
feature, and you are considered to have the associated 
Spell Source for the purpose of meeting prerequisites 
and using the benefits tailored for it in certain powers. 

Suggested Combinations 

One can easily imagine a young sorcerer turning to 
an Eldritch Pact to gain access to even greater power. 
Indeed, the sorcerer/warJock is a potent striker who 
has a variety of attacks, though the classes' secondary 
abilities don't match up well. 

Add the hybrid bard to your hybrid sorcerer to 
gain healing powers and to heighten your character's 
reputation as a valorous trickster, 

A rogue/sorcerer gains some useful melee attack 
powers, as long as he or she favors Dexterity 

Hybrid Swordmage 

You are no stranger to discipline and training, but 
you don’t have the single minded commitment to 
arcane swordplay that a swordmage has. Perhaps in 
your youth you dabbled in the fundamentals of spell 
and blade but never dedicated yourself to these stud^ 
ies wholeheartedly Some hybrid sword mages are 
new students of ancient magical traditions, coming 
most often from other arcane or martial traditions. 

As a hybrid swordmage, you provide a good mix of 
melee prowess, battlefield control, and utility, but you 
cant hold back waves of enemies quite as well as a 
full Hedged swordmage can, 

CLASS TRAITS 
Role: Defender 
Power Source: Arcane 

Key Abilities: Intelligence, Strength, Constitution 

Armor Proficiencies: Cloth, leather 
Weapon Proficiencies: Simple melee, military light 
blades, military heavy blades, simple ranged 
Implements: Light blades, heavy blades 

Bonus to Defense: +1 Will 

Hit Points at 1st Level: 7.5 
Hit Points per Level Gained: 3 
Healing Surges per Day: 4 
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Class Skills: Arcana (Int), Athletics (Str), Diplomacy 
(Cha) t Endurance (Con). History (lot), Insight (Wis), 
Intimidate (Cha) 

Class Features: Swordbond, Swordmage Aegis (hybrid) 

Hybrid Talent Options: Swordmage Warding 

Class Features 

Hybrid sword mages have the following class features. 
Sword bond: This class feature functions exactly 
as the swordmage class feature (Forgotten Realms 
Players Guide, page 26). 

Swordmage Aegis (Hybrid): This class feature 
functions as the swordmage class feature (Forgotten 
Rf aims Play er 's Guide, page J(?/ t except that you can 
use the power that you choose only once per encoun¬ 
ter. However, you regain the use of that power when 
its target drops to 0 hit points or when its mark is 
superseded by another mark. 

Hybrid Talent Option 

If you take the Hybrid Talent feat, you can select the 
following option, 

Swordmage Warding: This class feature 
functions exactly as the swordmage class feature 
(Forgotten Realms Player s Guide, page 26). 

Suggested Combinations 

Most hybrid sword mages sacrifice some of their 
defense for greater versatility. Combining the hybrid 
swordmage with the hybrid wizard or psion gives 
you a great breadth of powers that share the same 
key ability. 

If you’re dedicated to staying in melee, consider 
adding the hybrid warlord, and put your Intelligence 
to good use as a tactician. 

Although the hybrid swordmage and the hybrid 
shaman might seem incompatible, the spirit com¬ 
panion and the spirit’s fangs power give a swordmage 
an extra option for battlefield control that doesn't 
require you to stay in the forefront every round. 

Hybrid Warden 

To stand strong against the defilers of the natural 
world, you have buttressed your primal tenacity with 
the capabilities of another class. These capabilities 
might be other ways of channeling primal spirits, or 
you might have decided that you can't count on the 
spirits for all your strength. 

Asa hybrid warden, you can still punish foes for 
attacking your allies. However, because you divide 
your focus between two classes, you must give up 
some of the class’s innate durability (in the form of 
Font of Life and Guardian Might). 
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CLASS TRAITS 
Role: Defender 
Power Source: Primal 

Key Abilities: Strength* Constitution, Wisdom 

Armor Proficiencies: Cloth, leather, hide; lighL shield, 
heavy shield 

Weapon Proficiencies: Simple melee, military melee, 
simple ranged 

Bonus to Defense: 3 Fortitude or Will 
Hit Points at 1st Level: 8.5 
Hit Points per Level Gained: 3.5 
Healing Surges per Day: 4.5 

Class Skills: Athletics (Str), Dungeorteering (Wis), 
Endurance (Con), Heal (Wis), Intimidate (Cha), 
Nature (Wis), Perception (Wis) 

Class Features: Nature s Wrath (hybrid) 

Hybrid Talent Options: Font of Life, Wardens 
Armored Might 

Class Feature 

H vbr id wa rdens have t h e folIow ing class feat u re. 

Nature’s Wrath (Hybrid): This class feature 
functions as the warden class feature (Players Hand - 
book 2* page 153 ), except that you mark only one 
adjacenL encmv when you use the class feature's 
marking ability. 

Hybrid Talent Options 

If you take the Hybrid Talent feat* you can select one 
of the following options. 

Font of Life: This class feature functions exactly 
as the warden class feature (Players Handbook 2, page 
153). 

Warden’s Armored Might: You gain the Guard¬ 
ian Might class feature (Players Handbook 2* page 
153). You also gain proficiency with feather armor, 
hide armor, light shields, and heavy shields. 

Suggested Combinations 

The fighter/warden offers great durability and melee 
attacks, though this combination might need some 
help with AC; Warden s Armored Might or Fighter 
Armor Proficiency are good fixes. 

Adding the hybrid cleric gives the hybrid warden 
useful healing powers; Wisdom is likely your second¬ 
ary ability. 

Combining the hybrid warden with the hybrid 
ranger increases your damage output without hurting 
your AC too much. 


Hybrid Warlock 

You draw power from snippets of arcane lore wrested 
from dusty tomes and primeval entities, but these 
secrets do not wholly define or limit your abilities. 

What keeps you from fully embracing the pacts of 
a warlock? Do you fear the price that such bargains 
might entail? Or have you not vet managed to pin 
dow n the final secret that would unleash vour arcane 
destiny? 

■F 

As a hybrid warlock* you command excellent dam¬ 
age-dealing ability along with some control powers* 
but you must give up some of the more notable features 
of the class* including Pact Boon and Shadow Walk, 



CLASS TRAITS 
Role: Striker 
Power Source: Arcane 

Key Abilities: Charisma, Constitution, Intelligence 

Armor Proficiencies: Cloth, leather 

Weapon Proficiencies: Simple melee, simple ranged 

Implements: Rods, wands 

Bonus to Defense: +1 Reflex or Will 

Hit Points at 1st Level: 6 
Hit Points per Level Gained: 2,5 
Healing Surges per Day: 3 

Class Skills: Arcana (Int), Bluff (Cha)* History (Inc), 
fnsighr ( Wis)* Intimidate (Cha), Religion (Inr), Street 
wise (Cha), Thievery (Dex) 

Class Features: Eldritch Pact (hybrid)* Warlock's Curse 
(hybrid) 

Hybrid Talent Options: Prime Shot* Shadow Walk, 
Warlock Pact Boon 

Class Features 

Hybrid warlocks have the follow'ing class features. 

Eldritch Pact (Hybrid): T his class feature func¬ 
tions as the warlock class feature (Players Handbook, 
page 130), except that you don't gain the at-wi II attack 
power or the Pact Boon granted by it; This means you 
meet prerequisites that require the pact you choose, 
and you can use the benefits tailored for it in certain 
powers. 

Warlock’s Curse (Hybrid): This class feature 
functions as the warlock class feature (Players Hand¬ 
book, page 1 31), except that you can deal the extra 
damage only when you hit a cursed enemy with a 
warlock power or a warlock paragon path power. 
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Hybrid Talent Options 

If you take the Hybrid Talent feat you can select one 
of the following options. 

Prime Shot: This class feature functions exactly 
as tlie warlock class feature (Players Handbook, page 
131). 

Shadow Walk: This class feature functions 
exactly as the warlock class feature (Players Hand- 
hook, page I 31), 

Warlock Pact Boon: You gain the Pact Boon 
associated with your Eldritch Pact, 

To select this option, you must have selected the 
at-will attack power associated with your pact. Ifyou 
later retrain that power, you lose the benefit of this 
option. 

Suggested Combinations 

A sorcerer/warlock can be a potent striker, with Cha 
risma as the highest ability score. 

Combining the warlock with the wizard creates 
a synergistic power list, and the wizard's key abil¬ 
ity. Intelligence, is a good secondary ability for llie 
warlock. 

A combination of warlock and bard works quite 
well, thanks to t lie ability score overlap of the two 
classes and the diversity of their power selection. 

Hybrid Warlord 

You iuivt Lombtiu cl your talent for command with 

other skills, rather than focusing entirely on lead¬ 
ership, How and where did you come to learn the 
intricacies ol command? Did an early stint in the mi 
itary or tutelage at the feet of a tribal leader inspire 
you to grasp the reins of authority? Or have you only 
recently donned the mantle of leadership? 

As a hybrid warlord, you bring talents of combat 
leadership and healing to a group, although you give 
up the Commanding Presence class feature. 

CLASS TRAITS 
Role: leader 
Power Source: Martial 

Key Abilities: Strength. Intelligence, Charisma 

Armor Proficiencies: Goth, leather, hide, chainmarl; 
light shield 

Weapon Proficiencies: Simple melee, military melee 
simple ranged 

Bonus to Defense: +1 Fortitude or Will 

Hit Points at 1st Level: 6 
Hit Points per Level Gained: 2,5 
Healing Surges per Day: 3,5 


Class Skills: Athletics (Str), Diplomacy (Cha), Endur¬ 
ance (Con), Heal (Wis). History (Int), intimidate 
I (Cha) 

Class Features: inspiring word (hybrid), Warlord 
Leadership 

Hybrid Talent Options: Commanding Presence 
(hybrid). Warlord Armor Proficiency 

Class Features 

Hybrid warlords have the following class features, 

X n s p i r i ng Word (Hy b ri d ): You ga i n t he wa r! ord 
power inspiring word (Players Handbook, page 1.45), 
The power functions as normal, except that you can 
use it only once per encounter. 

Warlord Leadership: You choose one of the fol¬ 
lowing class features. 

Battlefront Leaden This class feature functions 
exactly as the warlord class feature (Martial Power 2, 
page S3), 

Canny Leader: This class feature functions exactly 
as the warlord class feature (Martial Power 2, page 
82). 

Combat Leader: This class feature functions exactly 
as the warlord class feature (Players Handbook, page 
144). 

Hybrid Talent Options 

Ifyou take the Hybrid Talent feat, you can select one 
of the following options. 

Commanding Presence (Hybrid): This class 
feature functions as the warlord class feature (Players 
Handbook, page 144), except that you can grant the 
benefit of your Commanding Presence option only 
once per encounter. 

Warlord Armor Proficiency: You gain profi¬ 
ciency with leather armor, hide armor, chain mail, 
and light shields. 

Suggested Combinations 

The pa I ad in/warlord and fighter/warlord combina¬ 
tions provide durability and melee control as well as 
healing. 

For a barbarian/war lord, what's more inspiring 
than charging into battle with a savage war cry? 

Make Charisma your second-highest ability score and 
pick powers from the two classes that take advantage 
of it. 

A consummate leader, the cleric/warlord should 
focus on powers that use Strength and Charisma. 
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Hybrid Wizard 

The path of wizardry demands focus and study, yet 
you have mastered several elements of arcane magic 
while still having time for other learning 

Did you give up a promising academic life to 
pursue a less sheltered existence? Did your mentor 
abandon you before sharing the f inal secrets of 
arcane lore? Or have you only recently begun the long 
task of mastering the arcane power that permeates 
the cosmos? 

As a hybrid wizard, you have much of a wizards 
versatility in power selection, but you give up the flex¬ 
ibility provided by the Ritual Casting and Spell book 
class features, as well as the Arcane Implement Mas* 
tery class feature. 


CLASS TRAITS 
Role: Controller 
Power Source: Arcane 

Key Abilities: Intelligence, Wisdom, Dexterity 

Armor Proficiencies: Cloth 

Weapon Proficiencies: Dagger, quarterstaff 

Implements: Orbs, staffs, wands 

Bonus to Defense: +1 Will 

Hit Points at 1st Level; 5 
Hit Points per Level Gained; 2 
Healing Surges per Day: 3 

Class Skills: Arcana (lni) t Diplomacy (Cha). Dun- 

geoneering(Wis), History (lot), Insight (Wis), Nature 
(Wis), Religion (Int) 



Class Features: Cantrips 

Hybrid Talent Options: Arcane Implement Mastery 

Class Feature 

Hybrid wizards have the following class feature. 

Cantrips: This class feature functions exactly as 
the wizard class feature (Players Handbook, page 158). 

Hybrid Talent Option 

If you take the Hybrid Talent feat, you can select the 
following option. 

Arcane Implement Mastery: This class feature 
functions exactly as the wizard class feature (Players 
Handbook, page 157). 

Suggested Combinations 

As a hybrid wizard, you're not particularly durable, so 
you must choose your second hybrid class, as well as 
your powers, with care. 

The sword mage shares the same key ability, but 
that class's predilection for melee combat is at odds 
with the typical wizard s preference for staying out 
of the fray To keep up in melee, select a good mix of 
close attack powers and some feats that improve your 
survivability. Alternatively, focus your sword mage 
power selection on ranged powers and area powers 
and enter melee only as a last resort. 

A cleric/wizard who has good Intelligence and 
Wi sd cm sco re s c a n sa fe I y a nd e ffec t i v e ly re m a i n i n 
the back ranks while supporting allies with battle¬ 
field control and healing. 

Adding the avenger class to your hybrid wizard 
allows you to surprise your enemies with the occa- 
sional deadly melee attack. Taking Armor of Faith 
through the Hybrid Talent feat gives you the boost 
to AC you need to slay close enough to deliver such 
an attack. 
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EPIC DESTINIES 



When you reach 21st level, you can choose an epic 
destiny. You're free to delay your choice until a later 
level or to forgo an epic destiny altogether. If you 
choose an epic destiny after 21st level, you gain all of 
the epic destiny's benefits that are lor your level and 
lower. 

Diamond Soul 

The psiomc energy that /lows through you is more than a 
I vea pon.h i s th e esse r ice oj your sou 1, 

Prerequisite: 21st level, monk 

At a young age, you knew that the monastic traditions 
of the fighting monks were your calling. As a youth, 
you watched the initiates practice and spotted errors 
in their technique. When you first presented yourself 
to the masters, their amusement at your observations 
turned to astonishment. Time and again, you were 
proven right. The masters expected ever more from 
you as they took you under their tutelage, putting die 
most daunting tasks and grueling training regimens 
before you. Again and again, you overcame these 
challenges, 

Others have displayed this same talent, but few 
have achieved the same level of mastery You stand 
on the brink of the final steps of your studies. True, 
you were the best student in your class, bul you know 
enough of the lighting arts to understand how little 
you truly know. 

Your greatest tests lie ahead of you. Will you 
finally achieve the ultimate mastery you seek, or will 
you find that your skills are less than perfect? 

Immortality 

Life, death, fame, and power mean little to you. All 
monks seek to attain perfect mastery of their fighting 
art, and you are one of the few to achieve it. Your task 
done, you have little use for the material world. 

Perfect Master: The lore you study transcends 
such trifling mortal concerns as the material body 
or the spark of life. When you have attained perfect 
mastery you join the tiny group of monks who have 
founded new psionic philosophies. Monasteries 
sprout across the planes to study your teachings and 
pass them from generation to generation. 



2 | Character Classes 


Diamond Soul Features 

Monastic Perfection (21st level): Choose two 
monk encounter attack powers of your level or lower, 

[ hose two powers become your reserve powers. 
Whenever you take a short rest, you can swap one 
of your monk encounter attack powers for a reserve 
power of the same level or lower. Each time you gain 
a level, you can change your reserve powers. 

Diamond Body (21st level): Your Dexterity score 
increases by 2. In addition, you no longer age. 

Moving Perfection (24th level): You gain a +2 
bonus to speed, and when you shift, you can shift I 
extra square. 

Diamond Perfection (30th level): Once per 
round when you miss with a monk attack, you can 
reroll the attack roll. 

Diamond Soul Power 


Flawless Maneuver Diamond Soul Utility 2G 


Above fhi? din mid chaos of batrfc, your mind focuses u-ifh abso¬ 
lute clarify as you spat flic perfect moment for your next Attack. 

Encounter 4- Pstonic 
Minor Action Personal 

Effect: You gain a +10 power bonus to your next attack 
roll. If that roll is a natural 1. the attack doesn’t automate 
caliy miss. 
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Godmind 

“Its all coming together. I understand. I understand ... 
every! hirtgr 

Prerequisite: 21st level, any psionic class 

Your mind flows like a river during a storm surge, 
threatening to overflow with a torrent of thought. As 
your consciousness grows more charged with psionic 
power, your attention expands each day. Soon, you 
believe, little will lie beyond your comprehension. No 
mystery will veil the div ide between your desire and 
reality. You have become the walking embodiment of 
mind over matter. In truth, your mind controls matter 
and the perceptions of others. You suspect that you 
have discovered a new path to divinity, one powered 
by your will alone, But this is not a divinity that 
requires the adoration of others; the intensity of your 
locus is enough to sustain your mounting abilities. 

It used to be that an insight would come to you 
unbidden once in a great while and shine like a star 
in your mind: a connection you had failed to make 
before suddenly became clear, t hose moments of 
clarity were wonderful, even more so for their rarity. 
But now an hour does not go by that you don't make 
such a startling association. All the components ol 
existence are connected in far more fundamental 
ways than you had realized. 

You now believe that much of what makes up real¬ 
ity is merely the consensus, albeit an unconscious 
one, of all the thinking beings within it. With your 
psionic abilities, you can influence how the minds 
around you see and understand their surroundings, 
and in so doing, you reshape the world according to 
your will. 

Immortality 

You perfect your understanding of the great skein of 
existence and picture it as a self rein forcing and self 
generating construct of conception and thought. It 
seems as if all the lesser minds in the universe make 
up one universal mind, whose perceptions expand 
once per age. You decide to contribute consciously to 
that expansion. 

Universe Mind: With a smile on your lace, you 
expend all your psionic power in one dramatic 
flare. Your physical form drops away, a vessel that 
has served its purpose. You imprint your mind on 
the universe, becoming an eternal thought, a higher 
ideal, a me me that will forever reverberate through 
existence. When your name is spoken, you notice, 
and if the need is great enough, you provide a crucial 
insight. Finally,you know all, see all. and think all. 



Godmind Features 

Lay Bare the Mind (21st level): Once per 
encounter, you can use a minor action to cause a 
single enemy you can see to have vulnerable 5 psy¬ 
chic until the end of the encounter. 

Startling Insight (24th level): After you use your 
second wind, you can roll twice when you make any 
attack rolls, saving throws, skill checks, and ability 
checks and use either result. This benefit lasts until 
the end of your next turn. 

WeJlspring of Mental Power (30th level): You 
gain 4 additional power points, 

Godmind Power 


Rejuvenate Mind Godmind Utility 26 


J iijJu m mail from you as you redcfi into the collective irncon- 
i. i j nd tout /i a font of mental power. 

Daily ♦ Psionic 

Minor Action Personal 

Effect: You regain either all your power points or the use 
of all your dally powers, except this one. You also gain 
,i number of temporary hit points equal to your highest 
ability score. 








Invincible Mind 

You are no larger fust a warrior. Now you arr an aspect of 
war \tse\f. 

Prerequisite: 21st level, battlemind 

Across the world and beyond, you have sought the 
mightiest foes. Giants, dragons, ore kings, demons, 
and devils have fallen before you. Your skill is 
un m a tc h ed by mo r ta Is t a n d n ow you t u r n you ratten 
tion to the mightiest beings in the cosmos. As you 
enter the epic tier, you have but one goal: to carve 
your name in the annals of history as the mightiest 
warrior of all time. 

Many have attempted to travel this road, but few 
have seen it through to the end. You have searched 
for their names in ancient tomes. Here and there you 
find stories of champions who opposed the mighti¬ 
est beings in the cosmos but died while trying to slay 
them. By studying their mistakes, you have learned 
to avoid those errors. When the time comes for you 
to batter down the gates of Banc’s fortress or to cross 
swords with Asmodeus himself, you will be ready. 



Wherever you wander, tales of your deeds spread. 
Some of those who hear the stories seek you out 
in hopes of proving their talents by defeating you. 
Others swear fealty to you. seeing in your crusade the 
chance for an immortality of their own. You accept 
both challengers and allies. The former give you the 
practice you need to hone your skills, while the latter 
form the army you will one day lead to crush your 
chosen quarry. 

Your life has been a long battle, but now it nears 
its end. Will you carry the day and achieve undy¬ 
ing fame, or will your example serve as a warning to 
those who travel this path in the future? 

Immortality 

Your immortality lies not in extending your life 
beyond its normal limits, but in conquering a foe the 
world deems unbeatable. Some day, after you defeat a 
demon lord, an archdevil, or even a god, your victory 
will echo through history forever. 

Unconquered Master: Once you have established 
that you are the greatest warrior who ever lived, what 
else is there for you to pursue? Challengers arise, 
but none can match you. In time, you fade f rom the 
world and become a creature of pure psionic magic, 
content to be the measuring stick for all who come 
after you. Your fighting style lives on as a new psionic 
philosophy. 

Invincible Mind Features 

Battle Sovereignty (21st level): You gain a +10 
bonus to initiative checks and a +2 bonus to weapon 
attack rolls. 

Reinvigorating Attack (24th level): When you 
have 0 power points and hit an enemy with a battle- 
mind at-will attack that is unaugmented, you regain 2 
power points. 

Invincible (30th level): When you drop to 0 hit 
points or fewer, you can spend a healing surge as an 
immediate interrupt. 

Invincible Mind Power 


Indomitable Stratagem Invincible Mind Utility 26 


You 5pi>: a minor flaw in you r foe's fighting so le, onethafyou 
can exp loir to deadly effect. 

Dally 4 Psionic 

Minor Action Personal 

Effect: Choose one enemy you can see. Until the end of 
the encounter, you gain a +2 power bonus to attack rolls 
against that enemy, and when you use battlemind at will 
att T. ks that are unaugmented against that enemy you 
can treat them as if they were augmented by 1 power 
point (level 1, 3, 7,13, and 1 7 powers) or 2 power points 
(level 23 and 27 powers). 
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Master of 

the Eternal Hunt 

Across the universe, those who would defile the world/ear 
your wroth. 

Prerequisite: 21st level, seeker 

Asa seeker it falls to you to search out those who 
would wreck the natural order. The primal spirits 
forced the gods and the primordials from the world 
following the Dawn War and still stand as sentinels 
against their incursions. You understand better than 
most the chaos and horror that such beings can 
unleash. Some gods are benevolent, but others are 
destructive and evil. The gods must attend to their 
own affairs and allow the mortal world to follow its 
own fate. 

When you took your first steps along the seekers 
path, you sought out demons, marauding ores that 
burned and destroyed at Gruumsh’s behest, and 
rampant elemental As these enemies fell before you, 
your mastery grew. In time, the primal spirits called 
out to you. There were greater enemies to tight, and 
you took to the planes to slay them before they could 
release their horrors upon the world. Titans, aberra¬ 
tions, and other powerful threats fell before you. 

Though you have fought and defeated many foes, 
more and more take their place. You must now seek a 
new path, one that can help ensure the worlds safety 
forever As your skills reach their peak, you must seek 
out the deadliest hunting grounds, planes where the 
primal might of the world is but a whisper. 

You are a Master of the Eternal Hunt. It is your 
fate to travel far beyond the world to battle those 
that threaten it. You might die alone and forgotten in 
some terrible corner of the Abyss, but if you survive, 
you will join the spirits as an everlasting guardian of 
all you value. 

Immortality 

Your quest is never truly complete, for as long as 
gods, demons, devils, and primordials battle in the 
planes, their struggles spill over to the natural world. 
Some day, when you have hunted the mightiest of the 
world's foes to extinction, you can finally find peace, 
but until then, you must fight on. 

Spirit of the Hunt: In time, your body proves a 
hindrance to your efforts. The threats to the world far 
too often encompass more than physical destruction. 
The mightiest of creatures, particularly beasts that 
originate from beyond the bounds of the cosmos, seek 
not merely to destroy the world but to transform it. 
When your mortal life is at an end, you will join the 
spirits in safeguarding the world, in this form, you 
can hunt forever. 


Master of the 
Eternal Hunt Features 

Relent less Hunter (21st level): Your Wisdom 
score increases by 2, You ignore all penalties from 
cover, superior cover, concealment, and total conceal¬ 
ment when you make ranged attacks against enemies 
within 10 squares of you. 

Faultless Tracker (24th level): You gain dark vi¬ 
sion and tremorsense 10, 

Deathless Hunter (30th level): Once per day 
when an enemy's attack reduces you to 0 hit points 
or fewer, your current hit point total changes to I 
instead, and you gain resist 20 against that enemy's 
attacks until the end of the encounter. When that 
enemy drops to 0 hit points, you drop to 0 hit points. 



Master of the 
Eternal Hunt Power 


Relentless Step Master of the Eternal Hunt Utility 26 


No enetnv can escape from you a ml your ally. All it rates is for 
one arrow to f\iui ifs rmrrfe. and you ran dose in for the kill. 

Encounter 4 Primal, Teleportation 
Minor Action Ranged 5 

Target: One ally 

Effect: You teleport yourself and the target to different 
squares within S squares of an enemy within 20 squares 
of you. You must have hit the enemy with a seeker attack 
during this turn. 












Rune of Immortality (30 th level); When you 
fail your third death saving throw during an encoun¬ 
ter, you donY die. You instead vanish, appearing in 
your gods dominion. Ail conditions and harmful 
effects on you end, you are considered to have failed 
no death saving throws, and you can spend a healing 
surge. At the start of your next turn* you reappear 
within 10 squares of the space you left. 

Rune Maker Power 


Persistent Runes Rune Maker Utility 26 


.As you master rlu s secrets of rune crafting, von learn la forge 
runes tfinf ttisf Jafl^er them riormaf 

Encounter ♦ Divine 

Free Action Personal 

Trigge r: You miss with a runepriest encounter attack power 
Effect: 7 he attack power's rune state takes effect despite 
the miss. 


Rune Maker 


You no longer merely inscribe the runes of divine power. 
Now you create them. 


Prerequisite: 21st level* runepriest 


For you, the divine runes were never merely inert 
symbols that channeled divine magic. Instead* the 
runes have always been more like living creatures to 
you. You don't simply mark a rune on stone or paper 
or trace it in the air. You breathe life into it T carefully 
forming its curves and lines while drawing divine 
magic into it. 

Your deep understanding of the runes and the 
power they represent marks you as one of the great¬ 
est mnepriests ever. As you enter the final stage of 
your career, your understanding of your art grows 
still deeper. At first in small* tantalizing hints and 
later in \nsights that come upon you like bolts from 
the heavens, you understand the fundamental struc¬ 
tures of the runes. You are no longer content to learn 
of the runes created by the gods. Your ambition 
and mastery push you to create new runes* to find 
the markings that catalog* and perhaps even create, 
entirely new aspects of the world. 

Should you prove worthy of this task, the very Tiber 
of the cosmos might bend and shift at your command , 
The power you seek is far greater than any you previ¬ 
ously imagined you could control* but with diligence* 
bra ve ry, and f a i t h t you k now t ha I yo u ca n a c h i e ve 
anything. Soon you will take your place beside the 

gods. 


Immortality 

At the apex of your craft* you set aside mortal con¬ 
cerns and work alongside the gods to craft the runes 
of creation. 

Rune Forge: You understand the deepest secrets 
of the runes, and you take your place among the 
gods as one who can forge reality. You create your 
own astral domain and from there gather some of 
the finest crafters from across the cosmos. Until 
the end of time, you build new divine runes. 


Rune Maker Features 

Rune of Might (21st level): Your Strength score 
increases by 2. Once you are in a rune state, you can 
change the rune state as a minor action. 

Lord of All Runes (24th level): Once per round, 
when you change your rime state on your turn, you or 
one adjacent ally can make a saving throw. 
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War Master 

An army you kud will not suffer defeat. When you take the 
field, your Joes have a! ready lose 

Prerequisite: 2] st level, ardent 

It is one thing to excel at personal battlefield prow¬ 
ess, It is another to extend that skill to a group of 
allies, a phalanx of warriors, an entire army, or even 
an entire nation. You were always talented with a 
blade, but you learned early on that a dozen blades 
raised as one could defeat the mightiest lone warrior. 
Combining many individual efforts into one force 
is a daunting challenge, one surpassed only by the 
hazards ol battle itself. 

Asa War Master, you seek to forge order from the 
chaos of bat tie. Under your command, your allies 
fight with unmatched coordination and skill. Your 
tactical skill and insight make you a daunting foe. 
Under your command, even a mob of ill-armed peas¬ 
ants is a daunting fighting force. 

With each victory, you set your sights ever higher. 
As you grow in power, you seek to prove that no horde 
or army the cosmos can muster can best you and your 
forces on the f ield of battle. 

Immortality 

You pursue notan escape from deal Ids bonds, but the 
very conquest of death itself, for death is the only force 
that can stand against you and bring your armies to 
ruin. With death conquered, you will live forever in 
glory, hailed as a savior-or perhaps cursed bv those no 
longer allowed death's release from a life of suffering. 

Conqueror of Death: At some point in your 
career, only one foe remains to you, and you set out 
to conquer what no one has ever been able to defeat. 
Perhaps you marshal an army and lay siege to the 


Raven Queen's palace, or perhaps doing that would 
only install you as a new god of death. Instead, you 
might take only your trusted adventuring compan¬ 
ions on a final quest to slay death itself Your final 
conquest might be hopeless, but you stand forever 
as a shining example to those who rage against the 
bonds of mortality. 

War Master Features 

Unmatched Tactician (21st level): You and 
allies within 5 squares of you gain a +5 bonus to 
initiative. When you make an attack, you gain a +1 
bonus to the attack roll ifat least one of your allies is 
adjacent to the target. 

Unyielding Inspiration (24th level): Whenever 
you enable an ally to spend a healing surge, each ally 
adjacent to him or her gains 15 temporary hit points. 

Boundless Morale (30th level): Whenever an 
ally within 5 squares of you drops to 0 hit points or 
fewer, you can spend a healing surge as an immediate 
interrupt. You regain no hit points for doing so, but 
the ally regains hit points as if he or she had spent a 
healing surge and regains 20 additional hit points. 

War Master Power 


Bril liant Strategy War Master Utility 26 


You weave a skein of psion ir imajk, combining your allies' f*il 
enfs into a single, unbeatable force. 

Daily ♦ Psionlt 

Minor Action Close burst S 

Target: One enemy you can see in burst 
Effect Until the end of your next turn, you and your al¬ 
lies gain a bonus to attack rolls against the target equal 
to the number of your allies adjacent to it. If the target 
drops to 0 hit points, you can use this power again during 
this encounter 

Sustain Minor. The effect persists. 
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game is all about options, and 





the material in this chapter is designed to expand 
those options beyond your choice of class and race. 
Whether you're playing a character using the new 



classes and races in this book or using material from 


the previous Players Handbook volumes, you’ll find 


powers, feats, and equipment here to appeal to you. 
This chapter includes the following sections. 


♦ Skill Powers: This new category of utility powers 


gives new meaning to your skill training. Having 


training in a skill gives you the ability to choose a 
skill power associated with that skill instead of a 
utility power from your class, giving you a variety 
of new ways to put your skills to use. 

♦ Feats: Dozens of new feats offer not only support 
for the new classes and races in this book, but also 
a wide array of opt ions for any characters. Multi 
class and hybrid characters in particular will find 
useful feats to help them make better use of both 
of their classes' capabilities. 

+ Superior Implements: Orbs, totems, staffs, and 
other implements made with special materials and 
techniques can offer implement wielding ch a rac* 
ters a variety of benefits comparable to the special 
qualities of weapons. 

♦ Magic Items: The new magic items in this chap¬ 
ter are designed specifically for characters making 
use of the new options in this book* Here you'll 
find magic armor, weapons, implements (includ¬ 
ing ki focus implements for monks), and rings 
that provide ways to enhance psionic powers, con¬ 
tain augmentable powers, and otherwise appeal 

to characters who use the new classes found in 
Chapter 2* 



































SKILL POWERS 



Mammdrerh St arsons paused a moment as the Linked 
Portal ritual drew fa an end. He had forgotten the pow 
de red gate vine and couldn't remember the rest tj f he wards. 
Of course, he couldn't stop now t so he scooped up same 
grass tiud dirt and interned some mu rn bo jumbo, and the 
gate opened. 

The ogre dealt Kraya a blow to the head that should have 
dropped her like a rag doll She con hi barely see through 
the blood in her eyes but re/used to jail. The d?a#onborn 
retaliated with a blast of icy breath and a charge, and then 
n ea r ly coll a psed fro m the pain. 

Corrin brushed a haud p as11 h e dak e 5 bel t and siepped 
back. This act gave his companion the chance to run the 
man through while the duke was worrying about what had 
been stolen—which was nathir^ more than bis attention . 


Level 2 


Agile Recovery 

Acrobatics Utility 2 

With a quick leap, you arc back on your feet and ready to act, 

At-Will 

Minor Action Personal 

Effect: You stand up. 


Level 6 


Dodge Step 

Acrobatics Utility 6 


fteJyinfl on superior balance and agility you move in the blink 
of art eye , 

Encounter 

Immediate Reaction Personal 

Trigger An enemy ends its turn adjacent to you 

Effect: You shift 1 square. 


A skill power is a utility power that represents a 
degree of skillful ness surpassing that conferred by 
normal training. Having a skill power is a sign of your 
mastery of that skill or a mark of your natural apti¬ 
tude for it. You must be trained in a skill to gain and 
use its powers (see “Skill Training," Player's Handbook, 
page 178)* 

Gaining and Using 
a Skill Power 

You can gain and use only the skill powers associated 
with your trained skills. Whenever you reach a level 
that grants you a utiIity poiver fromyoui class, you 
can choose a skill power in place ofa class power. The 
skill power you choose must be of the same level as 
or lower in level than the class power you would have 
gained. 

You can use retraining (Players Handbook, page 28) 
to replace a class power with a skill power and vice 
versa, as long as the new power is of the same level as 
or lower in level than the replaced power. 

You cannot replace a utility power from a paragon 
path or an epic destiny with a skill power. 


Graceful Maneuver 

Acrobatics Utility 6 

You dodge pastyour enemies with speed and! grace . 

Encounter 

Move Action Personal 

Effect You shift half your speed. 


Perfect Balance 

Acrobatics Utility 6 


No matter how narrow the path,you have flic balance and coor 
dination needed to walk it. 

At-Will 

Move Action Personal 

Effect: You move your speed - 2. During this movement, 
you ignore difficult terrain, and you can move across any 
horizontal surface that is at least 3 inches wide without 
making an Acrobatics check. 


Tumbling Dodge Acrobatics Utility 6 


You deftly tumble away from a strike, 

Encou nter 

Immediate Interrupt Personal 

Trigger: A melee attack hits you 

Effect: You make an Acrobatics check and gain a bonus 
to atl defenses against the triggering attack equal to the 
check result divided by 10, If the bonus causes the attack 
to miss, you shift 1 square. 


Acrobatics 

You can combine your speed and agility Lo cross 
treacherous terrain, keep your balance even in the 
most difficult situations, and maneuver past enemies. 
Acrobatics powers enhance your maneuverability, 
allowing you to catch your enemy by surprise or to 
evade attacks by tumbling to safety. 

You must be trained in Acrobatics to gain and use 



Level 10 


Drop and Roll Acrobatics Utility 10 


You /all off a ledge , but your rrammcj a Haws you to dash jar- 
ward after landing safely. 

At-Will 

Immediate Reaction Personal 
Trigger: You fall and take no damage 
Effect: You shift 3 squares. 

















At-Will 

Minor Action Personal 

Requirement: You must he grabbed. 

Effect: You make an Acrobatics check to escape .If the 
check succeeds and a creature was grabbing you 1 the 
creature grants combat advantage to you until the end of 
your turn. 

Level 16 


Reflexive Dodge Acrobatics Utility 16 


As flit? arrack explodes toward you, your reflexes allow'you to 
remain on? step ahead of it. 

Encounter 

Immediate interrupt Personal 
Trigger: An area or a close attack hits you 
Effect: You make an Acrobatics check and reduce the 
damage you take from the triggering attack by half the 
check result. You then shift half your speed. 

Arcana 

Long hours of studying magic and its related fields 
have prepared you well for a life of adventure. Igno¬ 
rance is doom in dangerous situations; the correct bit 
of knowledge at the right time can save lives and turn 
sure defeat into a close victory. Arcana powers allow 
you to exploit critical lore about your enemies so that 
you can meddle in their attacks or have an edge in a 
fight. 

You must be trained in Arcana to gain and use 
Arcana powers. 

Level 2 


You have discovered how to perform vour magic rituals with 

fewer ulcfreruiad reagents than other musicians require* 

Daily 

Free Action Personal 

Trigger: You are performing an Arcana ritual of one-half your 
level or lower 

Effect: You expend only half of the ritual's gold piece com* 
ponent cost (any focus item must still meet the minimum 
cost), although you cannot use this power to reduce the 
component cost of the rituals Brew Potion and Enchant 
Magic Item. If you make an Arcana check as part of the 
ritual and dislike the result, you can reroll the check with 
a +4 power bonus and use either result. 


Insightful Warning Arcana Utility 6 


As your foe unleashes Its a Hack, you realize that you have read 
about this sort of danger and shout a warning to your friends. 

Encounter 

Immediate Interrupt Personal 

Trigger: A creature you can see makes an attack roll for an 
area or a close attack that includes you as a target 
Effect: You and each ally included as a target of the trigger* 
ing attack gain a +7 power bonus to all defenses against it. 

Level 16 


Elemental Countermeasures Arcana Utility 16 


As it t ag i ca I ci re rg\ strea fes town rd vai i. you 11 se your ki u >wI edge 
of that magic w counter some of it. 

Encounter 

Immediate Interrupt Personal 
Trigger; You take acid, cold, fire T lightning, or thunder 
damage 

Effect: You make an Arcana check. The damage is reduced 
by the check result divided by 2. 
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Arcane Senses Arcana Utility 2 


You refocus your eyes to see ma#ic energy invisible to the un- 
r ruined eye, learning how many magical creatures are nearby. 

Encounter 

Minor Action Personal 

Effect: You make an Arcana check and learn the number 
of elemental, fey, and shadow creatures that are within 
a number of squares of you equal to the check result. 

You don't learn the creatures’ locations, but you do learn 
separate counts for each type. 


Arcane Mutterings Arcana Utility 2 


You launch info a recitation of obscure lore on a subject fa im¬ 
press. cow. or trickyvur audience. 

Encounter 

Free Action Personal 

Trigger: You would make a Bluff, a Diplomacy, or an 
Intimidate check 

Effect: You make an Arcana check in place of the Bluff, 
Diplomacy, or Intimidate check. 


Athletics 

Your physical strength helps you overcome many 
obstacles, whether you are swimming across a roar¬ 
ing river, scrambling up a cliff, or smashing through a 
door. Athletics powers exploit your physical prowess 
to let you bull your way through any situation, rely- 
tng on brawn to reach your enemies no matter how 
remote they might be* 

You must be trained in Athletics to gain and use 
Athletics powers. 

Level 2 


Bounding Leap Athletics Utility 2 


As you spring through the air,you ruck in your and arms, 
spinning to rk? out a lifr/c extra durance. 

Encounter 

Move Action Personal 


Effect: You ma ke an Athletics chec k to j u mp with a + 5 
power bonus. You are considered to have a running start, 
and the distance of the jump isn’t limited hy your speed. 
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Scrambling Climb Athletics Utility 2 


You use vourforward momentum to help puifyimredf upward. 

Encounter 

Move Action Personal 

Effect: You make an Athletics check to climb with a +5 
power bonus. If the check succeeds, you climb a number 
of squares equal to 2 + your speed. 

Level f> 


Mighty Sprint Athletics Utility 6 


Your tilrow you rselfforwa rd at a breakneck pace, bounding over 
obstacles. 

Encounter 

Move Action Personal 

Effect: You move your speed + 4. During this movement, 
you ignore difficult terrain and gain a +5 power bonus to 
Athletics checks you make as part of the move. 


Sudden Leap Athletics Utility 6 


You spring around your enemy too quietly for it to strike you* 
Encounter 

Move Action Melee 1 

Target: One creature 

Effect: You make an Athletics check against a DC deter¬ 
mined by the target s size: 1 5 (Medium or smaller), 20 
(Large), 25 (Huge)* or 30 (Gargantuan). If the check sue 
ceeds. you jump to another square adjacent to the target, 
without provoking an opportunity attack from it. 



Incredible Stride 

Athletics Utility 10 

You move with amazing 



Daily 4 Stance 

Minor Action Personal 

Effect: Until the stance ends, you gain a +4 power bonus 
to speed* 

Bluff 

Lies have many shades, and your palette holds them 
all As an accomplished liar, you make the implau¬ 
sible seem true and the impossible possible. Bluff 
powers give you new techniques for fooling those 
around you* You can fill in gaps in conversation with 
whatever words roll off your tongue, deceive enemies 
to give your side an edge in battle, and talk your way 
out of sticky situations with a few quick words and an 
honest expression. 

You must be trained in Bluff to gain and use Bluff 
powers. 

Level 2 


Battle Feint Bluff Utility 2 


Your siitWen move causes the enemy to flinch. seUmjj upyaur 
ally's next attack. 

Encounter 

Minor Action Melee 1 

Target: One creature 

Effect: You make a Bluff check opposed by the target s 
passive Insight check. If the check succeeds, one ally ad¬ 
jacent to you gains combat advantage against the target 
for that ally’s next attack against it before the end of your 
next turn. 


False Bravado Bluff Utility 2 


Your apparent courage makes your enemy flunk twice a hour 
pressing its atfack* 

At Will 

Minor Action Personal 

Requirement: You must be marked. 

Effect: You are no longer marked. 

Level 6 


Confusing Blather Bluff Utility 6 


You spew' a stream of nonsense* leaving your enemies puzzled. 

Encounter 

Minor Action Close burst 1 

Target: Each enemy in burst 

Effect: You make a Bluff check opposed by each target’s 
passive Insight check. If the check succeeds against a 
target, that target cannot make opportunity attacks 
against you until the end of your next turn. 
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Dirty Tricks 


Bluff Utility 6 


Level 2 


Using rrick 7 ry. you create opportunities to evade rapture. 

Encounter 

Minor Action Personal 

Effect; You make a Bluff check opposed by an adjacent 
enemy 's passive Insight check, IF the check succeeds, you 
move 1 square and don’t provoke an opportunity attack 
from that enemy. 


Fast Talk Bluff Utility 6 


During a negotiation, your misstep becomes an opportunity to 
/i rit) your opponent V weakness 

Encou nter 

Free Action Personal 

Trigger; You make a Bluff, a Diplomacy, or an Intimidate 
check and dislike the resuit 
Effect: You make a Bluff check and use either result. 

Levee 10 


Improvisational Arcana Bluff Utility 10 


As vinr perform a ritual, you intersperse made-up words and 

improvise components, using odds ami ends at band. 

Daily 

Free Action Personal 

Trigger: You are performing a ritual of one-half your level or 
lower 

Effect: You expend only half of the ritual s gold piece com¬ 
ponent cost (any focus item must still meet the minimum 
cost), although you cannot use this power to reduce the 
component cost of the rituals Brew Potion and Enchant 
Magic Item. You can also make a Bluff check in place of 
any skill check the ritual requires. 


Stall Tactics Bluff Utility 10 


Your fast til Iking causes your enemies to Imitate far a crucial 
moment. 

Daily 

Free Action Ranged sight 

Trigger: You roll initiative 

Target: Each enemy you can see 

Effect: Each target's initiative is reduced by 10, 

Diplomacy 

You have a way with people, possessing the right 
mix of empathy and charm. Those who meet you are 
inclined to befriend you, doing as you wish or help¬ 
ing you and your cause. Diplomacy powers broaden 
your options. You force enemies to think twice about 
attacking, bargain to your best advantage, or inspire 
your allies to great heroics. 

You must he trained in Diplomacy to gain and use 
Diplomacy powers. 


Soothing Words Diplomacy Utility 2 


Lbe battle done, your allies turn to you for words of encourage¬ 
ment and support. 

Daily 

Standard Action Close burst 5 

Requirement: You must be taking a short rest. 

Target: Each ally who can hear you in burst 
Effect: When each target spends one or more healing 
surges at the end of the short rest, he or she regains ad¬ 
ditional hit points equal to your Charisma modifier. 


Level 6 


Haggle Diplomacy Utility 6 


You are a pnn ticed negotiator, sometimes able to turn a slip of 
the longue to you r a dwa 11 rage. 

Encounter 

Free Action Personal 

Trigger: You make a Diplomacy check and dislike the result 
Effect: You reroll the Diplomacy check and use either 
result. 



macy 



Rcci ting your allies'great deeds and talmfr, you /ill them with 
lire confidence they need to win a battle ahead. 


Daily 

Standard Action Close burst 5 

Requirement; You must be taking a short rest. 

Target: Each ally who can hear you in burst 
Effect: Until the end of the next encounter, each target 
gains a +1 bonus to attack rolls and saving throws while 
not bloodied. 


Level 10 


Befriend Diplomacy Utility 10 


You know the ri^hf things ro say to mate people like vote 

Encounter + Charm 
Minor Action Ranged 5 

Target: One nonhostile creature that has Intelligence S or 
higher 

Effect: Until the end of the encounter, you gain a +5 power 
bonus to Bluff checks and Diplomacy checks against the 
target. 


Cry for Mercy Diplomacy Utility 10 


W' ifh p lead i ng wo rd sand gest u res, you d i seau rage you r ene m ies 
from striking dawn the wounded. 

Encounter 

Minor Action Close burst 5 

Target: You or one ally in burst; the target must be bloodied 
Effect: Until the end of your next turn or until the target 
is no longer bloodied, the target's movement does not 
provoke opportunity attacks* and the target gains a +4 
power bonus to all defenses. 
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Noble Sacrifice 


Diplomacy Utility T0 


! EVEL 6 


V 


You demand that an enemy face you (a distract it from your 
wounded Jriend* who is inspired In your sacrifice. 

Encounter ♦ Charm 
immediate Interrupt Close burst 3 
Trigger: An enemy within 3 squares of you makes a melee 
attack roll against your bloodied ally adjacent to you 
Target: The triggering enemy 

Effect: The target s attack roll is against you instead of the 
bloodied ally. If the attack hits you, the ally gains tempo¬ 
rary hit points equal to your Charisma modifier 

Level 16 


Indomitable Ally Diplomacy Utility 16 


When you are near, your allies refuse to give up. 

Encounter 

immediate Interrupt Close burst S 
Trigger: An ally within S squares of you is reduced to 0 hit 
points or fewer by an attack 
Target: The triggering ally in burst 
Effect: Until the end of the targets next turn, the dying 
condition doesn't cause the target to fall unconscious. 

Dungeoneering 

Whether creeping through the Underdark or explor¬ 
ing dungeon depths,you possess exceptional skill 
in navigating the subterranean world. With Dun- 
geoneering powers, you can react to underground 
dangers at a glance, retain your faculties when bereft 
of light, and uncover secrets about aberrant monsters* 
You must be trained in Dungeoneering to gain and 
use Dungeoneering powers. 

Level 2 


Deep Shadows Dungeoneering Utility 2 


Judging the play of shadows against rhe cave waff, you spot a 
hiding place that an untrained explorer would overlook* 

Encounter 

Minor Action Personal 

Requirement You must have covet or concealment 
underground. 

Effect: You make a Dungeoneering check in place of a 
Stealth check to hide. 


Eyes of the Deep Delver Dungeoneering Utility 6 


To og J u w t rs o f \vo rki njj in d i m ness allow yo u to focus you r seuses 
for a moment rp see in utter darkness. 

Encounter 

Minor Action Personal 

Effect: You gain Hindsight 10 until the end of your next 
turn. 


Stonecunning Dungeoneering Utility 6 


The subterranean world keeps few secrets from you. 
Encounter 

Free Action Personal 

Trigger: You would make a Perception check underground 
Effect: You make a Dungeoneering check In place of the 
Perception check. 

Level 10 


Trap Sense Dungeoneering Utility 10 


As fhc trap springs* your experience in dealma with such haz¬ 
ards lets you step aside and leave a Joe at the traps mercy 

Encounter 

Immediate Interrupt Personal 

Trigger: A trap or a hazard makes a melee or a ranged attack 
roll against you 

Effect You gain a *4 power bonus to all defenses against 
the attack. If the attack misses you, the trap repeats the 
attack as a free action against an enemy adjacent to you. 

Endurance 

Adventuring is not for the weak. Most who take tip 
such a life are made of sterner stuff than the average 
mortal, yet you put even those bold souls to shame* 
Full of vigor, you do not succumb to the injuries that 
tn ig h t h i nd e r a not 1 te r. E nd u ra nee po we rs bu i 1 d o n 
your natural hardiness, allowing you to shrug ofTinju¬ 
ries, ignore damage, and keep yourself and your allies 
fighting* 

You must be trained in Endurance to gain and use 
Endurance powers. 

Level 2 


Otherworldly Lore Dungeoneering Utility 2 


Yomer/im^ abemt dir aberrant horrors movements strikes a 
chord; you know just how to fight it. 

Encounter 

Minor Action Close burst S 

Target: One aberrant creature you can see in burst 
Effect: You make a Dungeoneering monster knowledge 
check to determine the target's resistances and vulner¬ 
abilities, If the check succeeds, you or one ally who can 
hear you gains a +4 power bonus to his or her next 
attack roll against the target before the end of your next 
turn* 


Endure Pain Endurance Utility 2 


You grin artel bear it. off flic pain of a new wound. 

Daily 

Immediate Interrupt Personal 
Trigger: You are hit by an attack 

Effect: Until the end of your next turn, you gain resistance 
to all damage equal to 5 + your Constitution modifier. 
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Invigorating Presence Endurance Utility 2 


inspired by your resilience, your allies/md rlie will to overcome 
challenges. 

Daily 

Standard Action Close burst 5 

Requirement: Your second wind must be available for you 

to use. 

Target: Each ally in burst 

Effect: You use your second wind, and each target gains 
temporary hit points equal to 10 + your Constitution 
modifier. 


Level 6 


Third Wind Endurance Utility 6 


You have almost endless reserves and can rebound /rom injuries 
that would bring dawn another. 

Daily ♦ Healing 

Minor Action (Special) Personal 
Effect: You spend a healing surge. 

Special: As a standard action, an adjacent ally can make a 
DC 10 Heal check to allow yon to use this power without 
spending an action yourself. 


Walk It Off Endurance Utility 6 


You fake a deep breath fought off a lingering wound. 
Encounter 

No Action Personal 

Trigger: Your turn starts and you have ongoing damage 
Effect: Make a saving throw against the ongoing damage 
before you take the damage* 


Level 10 


Reactive Surge Endurance Utility 10 


1 he' arrack was well placed, hut you choose not to let if affect 

you* 

Encounter ♦ Healing 
Immediate Reaction Personal 
Trigger: An attack bloodies you 
Effect: You spend a healing surge. 

Level 16 


Diehard Endurance Utility 16 


Though blood pours from a dozen wounds, you refuse to lie 
down arid die. 

Daily 

Immediate Interrupt Personal 
Trigger: You drop to 0 hit points or fewer 
Effect: Until you aren't dying or until the end of the en¬ 
counter, the dying condition doesn’t cause you to fall 
unconscious* but you are dazed. 

Heal 

Injuries are part of every adventurers life. Sword 
cuts, arrow punctures, burns from flaming brealh* 
and countless other afflictions arise over the course 
ofa typical adventure* Your companions can usually 
take care of themselves* but in a crisis, your train¬ 
ing provides a much needed boost. Heal powers give 
you a wide range of methods to care for comrades, 
helping them draw on their inner strength and even 
return from the brink of death* 

You must be trained in Heal to gain and use Ileal 
powers. 

Level 2 


Healer’s Gift Heal Utility 2 


You tend ro a fallen comrade and stare off death's touch* 

Encounter ♦ Healing 

Standard Action Melee 1 

Target: One dying creature 

Effect: The target can spend a healing surge* 


Level 6 


Delay Poison _Heal Utility 6 


Your ministrations briefly protect your par tent from poison, 
Encounter 

Minor Action Melee 1 

Target You or one creature 

Effect The target is Immune to poison until the end of 
your next turn* 


Physician’s Care Heal Utility 6 


Yam extensive training helps you an ally hack into the hi* 


Encounter ♦ Healing 

Standard Action Melee 1 

Target: You or one ally 

Effect: The target can spend a healing surge. 
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Swift Recovery 


Heal 
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History Utility 2 


You address a companion's most end cal tvaunds to get him or 
her bad? info the bottle. 

Encounter 

Minor Action Melee 1 

Target: One ally 

Effect: The target can use his or her second wind without 
taking an action to do so. 


Level 10 


TimeOut Heal Utility 10 


Von £jrnnf your comrade a moment of respite, 

Encounter 

Minor Action Melee 1 

Target: One ally 

Effect: The target regains the use of second wind if he or 
she has already used it during this encounter 

Level 16 


Miraculous Treatment Heal Utility 16 


Your expert cure mends some wounds instantly. 

Daily ♦ Healing 

Standard Action Melee 1 

Target: One ally 

Effect: The target regains hit points as If he or she had 
spent a healing surge. 

History 

To some, history is nothing more than dusty tomes 
and useless trivia. But as the saying goes, those who 
ignore history are doomed to repeat it. From your stud 
iesyou can recall useful facts that apply to everything 
from the magical to the mundane. History powers 
demonstrate your exceptional education, letting you 
remember useful details with perfect clarity or recall 
the tactics of historic battles while vou are in combat. 

You must be trained in History to gain and use 
History powers. 

Level 2 


Legend Lore History Utility 2 


Lt’vjrmh arc your specialty and you can always find a use for 
these stones , 

Encounter 

Free Action Personal 

Trigger: You would make a knowledge check using a skill 
other than History 

Effect: You make a History check In place of the know! 
edge check. 



Perfect Recall 


Your mind is a steel (rap; nothing escapes if, 

At-Will 

Free Action Personal 

Trigger: You would make an Intelligence check 
Effect: You make a History check in place of the 
Intelligence check. 


Strategist's Epiphany History Utility 2 


Recall in# undent ha ttles, you find did red iocs in nwr enemies 
positions and use that knowledge ro help your side in the battle. 

Daily 

Free Action Close burst 5 

Trigger: You roll initiative 
Target: You and each ally in burst 

Effect: You make a History check, and each target can use 
the check result as his or her initiative check result. 

Level 6 


Historical Revelation History Utility 6 


When yom oily strides fo recall an impominr/iicf.you supply 
a story fa nudge him or her onto the ritjht path. 

Encounter 

Immediate Reaction Close burst S 
Trigger An ally within h squares of you makes a knowledge 
check and dislikes the result 
Target: The triggering ally in burst 
Effect: The target rerolls the knowledge check and uses 
either result. 

Level 10 


Tactician's Measure History Utility 10 


The enemies* movements arc similar to those used in a skirmish 
you once studied* You use knowledge of if to out maneuver afoe. 

Encounter 

Immediate Reaction Melee 1 

Trigge r; An enemy enters a square adjacent to you or to an 
ally adjacent to you 
Target: You or the ally 

Effect: The target shifts 1 square and gains a + 2 bonus to 
all defenses until the end of your next tum. 

Insight 

You can strongly empathize with others and thus 
anticipate their actions and assess their motives. You 
might be a compassionate soul, who connects with 
everyone you meet, or a calculating plotter, who peers 
into others’ hearts to learn how best to exploit them. 
Insight powers make you an expert observer, helping 
you guide negotiations as you see fit. These powers 
also have useful combat applications, letting you read 
your enemies and out maneuver them. 

You must be trained in Insight to gain and use 
Insight powers. 
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Level 2 


Anticipate Maneuver Insight Utility 2 


You read your opponent lifee an open hoot and ouLspmjrt it. 

Encounter 

Minor Action Melee! 

Target: One creature 

Effect: You make an Insight check opposed by a Bluff 
check that the target makes as a free action. If your check 
succeeds, the target grants combat advantage to you 
until the end of your next turn. 

Level 6 


Empathic Read Insight Utility 6 


You sense where the conversotion is headed and stop an ally 
/rum making a gaffe. 

Encounter 

Im med i a te I nterm pt CI ose b u rst S 

Trigger: An ally fails a Bluff, a Diplomacy, or an Intimidate 
check 

Target: The triggering ally in burst 
Effect: The target rerolls the skill check and uses either 
result. 


Insightful Counter _ Insight Utility 6 


You foresee your opponent's move and deny if die advantage. 

Encounter 

Minor Action Personal 

Effect; You do not grant combat advantage until the end of 
your next turn. 


Prescient Maneuver Insight Utility 6 


Your enemy moves, and you match its steps with a countermove. 

Encounter 

Immediate Interrupt Personal 

Trigger An enemy within 5 squares of you moves willingly 
Effect: You shift half your speed. 

Level 10 


Insightful Comment Insight Utility 10 


You assess the situation and offer words of advice rtorifliiide the 
conversation in a fruitful direction. 

Encounter 

Minor Action Close burst 5 

Target: You and each ally In burst 

Effect; Until the end of your next turn, each target gains a 
bonus to Bluff checks. Diplomacy checks, and intimidate 
checks equal to your Wisdom modifier. 



Prescient Defense Insight Utility 10 


You anticipate your foe a attack and ably defend yaurself 
Encounter 

Immediate Interrupt Personal 
Trigger; You are hit by a creature 

Effect: You gain a +2 power bonus to all defenses against 
the attack. 


Level 16 


Insightful Riposte insight Utility 16 


You predict how the enemy will react to your > trike and account 
for it. 

Encounter 

Free Action Personal 

Trigger: You miss with an attack 

Effect; You gain a + 3 bonus to the attack roll. 
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Intimidate 

Intimidation is all about implied threat, a convinc¬ 
ing promise of pain or deprivation. You can exude 
menace at will, making others nervous by your pres* 
ence alone, Sometimes a whisper is enough to make 
people do as you wish. Intimidate powers allow von 
to It one vour threatening presence into a potent tool, 
whether on the battlefield or over a sumptuous meal. 
Vo u can ratt le yo u r e n e m ies, u rge you r IV i e n d s ba c k 
into battle, and unnerve intractable adversaries. 

You must be trained in Intimidate to gain and use 
Intimidate powers. 


Level 2 


Ominous 1 hreat Intimidate Utility 2 


You draw your enemy's attention rn rest squurdy on you. 
Encounter 

Free Action Melee 1 

Trigger You hit an enemy with a melee attack 

Target; The enemy you hit 

Effect: You mark the target until the end of your next turn. 
In addition, one ally marked by the target is no longer 
marked. 

Level 6 


Demoralize Foe Intimidate Utility 6 


You spit an tyly threat at your adversary, making if think twice 
before U attacks you. 

Encounter ♦ Fear 

Free Action Melee 1 

Trigger You hit an enemy with a melee attack 

Target: The enemy you hit 

Effect: The target takes a 2 penally to attack rolls against 
you until the end of your next turn. 


Everybody Move 

Intimidate Utility 6 

Yot i insp ire terror in you r enc m ies* 



Encounter ♦ Fear 

Minor Action Close blast 3 

Target: Each enemy in blast 

Effect: You push each target 1 square, but not into hinder¬ 
ing terrain. 


Try the Stick Intimidate Utility 6 


Why waste time with diplomacy whet* threats can get to the 
heart of the matter? 

Encounter 

Free Action Personal 

Trigger: You would make a Diplomacy check 
Effect: You make an Intimidate check in place of the 
Diplomacy check. 
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Snap out of It Intimidate U 


A smack across the face brings your ally hack to his or her 
senses . 

Encounter 

Minor Action Melee touch 

Target: One ally subject to a dazing, dominating, or stunning 
effect that a save can end 

Effect The target makes a saving throw against the effect. 

Nature 

The world holds few secrets from a person who has 
your training and powers of observation. You can tec 
ognize plants and animals on sight, identify hazards, 
and find paths through the wild. Nature powers allow 
vou to work more effectively with beasts, to find the 
most advantageous ground on which to begin a battle, 
and to guide your allies through perilous lands. 

You must be trained in Nature to gain and use 
Nature powers* 

Level 2 


Mounted Coordination Nature Utility 2 


You sy rich ro\ ii ze your af rack with your mount's movements w 
i naxr rnize you r da rt i age. 

Encounter 

Minor Action Personal 

Requirement: You must be mounted on a willing creature. 
Effect: You gain a + 2 bonus to the damage roll of your next 
attack before the start of your next turn. 


Nature Sense 

Nature Utility 2 

The forest is quiet *,. too quiet* 



Daily 

Free Action Personal 

Trigger: You would roll initiative in a natural environment 

Effect: You make a Nature check in place of your initiative 
check. In addition, you and your allies gain a +4 bonus 
to ail defenses until the end of the first round of the 
encounter. 

Level 6 


Path of the Bounding Stag Nature Utility 6 


You easily pick a path through die underbrush. 

Encounter 

Move Action Personal 

Effect: You move your speed. During this movement, you 
ignore difficult terrain that is a result of trees, under 
brush, or other natural growth. 


Practiced Rider Nature Utility 6 


.So familiar artyou wirfi the saddle, you am spring to or from 
your mourn in a flash. 

At-Will 

Minor Action Personal 

Effect: You mount or dismount a willing, adjacent creature 
that has the mount keyword. 










Level 10 


spot the Path Nature Utility 10 


Having walked miles of broken trails, you know how to find the 
safest way through the most treacherous terrain. 

Encounter 

Minor Action Close burst fj 

Target: You and each ally in burst 

Effect: Each target ignores difficult terrain until the end of 
your next turn. 

Percept ion 

Few details escape your keen senses. You can spot 
a falcon on a cloudy day, track prey through barren 
mountains, and hear (he faintest noises through 
solid doors. Perception powers give you additional 
opportunities to apply your uncanny awareness. 

With them, you can pinpoint distant enemies, spot an 
ambush, or guide a companion s strike to an enemy's 
most vulnerable spot. 

You must be trained in Perception to gain and use 
Perc e pi i o n powe rs, 

Level 2 


Far Sight Perception Utility 2 


You foe lusy our senses lo pick out enemies at the edge of your 
vision. 

Encounter 

Minor Action Personal 

Effect: Until the end of your next turn, your ranged 
weapon attack rolls take no penalty from long range* 
and they ignore cover and concealment, but not superior 
cover or total concealment. 

Level 6 


Guided Shot Perception Utility 6 


You spot a cniiai! weakness in a foe's defenses, which an ally 
can exploit to deadly effect. 

Encounter 

Immediate Interrupt Oose burst 10 
Trigger: An ally within 10 squares of you misses with an 
attack against AC 
Target: The triggering ally in burst 
Effect: The targets attack is made against Reflex instead 
of AC. 


Warning of Peril Perception Utility 6 


Your keen senses notice the times! details, which you relay ta 
your allies with a quick ward of warning. 

Daily ♦ Stance 

Minor Action Personal 

Effect: Until the stance ends, allies who can see or hear 
you can use your passive Perception check in place of 
their own while they are within S squares of you. You do 
not grant this benefit while you are unconscious. 

Level 10 


Foe U S ed SI gh t Pe rce pt i n n Ut i I t ty 10 


The nalse ofhallle jj raws fa ini, and die flash of Hade and spell 
fades away, as you focus all your senses on ypur target. 

Encounter 

Minor Action Ranged 10 

Target: One creature 

Effect: When you attack the target, you take no penalties 
to attack rolls because of cover, superior cover, 
concealment, or total concealment. This benefit lasts 
until the end of your next turn. 


Perfect Sight Perception Utility 10 


Enemies mtglti hide, bui once van find a trace of them, there's 
no escaping you. 

Encounter 

Minor Action Personal 

Effect: You gain Hindsight 5 until the end of your next 
turn. 


Spot WeaIt neSS Pe rceptfon Utility 10 


You pinpoint a weakness and direct your next attack toward it 

Encounter 

Minor Action Ranged sight 

Target: One creature 

Effect: Until the end of your next turn, you gain a +4 
power bonus to damage rolls against the target when 
you hit It. 


Uncanny Instincts_ Perception utility IQ 


Your keen sartsesgttfdeyour and you r/ri ends reactions. 
Daily 

Free Action Close burst 5 

Trigger: You roll initiative and dislike the result 
Target: You and one ally in burst 

Effect: The targets can use your passive Perception check 
in place of their initiative checks. 


Trapfinding Perception Utility 6 


As a trap harries your allies, you swiftly scan the area, picking 
out the most likely location of the hidden control panel. 


Encounter 

Free Action Personal 

Trigger: You find a trap with a Perception check 
Effect: Until the end of the encounter, you can reroll 
Thievery checks to disable the trap. You must use the 
second result. 
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Religion 

Your extensive reading of religious texts gives you 
insight into cosmological concerns. You have studied 
the primeval struggles between the gods and the 
primordials. the role the gods play in the world, and 
even the perversion of the natural order embodied 
by undead. Religion powers enable you to apply theo¬ 
logical principles to combating the worlds ills. With 
these powers, you can aid your allies and use your 
faith as a shield. 

You must be trained in Religion to gain and use 
Religion powers. 

Level 2 


Faith Healing Religion Utility 2 


Your prayers help an ally recover from injury 
Daily ♦ Healing 

Standard Action Melee touch 

Target: One creature 

Effect: The target can spend a healing surge. 

Level 6 


Censure the Unholy Religion Utility 6 


B m j idisf 1 i ?ig you r Ji oty sy n t bof, you d ri ve 1 i n den d a way and 
holster yemr allies against them. 

Encounter ♦ Zone 
Minor Action Close burst 1 

Requirement; You must be wearing or holding a holy 
symbol. 

Effect: The burst creates a zone that lasts until the end of 
your next turn, When you move, the zone moves with 
you* remaining centered on you. While within the zone, 
your allies gain a + 2 power bonus to all defenses against 
undead creatures. If an undead creature ends its turn 
within the zone, you push it 1 square as a free action. 
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Theologian's Shield Religion Utility 6 


Cnlfityj on lore ad led from sacred texts, you know how to protect 
yourself from your enemy's attack. 

Encounter 

immediate interrupt Personal 
Trigger: You are hit by a necrotic or a radiant attack 
Effect: Until the end of your next turn, you gain resistance 
to necrotic damage and resistance to radiant damage 
equal to 5 L your Intelligence modifier. 

Level 10 


Conviction Religion Utility 10 


You whisper a prayer for aid to overcome hardship. 
Encounter 

Minor Action Personal 

Effect: You gain a +5 bonus to the next saving throw you 
make before the start of your next turn. 


Recitation Religion Utility 10 


You edits your o/lies' prayers to give them strength. 

Daily ♦ Zone 

Minor Action Close burst 1 

Effect: The burst creates a zone that lasts until the end of 
your next turn. When you move, the zone moves with 
you, remaining centered on you. While within the zone, 
your allies gain a Li power bonus to attack rolls. 
Sustain Minor; The zone persists. 
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Stealth 

You learned early on that the enemy that doesn't see 
you is the enemy least likely to repel your attacks. 
After honing your sneaky talents, you can slip 
through the shadows, avoiding attention until the 
right moment to attack presents itself. Stealth powers 
demonstrate your prowess at avoiding detection, 
letting you maximize concealment and cover, shadow 
enemies, and move without drawing notice. 

You must be trained in Stealth to gain and use 



Yau/o/laivyour prey unseen, waiting for (lit? best time to strike 


At-WrH > 

a 

Move Action Close burst 20 ^ 

Target: One creature in burst that you can see and that you 
have cover or concealment against 
Effect: The first time the target moves before the start of 
your next turn, you can move your speed as an immedi¬ 
ate reaction. If you end the movement with cover or 
concealment against the target, you can make a Stealth 
check to become hidden. 



AJtfiDiijjliyiiur enemy's attention is on you. its inability to see 
you dearly can keepyou our of harms way. 

At-Will 

Minor Acti on Pe rso nal 

Requirement: You must be marked and have concealment 
from the creature that marked you. 

Effect: The marked condition ends on you. 


Encounter 

Immediate Interrupt Personal 

Trigger: An enemy hits you with a melee or a ranged attack 
and you have cover or concealment against it 
Effect: You become invisible to the triggering enemy until 
the start of your next turn. 

Streetwise 


Level 6 


Concealed Shift Stealth Utility 6 


Your enemy misjudges your position, ^ivin #you a chance to 
dark out of the way 

Encounter 

Immediate Reaction Personal 
Trigger: An enemy misses you with a melee or a ranged 
attack while you have concealment or cover from it 

Effect: You shift 1 square. 


Shrouding Gloom Stealth Utility 6 


Usirtyj the environment agilely,you disappear from view. 
Encounter 

Minor Action Personal 

Requirement: You must have cover or concealment. 

Effect: You make a Stealth check. 

Level 10 


Crowd Cover Stealth Utility 10 


You ktvpyour enemies between you and their companion, using 
them as a shield. 

Encounter 

Immediate Interrupt Personal 

Trigger: An enemy makes a ranged attack roll against you 
Effect: Enemies adjacent to you and in the attack's way 
gram cover to you against the attack. If the attack misses, 
the attacker rerolls it against one enemy that granted 
cover to you against it. 


You are most at home in the city. Even if you have 
never been there before, as soon as you walk a city's 
streets, rub elbows with its citizens, and (eel its pulse 
beneath your feet, you are on familiar ground. The 
Streetwise skill comprises more than just ferreting 
out a community's secrets; it s knowing where to look, 
how to look, and how to survive while doing so. Street¬ 
wise powers hone these survival techniques to let you 
avoid notice and evade pursuit in any urban area. 

You must be trained in Streetwise to gain and use 
Streetwise powers. 

Level 2 


City Rat Streetwise Utility 2 


Like a rar,you are particularly skilled at using the environment, 

as well as your companions, w stay out 0/si$ht. 

Encounter 

Free Action Personal 

Trigger: You end a move action and have cover against at 
feast one creature 

Effect: You make a Streetw ise check in place of a Stealth 
check to become hidden from any creature against which 
you have cover. 


Nose for Trouble Streetwise Utility 2 


ALmy ycars of life in cities have taught you to keep a close eye on 
)varsur rou ndu 1^5. W 11 e n t ran ble hrea Jta out, you 1 re rea dy for ir. 


Daily 


Free Action Personal 

Trigger: You roll initiative and dislike the result 
Effect: You make a Streetwise check, and you use either 
that check result or your initiative check result as your 
initiative. 
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Level 6 


Thievery Utility 2 


City Dweller Streetwise Utility 6 


Your familiarity vvifh dries fclfeyou whaf will support your 
weight and helps you perceive things rliai are out of place. 

Daily 

Free Action Personal 

Trigger: You would make an Acrobatics, an Athletics, or a 
Perception check in an urban environment 
Effect; You make a Streetwise check in place of the 
Acrobatics* Athletics, or Perception check. 


Slow Pursuit Streetwise Utility 6 


You knock over obstacle*, fake difjficiilr paths, drop rubbish, and 
do anything else you can think of to slowyour enemies* pursuit. 

Encounter 

Move Action Personal 

Requirement; You must be in an urban environment. 

Effect: You move your speed. At one point during this 
movement, you create an area of difficult terrain in a 
close blast 3* The difficult terrain lasts until the end of 
the encounter. 

Level 10 


Navigate Crowds Streetwise Utility 10 


A li/v spent in the city Juts trained you to maneuver through 
crowds. 

Encounter 

Move Action Personal 

Effect: You shift your speed. During this movement, you 
can move through enemies' spaces. 


Lock Tap 


A prut iiced (tip ■> sometimes cdf if takes w pop open a lock. 

Encounter 

Minor Action Personal 

Effect: You make a Thievery check to open an adjacent 
lock* 


Quick Palm Thievery Utility 2 


Through sleight of hand*you make the object disappear. 
Encounter 

Minor Action Personal 

Effect You make a Thievery check either to pick an adja¬ 
cent pocket or to use sleight of hand. 

Level 6 


Hasty Retreat Thievery Utility & 


Jr dawns on you as you botch the job that now might he a good 
time to make a swift exit. 

Encounter 

Free Action Personal 

Trigge r: Your Thievery check triggers a trap 
Effect: You shift a number of squares equal to half your 
Dexterity modifier* 


Quick Switch Thievery Utility 6 


You ptdf your/ricnd closer and then slip away 

Encounter 

Move Action Melee 1 

Target: One ally 

Effect; You slide the target 1 square Into your space. You 
then shift 1 square. 


Thievery 

The larcenous arts are invaluable for navigating the 
world’s perils. The Thievery skill is useful for disman¬ 
tling traps, confounding enemies, or bypassing wards 
and locked doors to reach the best treasure. Most 
adventuring groups contain someone who at least 
dabbles in such training. With Thievery powers, you 
deftly maneuver objects and keep your opponents off 
balance with your distracting moves. 

You must be trained in Thievery to gain and use 
Thievery powers. 

Level 2 


Fast Hands Thievery Utility 2 


Yourfiliters War as you manipulate objects faster than the eye 
can follow, 

At-Will 

Free Action (Special) Personal 
Effect: You draw or sheathe a weapon, pick up an item 
in your space or adjacent to you* or retrieve or stow an 
item. 

Special: You can use this power only once per round. 
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Stolen Defense Thievery Utility 6 


You make a move toward your foe, leading tr to bdleve that you 
jlist robbed if and g ivjrt# jaw r ally a chance to get the jump ort it. 

Encounter 

Minor Action Melee touch 

Target: One creature 

Effect: You make a Thievery check opposed by the target's 
passive Perception check, if your check succeeds, the 
next ally who attacks the target before the end of your 
next turn gains combat advantage against it for that 
attack. 

Level 10 


Disruptive Stunt Thievery Utility 10 


IVifh o flurry of taps, shoves, and nudges, you push past your 
foe * leaving if flustered. 

Encounter 

Move Action Melee 1 

Target; One creature 

Effect: You move your speed through the target s space to 
a square adjacent to it. This movement does not provoke 
an opportunity attack from the target. In addition, the 
target takes a -2 penalty to attack rolls until the start of 
your next turn* 
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The feats presented in this section provide a wide 
array of options for all characters* Characters using 
the new classes and races in this hook will find abun¬ 
dant feats aimed at improving their class and racial 
fe a l u res * M u 11 i c 1 a s s and by b r i d c h a rat te rs c an ni a ke 
use of a range of feats designed to help them make 
better use of their class abilities. Other characters 
can choose from a number of feats that help them 
get maximum benefit from their strengths and cover 
their weaknesses. 

Rune Feats 

This category of feats (available to the runepriest 
class) includes effects that improve based on the 
number of rune feats you have. The word "Rune’ in 
brackets after a feat's name designates that the feat is 
a rune feat. 

Heroic Tier Feats 

Feats in this section are available to characters of any 
level who meet the prerequisites. 

Alhahn s Mindful Relocation 

Prerequisite: Githzerai, Shifting Fortunes 
racial trait 

Benefit: When you use your Shifting Fortunes, 
you can shift your speed, instead of 3 squares. 


Battle Caster Defense 

Benefit: You gain a +4 bonus to AC against oppor¬ 
tunity attacks that you provoke when using a ranged 
or an area power. 


Battering Shield 

Prerequisite: Proficiency with heavy shields 
Benefit: When you are wielding a heavy shield 
and push or slide a target with a melee attack, you 
can move that target I additional square. 

Beguiling Enchantment 

Benefit: Whenever you hit an enemy with a 
charm power, that enemy takes a -2 penalty to attack 
rolls against you until the end of its next turn. 



Bloodied Elusion 

Prerequisite: Seeker, Bloodhond class feature 
Benefit: When you are bloodied by any attack, 
you can shift 1 square as a free action. 


Bloodied Ferocity 

Prerequisite: Minotaur 

Benefit: The First time you are bloodied during 
an encounter, you can make a melee basic attack as a 
free action* If you do so, you grant combat advantage 
until the end of your next turn. 


Battle Hardened 

Benefit: You gain a +5 feat bonus to saving throws 
against fear effects* 

In addition, you gain a +2 feat bonus to initiative 
checks. 


Bolstering Mantle 

Prerequisite: Ardent, Ardent Mantle class feature 
Benefit: Whenever you spend a healing surge, 
one ally within the radius of your Ardent Mantle 
can either gain S temporary hit points or make a 
saving throw. 
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HEROIC TIER FEATS 


Any Class 

Prerequisites 

Benefit 

Alhahn’s Mindful 

Relocation 

Githzerai, Shifting 
Fortunes 

Shift your speed when using Shifting Fortunes 

Battle Hardened 

— 

+5 to saving throws against fear, +2 to initiative checks 

Battle Caster Defense 


+4 AC against opportunity attacks after you use 
ranged or area power 

Battering Shield 

Proficiency with 
heavy shields 

Push or slide target 1 additional square when using shield 

Beguiling Enchantment 

— 

Enemy -2 to attacks after you hit it with charm power 

Bloodied Ferocity 

Minotaur 

Make free melee basic attack when first bloodied 

Brutal Ferocity 

Minotaur, Ferocity 

+2 attack and damage with attack granted by Ferocity 

Burden of Guardianship 

Wilden, Nature’s Aspect 

Temporary hp when you use racial power and ally is nearby 

Burden of Rejuvenation 

Wilden, Nature’s Aspect 

Unconscious ally you can see heals when you use racial power 

Cascading Rush 

— 

Push adjacent enemy before or after bull rush 

Cleanse the Madness 

Shardmind or wilden 

+2 or more damage against aberrant creatures 

Combat Intuition 

— 

+2 to opportunity attacks against enemy you miss 

Dakshai’s Body-Mind 
Union 

Githzerai, iron mind 

Expend iron mind to gain saving throw with +5 bonus 

Deadly Draw 

— 

Combat advantage against enemy you pull or slide adjacent 

Directed Bull Rush 

— 

Slide your bull rush target instead of pushing 

Focused Mind 

— 

+4 to saving throws against dazing and stunning effects 


Goring Shove 

Grounding Shot 
Hafted Defense 
Hammering Iron 
Headsman’s Chop 
Hybrid Talent 
Impending Victory 
Improved Aspect of Nature 
Iron Resolve of Zerthadlun 
Liberating Shard Swarm 
Low Crawl 


Str 15, minotaur, 
goring charge 


Hybrid character 
- 

Wilden, Nature’s Aspect 
Githzerai 

Shardmind, shard swarm 


Push target 1 square after goring charge 


Your ranged attacks hit and damage prone targets more easily 
+1 AC and Reflex while wielding polearm or staff in two hands 
Push target after opportunity attack when using hammer 
5 extra damage to prone target when using axe or heavy blade 
Gain a hybrid talent option for one of yur hybrid class entries 
+1 attack with at-will powers against bloodied creatures 
Gain additional benefit from use of your racial power 
+2 to saving throws if you have at least 1 power point 
Make saving throw when you use shard swarm 
You can shift while prone 


Lucky Start 

— 

Make first attack roll twice if your initiative check is highest 

Miryath’s First Strike 

Wis 13, githzerai 

Extra damage against creature that has not yet acted 

Nimble Runner 

— 

+2 Reflex when you run, and don’t grant combat advantage 

Opportunistic Shove 

— 

Bull rush when you make opportunity attack 

Polearm Flanker 

— 

Flank from 1 square away when using polearm 

Power Throw 

Str 15 

Trade -2 attack for damage bonus with heavy thrown weapon 

Prime Burst 

iBmm 

Prime Shot benefit also applies to area burst attacks 

Psychic Focus 

Shardmind 

+2 or more damage with psychic powers 

Rapid Assault 

— 

+2 or more damage on your first attack during an encounter 

Secret of Reawakening 

Wilden, Nature’s Aspect 

Change aspect and regain racial power after you drop to 0 hp 

Shifting Defense 

— 

Shift 1 square when you use total defense 

Skill Power 

2nd level 

Gain skill power of your level or lower 

Spring Step 

— 

Shift 1 square when you stand up 

Springing Charge 

Minotaur 

Make second charge attack after critical on first charge attack 

Steady Feet 

— 

Ignore 1 square of difficult terrain when you walk 

Strike and Shove 

— 

Push target after critical hit with melee attack 

Superior Implement 

— 

Use one superior implement of a type open to your class 

Training 



Teamwork Defense 

— 

+1 AC when adjacent to ally who also has this feat 

Unarmored Agility 

— 

■+•2 AC while wearing cloth armor or no armor 

Unfailing Vigor 

— 

Spend a healing surge if you roll 18-20 on death saving throw 

Versatile Expertise 

— 

Bonus to attacks with weapons and implements of your choice 

Vicious Advantage 

— 

Gain combat advantage against slowed or immobilized targets 

Warding Defense 

— 

Allies benefit when you use total defense and wield a shield 















HEROIC TIER FEATS CONTINUED 


Any Class 

Prerequisites 

Benefit 

Warding Shard Swarm 

Shardmind, shard swarm 

+2 defenses when you use shard swarm 

Watchful Redoubt 

— 

+1 attack when you use total defense 

Zuwoth’s Enlightened Step 

Githzerai 

You don’t provoke from enemies that have not yet acted 
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Ardent 

Other Prerequisites 

Benefit 

Bolstering Mantle 

Ardent Mantle 

Spend healing surge, ally gains temporary hp or saving throw 

Clarified Instincts 

Mantle of Clarity 

Mantle’s bonus to Insight and Perception equals Wis modifier 

Elated Emotions 

Mantle of Elation 

Mantle’s bonus to Diplomacy and Intimidate equals Con modifier 

Heartening Surge 

Ardent surge 

Increase ardent surge bonus to defenses or attacks by 1 

Mantle of Readiness 

Ardent Mantle 

You and nearby allies gain +2 speed at start of combat 


Battlemind Other Prerequisites Benefit 


Deceptive Mind Battle resilience +2 to all defenses when using battle resilience 

Improved Speed of Thought Speed of thought Your speed of thought movement increases by 2 squares 

Lure of Iron Mind spike Slide target of mind spike 

Punishing Spike Mind spike Mind spike imposes -2 penalty to target’s next saving throw 

Pursuing Step Blurred step Triggering enemy grants combat advantage to you if adjacent 



Monk 

Other Prerequisites 

Benefit 

Crashing Tempest Style 

Flurry of Blows 

+2 to Flurry of Blows damage when wielding club 

Improved Monk 

Unarmed Strike 

Unarmed Combatant 

Damage die of your unarmed strike improves to IdIO 

Pointed Step Style 

Flurry of Blows 

Attack from 2 squares away when using spear 
with Flurry of Blows 


Psion 

Other Prerequisites 

Benefit 

Controlling Advantage 

— 

Add 1 square to forced movement if you have combat advantage 

Discipline Adept 

Discipline Focus 

Use each Discipline Focus power twice per encounter 

Exchange Power 

Send thoughts 

Transfer 1 power point to ally whe using send thoughts 

Orbiting Object |HIH 

Far hand 

Sustain far hand for free if target is adjacent or in your space 

Precise Mind 


+1 attack with unaugmented psionic at-wills after you hit with 
augmented psionic attack power 


Runepriest 

Other Prerequisites 

Benefit 

Rune of Eloquence 

~ 

Bonus to Bluff and Diplomacy equal to your number of rune feats 

Rune of Hope 

Rune of mending 

Rune of mending target also gains temporary hp 

Rune of Vengeance 

- 

Bonus to damage equal to your number of rune feats after you 
are first bloodied 

Rune of Zeal 

r: "T^. , 

— 

Bonus to Athletics and Endurance equal to your number 
of rune feats 


Seeker 

Other Prerequisites 

Benefit 

Bloodied Elusion 

Bloodbond 

Shift 1 square when bloodied by any attack 

Improved Inevitable Shot 

Inevitable shot 

Inevitable shot attack ignores cover and concealment 

Inescapable Shot 

Inevitable shot 

Inevitable shot targets enemy within 10 squares of missed target 

Spiritbond Defense 

Spiritbond 

Use second wind and grant bonus to defense to adjacent ally 

Strengthened Bond 

Seeker’s Bond 

Regain Seeker’s Bond power when first bloodied 


Brutal Ferocity 

Prerequisite: Minotaur. Ferocity racial trait 
Benefit: You gain a +2 bonus to the attack rolls 
and damage rolls of the melee basic attack granted by 
your Ferocity. 


Burden oe Guardianship 

Prerequisite: Wilden, Nature’s Aspect racial trait 
Benefit: When you use a wilden racial power 
and an ally is within 2 squares of you, you gain 
temporary hit points equal to 3 + your Constitution 
or Wisdom modifier. 
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Burden of Rejuvenation 

Prerequisite: Wilden. Nature's Aspect racial trait 
Benefit: When you use a wilder* racial power, you 
can spend a healing surge to allow one unconscious 
ally you can see to regain hit points as if he or she had 
spent a healing surge. 

Cascading Rush 

Benefit: Whenever you push a target with a bull 
rush, you can also push one enemy adjacent to that 
target 1 square. The enemy can be adjacent to the 
target either before or after you resolve the bull rush. 

Clarified Instincts 

Prerequisite: Ardent, Mantle of Clarity class 
feature 

Benefit: The bonus to Insight checks and Perccp 
tion checks granted by your Mantle of Clarity equals 
your Wisdom modifier, instead of+2. 

Cleanse the Madness 

Prerequisite: Shard mind or wilden 
Benefit: You gain a +2 bonus to damage rolls 
against aberrant creatures. The bonus increases to +4 
at 1.1th level and +6 at 21st level. 

Combat Intuition 

Benefit: Whenever you miss an enemy with a 
melee attack, you gain a +2 bonus to opportunity 
attack rolls against that enemy until t lie start of your 
next turn. 

Controlling Advantage 

Prerequisite: Psion 

Benefit: When you pull, push, or slide a target 
that is granting combat advantage to you, you can 
increase the distance oft lie forced movement by 1 
Square. 

Crashing Tempest Style 

Prerequisite: Monk, Flurry of Blows class feature 
Benefit: While you are wielding a club, you gain 
a +2 bonus to damage dealt by your Flurry of Blows 
power, 

Dakshai's Body-Mind Union 

Prerequisite: Glthzerai, iron mind racial power 
Benefit: When you are subjected to an effect that 
a save can end, you can expend the use of your iron 
mind as an immediate interrupt to make a saving 
throw with a +5 bonus against that effect, instead of 
gaining the normal effect of iron mind. 


Deadly Draw 

Benefit: Whenever you pull or slide an enemy to 
a square adjacent to you, you gain combat advantage 
against that enemy until the end of your next turn. 

Deceptive Mind 

Prerequisite: Battlemind, battle resilience power 
Benefit: You gain a +2 bonus to all defenses while 
your battle resilience is in effect. 

Directed Bull Rush 

Benefit: Whenever you hit a target with a bull 
rush, you can slide that target rather than push it. 

Discipline Adept 

Prerequisite: Psion, Discipline Focus class 
feature 

Benefit: You can use each power granted by your 
Discipline Focus twice per encounter. 

Elated Emotions 

Prerequisite: Ardent, Mantle of Elation class 
feature 

Benefit: The bonus to Diplomacy checks and 
Intimidate checks granted by your Mantle of Elation 
equals your Constitution modifier, instead of +2. 

Exchange Power 

Prerequisite: Psion, send thoughts power 
Benefit: When you use send thoughts to deliver 
a message to an ally who has power points, you can 
transfer 1 power point of yours to that ally 

Focused Mind 

Bene Pit: You gain a +4 feat bonus to saving throws 
against dazing effects and stunning effects. 

Goring Shove 

Prerequisite: Str 15, minotaur.^oriqg charge 
racial power 

Benefit: Whenever you hit a target with your 
goring charge, you can also push that target I square. 

Grounding Shot 

Benefit: Your ranged attacks ignore the penalty 
for attacking prone targets and deal 2 extra damage 
against them. 

Haftid Defense 

Benefit: While wielding a polearm ora staff in 
two hands, you gain a +1 shield bonus to AC and 
Reflex. 


* 
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Hammering Iron 

Benefit: Whenever you hit a target with an oppor- 
tunity attack using a hammer, you can also push that 
target 1 square. 

Headsman's Chop 

Benefit: Whenever you hit a prone target with an 
axe or a heavy blade, the target lakes 5 extra damage. 

Heartening Surge 

Prerequisite: Ardent, ardent surge power 
Benefit: Hie bonus that your ardent surge grants to 
either defenses or attack rolls increases by 1* 

Hybrid Talent 

Prerequisite: Hybrid character 
Benefit: You gain a hybrid talent option for one of 
your hybrid class entries. 

Special: You gain this feat at Elth level if you don t 
take a paragon path. If you gain this feat twice, you 
can’t use it to choose an option that you already have. 

Impending Victory 

Benefit: You gain a +1 bonus to attack rolls with 
at-will powers against bloodied creatures. 

Improved Aspect of Nature 

Prerequisite: Wilden, Nature's Aspect racial trait 
Benefit: When yo li use your voyage of the ancienrs 
racial power,you can teleport 2 additional squares. 
You gain a -t-2 bonus to the attack roll granted by 
your w r a th of the d es t wye r racial p ow e r. 

When you use your pursuit of the hunter racial 
power, you can shift 2 additional squares. 


Improved Inevitable Shot 

Prerequisite: Seeker, inevitable shot power 
Benefit: When you make the ranged basic attack 
granted by your inevitable shot, the attack ignores 
cover and concealment, hut not superior cover or 
total concealment. 

Improved Monk Unarmed Strike 

Prerequisite: Monk, Unarmed Combatant class 
featu re 

Benefit: The damage die of your monk unarmed 
strike becomes id 10, instead of ld8. 

Improved Speed of Thought 

Prerequisite: Battlemind, speed of thought power 
Benefit: When you use your speed oj thought, you 
can move 2 additional squares. 

Inescapable Shot 

Prerequisite: Seeker, inevitable shot power 
Benefit: When you use your inevitable shot, you 
can make the ranged basic attack against an enemy 
within 10 squares of the creature you missed, instead 
of an enemy within 5 squares. 

Iron Resolve of Zerthadlun 

Prerequisite: Githzerai 

Benefit: While you have at least 1 power point, 
you gain a -t-2 feat bonus to saving throws. 

Liberating Shard Swarm 

Prerequisite: Shard mind, shard swarm racial 
power 

Benefit; When you use your shard swarm , you can 
also make a saving throw. 
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Low Crawl 

Benefit: You can shift while prone. 

Lucky Start 

Benefit: If your initiative is the highest ofany 
combatant's at the start of an encounter, when you 
make your first attack roll of the encounter you can 
roll twice and use either result. 

Lure of Iron 

Prerequisite: Battlemind, mind spike power 
Benefit: You can slide the target of your mind spite 
1 square. 

Mantle of Readiness 

Prerequisite: Ardent. Ardent Mantle class feature 
Benefit; During surprise rounds and the first 
nonsurprise round ofany encounter, you and each 
ally who starts his or her turn within the radius of 
your Ardent Mantle gain a +2 bonus to speed, 

Miryath's First Strike 

Prerequisite: VVis I3,githzerai 
Benefit: The first lime vou hit a creature that 
has not yet acted during the encounter, that creature 
takes extra psychic damage equal to i + your Dexter¬ 
ity or Wisdom modifier. The extra damage increases 
to 2 + your Dexterity or Wisdom modifier at 11th 
level and 3 + your Dexterity or Wisdom modifier at 
21 st level. 

Rimble Runner 

Benef it: When you run, you gain a +2 bonus to 
Reflex until the start of your next turn, and running 
doesn’t cause you to grant combat advantage. 

Opportunistic Shove 

Benefit: When making an opportunity attack, you 
can bull rush in place of a melee basic attack* On a 
hit. the target also grants combat advantage until the 
start of your next turn. 


Polearm Flanker 

Benefit: When you make a melee attack with a 
polearm against a target that is not adjacent to you, 
choose an unoccupied square that is adjacent to both 
you and the target. You are considered to occupy that 
square for the purpose of determining if vou flank 
the target for the attack, 

Power Fhrow 

Prerequisite: Str 15 

Benefit: When you make a ranged attack with a 
heavy thrown weapon, you can take a -2 penally to 
the attack roll. If the attack hits, you gain a +2 bonus 
to tlie damage roll. The bonus increases to +4 at 11th 
level and +6 at 21st level. 

Precise Mind 

Prerequisite: Psion 

Benefit: Whenever you hit with a psionic attack 
power that is augmented with 2 or more power 
points* you gain a+1 bonus to attack rolls with 
psionic at-will attack powers that are unaugmented 
until the end of your next turn. 

Prime Burst 

Prerequisite: Prime Shot class feature 
Benefit: ! he benefit of your Prime Shot also 
applies to your area burst attacks. 

Psychic Focus 

Prerequisite: Shardmind 

Benefit: You gain a +2 feat bonus to damage rolls 
with psychic powers. The bonus increases to +3 at 
I lib level and +4 at 21st level. 

Punishing Spike 

Prerequisite: Battlemind* mind spite power 
Benefit: When you damage a target with your 
mind spite, that target takes a -2 penalty to the next 
saving throw it makes before the start of your 
next turn. 


Orbiting Object 

Prerequisite: Psion Jar hand power 
Benefit; While the target of your far hand is either 
in your space or adjacent to you, you can sustain the 
power as a free action on vour turn. 


Pointed Step Style 

Prerequisite: Monk. Flurry of Blows class feature 
Benef it: When your Flurry of Blows power is 
triggered by an attack that you make with a spear, 
one target of that power can be up to 2 squares away 
from you. 



Pursuing Step 

Prerequisite: Battlemind, blurred step power 
Benefit: When you use blurred step, if you end the 
shift adjacent to the triggering enemy, that enemy 
grants combat advantage to you until the end of your 
next turn. 

Rapid Assault 

Benefit: On vour first turn during an encoun¬ 
ter, you gain a +2 bonus to damage rolls with melee 
attacks. The bonus increases to +4 at 1 ith level and 
+6 at 21st level* 
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Rune of Eloquence [Rune] 

Prerequisite: Runepriest 

Benefit: You gain a feat bonus to Bluff checks and 
Diplomacy checks equal to the number of rune feats 
you have. 

Rune of Hope [Rune I 

Prerequisite: Runepriest, rune of mending power 
Benefit: The target of your rune of mending also 
gains temporary hit points equal to the number of 
rune feats you have. 

Rune oe Vengeance [Rune] 

Prerequisite: Runepriest 

Benefit: The first time you are bloodied during an 
encounter, you gain a bonus to damage rolls equal to 
the number of rune Teats you have. The bonus lasts 
until the end of your next turn. 

Rune of Zeal [Rune] 

Prerequisite: Runepriest 

Benefit: You gain a feat bonus to Athletics checks 
and Endurance checks equal to the number of rune 
feats you have. 

Secret of Reawakening 

Prerequisite: Wilden, Natures Aspect racial trait 
Benefit: Once per day if you drop to 0 hit points 
or fewer* you can change your current aspect of 
nature when you are no longer dying, as if you had 
taken an extended rest. You also regain the use of 
your wilden racial power as if you had taken a 
short rest. 

Shifting Defense 

Benefit: When you use the total defense action, 
you can also shift 1 square. 

Skill Power 

Prerequisite: 2nd level 

Benefit: You gain a skill power of your level or 
lower from a skill in which you are trained. 

Spirit bond Defense 

Prerequisite: Seeker, Spirit bond class feature 
Benefit: When you use your second w ind, one 
ally adjacent to you gains a +2 bonus to all defenses 
until the start of your next turn. 

Spring Step 

Benefit: You can shift 1 square as a free action 
when you stand up. 

Springing Charge 

Prerequisite: Minotaur 
Benefit: When you score a critical hit with a 
charge attack, you can charge a different creature as 
a free action once per round. 


Steady Feet 

Benefit: When you use the walk action, you 
can ignore 1 square of difficult terrain during that 
movement. 

Strengthened Bond 

Prerequisite: Seeker, Seekers Bond class feature 
Benefit: The first time you are bloodied during an 
encounter, you regain the use of your Seekers Bond 
power if it is expended. 

Strike and Shove 

Benefit: Whenever you score a critical hit with a 
melee attack, you can push the target I square. 

Superior Implement Training 

Benefit: You can use a single superior implement 
of your choice. The implement must be of a type you 
are already able to use. 

Special: You can take this feat more than once. 
Each time you take this feat, choose a different 

«r 

superior implement. 

Teamwork Defense 

Benefit: While you are adjacent to one or more 
allies who also have this feat, you gain a +1 bonus 
to AC. 
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Unarmored Agility 

Benefit: You gain a +2 fear bonus to AC while 
wearing either cloth armor or no armor 

Unfailing Vigor 

Benefit: When you roll an 18 or higher on a death 
saving throw, you can spend a healing surge as if you 
had rolled a 20* 

Versatile Expertise 

Benefit: Choose a weapon group and an imple¬ 
ment type. You gain a +1 feat bonus to attack rolls 
both when using a weapon from the chosen group 
and when u sing an implement of the chosen type. 

The bonus increases to +2 at 15th level and +3 at 
25th level. 

Special: You can take this feat more than once. 
Bach time you take this feat, choose a different 
weapon group and a different implement type. 


Paragon Tier Feats 

Beats in this section are available to characters 
of 11th level or higher who meet the feats other 
prerequisites. 

Alacrity of Fortune 

Prerequisite: 11th level, ardent, Mantle of Clarity 
class feature 

Benefit: Whenever an ally within the radius of 
your Mantle of Clarity makes a save, he or she can 
shift 1 square as a free action. 

Aspect of the Cultivator 

Prerequisite: 11th level, wilden. Natures Aspect 
racial trait 

Benefit: Replace one of your Nature's Aspect 
options with the aspect of the cultivator. You can 
u se t he b a I m of t he cu 11 i va r o r p owe r w h i 1 e you a re i n 
this aspect. 


Vicious Advantage 

Benefit: You gain combat advantage against 
immobilized targets and slowed targets. 

Warding Defense 

Benefit: Whenever you use the total defense 
action while wielding a shield, allies adjacent to you 
gain a +2 bonus to AC and Reflex until the start of 
your next turn or until they are no longer adjacent 
to you. 

Warding Shard Swarm 

Prerequisite: Shard mind, shard swarm racial 
power 

Benefit: When you use your shard swarm, you gain 
a +2 bonus to all defenses until the end of your next 
turn. 


Watchful Redoubt 

Benefit: When you use the total defense action, 
you also gain a +1 bonus to attack rolls until the end 
of your next turn, 

Zuwoth’s Enlightened Step 

Prerequisite: Githzerai 

Benefit: During the first round of an encounter, 
you don't provoke opportunity attacks from enemies 
that have not yet acted. 
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Balm of the Cultivator Wilden Racial Power 


Your enemy's uttacb releases hcalirifj energy wifltm vw, which 
vou use to oid your friend, 

Encounter ♦ Healing 

Immediate Reaction Close burst 5 

Trigger: An enemy damages you with an attack 

Target: One ally in burst 

Effect: The target can spend a healing surge. 





PARAGON TIER FEATS 


Aspect of the Cultivator Wilden, Nature's Aspect Trade one Nature's Aspect for aspect of the cultivator 


Awaken Aspect 

Wilden, Nature's Aspect 

Change Nature's Aspect after short rest 

Beast Within 

Minotaur 

+1 attack and damage while bloodied 

Bloodborn Recovery 

Minotaur, Ferocity 

Spend healing surge after melee bask attack crit from Ferocity 

Bloody Gore 

Minotaur, goring charge 

Regain goring charge when first bloodied 

Burden of Liberty 

Wilden, Nature's Aspect 

Ally can teleport to you after you use racial power 

Critical Reserve 

Psionic Augmentation 

Regain 1 power point when you crit with unaugmented at-will 

Expanded Fragments 

Shardmind, Telepathy 

Range of your telepathy is IS when you're not bloodied 

Expansive Burst 

— 

Your close bursts and area bursts ignore cover 

Eyes in the Back 
of Your Head 

■—* 

You don't grant combat advantage from being flanked 

Githzerai Planewalker 

Githzerai 

Master and perform porta! rituals more easily 

Grazing Shot 

— 

You deal damage if your ranged basic attack misses 

Gritty Determination 

— 

Gain temporary bp when you use daily attack power 

Guarded Mind 

Shardmind, 

Crystalline Mind 

Add your int or Wis modifier to your Crystalline Mind 

Healing Fragments 

Shardmind, Telepathy 

Allies In telepathy range regain some bp when you spend 
healing surge 

Iron Hands 

Wis 13, githzerai, iron mind 

Your melee attacks deal more damage while you use iron mind 

Liberating Teleport 

— 

+2 to saving throws at end of turn after you teleport 

Opportunistic Withdrawal 

— 

Moving doesn’t provoke from adjacent enemy granting you 
combat advantage 

Opportunity Sidestep 

— 

Shift 1 square after hitting with opportunity attack 

Overwhelming Critical 

— 

Target of your critical hit is also knocked prone 

Pslonic Rejuvenation 

Shardmind, 

Psionic Augmentation 

Regain 1 power point when you use second wind 

Repel Charge 

— 

Counter enemy's charge attack with your melee basic attack 

with 

— 

Shift 1 square after undergoing forced movement 

Secret of Escape 

Wilden 

Teleport to ally when you drop to 0 hp 

Shared Danger Sense 

Githzerai 

Nearby allies gain +2 to initiative checks 

Shield Mastery 

Proficiency with fight 

Add shield bonus to Fortitude while wielding shield you 


shields or heavy shields 

have proficiency with 

Vicious Ferocity 

Minotaur, Ferocity 

Substitute at-will attack for melee bask attack with Ferocity 

Wind's Fortunes 

Githzerai, Shifting Fortunes 

Teleport instead of shift with Shifting Fortunes 


e 


Any Class 


Prerequisites 


Awaken Aspect 

Prerequisite: 11th level, wilden, Nature’s Aspect 
racial trait 

Benef it: When you complete a short rest, you 
can exchange your current aspect of nature for 
another one. 

Beast Within 

Prerequisite: 11th level, minotaur 
Benefit: While bloodied, you gain a +1 bonus to 
attack rolls and damage rolls, 

Bloodrond Wrath 

Prerequisite: 11th level, seeker, spirits 

power 

Benefit: The targets of your encaging spirits 
grant combat advantage to you until the end of your 
next turn. 


Bloodborn Recovery 

Prerequisite: 11th level, minotaur. Ferocity 
racial trait 

Benefit: When you score a critical hit with the 
melee basic attack granted by your Ferocity, you can 
spend a healing surge. 

Bloody Gore 

Prerequisite: 11th level, minotaur, goring charge 
racial power 

Benefit: The First time you are bloodied during an 
encounter, you regain the use ofyour^omi# charge. 

Brutal Flurry 

Prerequisite: 11th level, monk, Flurry of Blows 
class feature 

Benefit: Whenever you target only one creature 
with vour Flurry of Blows power, the creature takes 
2 extra damage. The extra damage increases to 4 at 
21st level. 

Character Options 
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PARAGON TIER FEATS cont. 


Dominating Mind 


Predictive Defense 


Targeting Force 


Ardent 

Other Prerequisites 

Benefit 

Alacrity of Fortune 

Mantle of Clarity 

Ally within mantle can shift after making save 

Elation of Fortune 

Mantle of Elation 

Ally within mantle gains +1 attack after making save 

Improved Ardent Surge 

Ardent surge 

Add Charisma modifier to hp target regains from ardent surge 

Widened Mantle 

Ardent Mantle 

Mantle affects you and allies within 10 squares 


Battlemind 

Other Prerequisites 

Benefit 

Defiant Fire 

Battle resilience 

Regain battle resilience when first bloodied 

Demand’s Reach 

Battlemind ’s demand 

Battlemind’s demand becomes burst 5 

Linebreaker 

Speed of thought 

End speed of thought move in enemy’s space, then slide enemy 

Steel Rebuke 

Mind spike 

Also damage enemies adjacent to target with mind spike 


Monk 

Other Prerequisites 

Benefit 

Brutal Flurry 

Flurry of Blows 

Single target of your Flurry of Blows takes extra damage 

Effortless Motion 

- 

+1 AC after you use movement technique 

Simple Precision 

— 

+1 to at-will attacks after you hit with at-will attack or 



melee basic attack 

Starblade Flurry 

Flurry of Blows 

Throw dagger or shuriken to add one more target on your 



Flurry of Blows attack 

Psion 

Other Prerequisites 

Benefit 

Desperate Renewal 

— 

While bloodied, use second wind to regain power points 



instead of hit points 


Target of your dazing, dominating, or stunning effect takes 
-2 penalty to first saving throw 

+2 to defenses against melee attacks after you hit with 
unaugmented attack power 

+2 to force attack against immobilized or restrained target 


Runepriest Other Prerequisites 


Defiant Light Defiant Word 

Rune of Escape — 

Rune of Torment — 

Wrath of Defeat Wrathful Hammer 


Benefit 


Gain necrotic and radiant resistances, +1 attack against targets 
vulnerable to radiant 

Nearby ally can shift after using second wind 

Deal damage to nearby enemy that fails saving throw 

Make melee basic attack when you drop to 0 hit points or fewer 


Seeker 

Other Prerequisites 

Benefit 

Bloodbond Wrath 

Encaging spirits 

Targets of your encaging spirits grant you combat advantage 

Inevitable Volley 

Inevitable shot 

Attack two targets instead of one with inevitable shot 

Primal Eye 


Add Dex or Int modifier to damage with ranged basic attacks 

Punishing Rebuke 

Spirit’s rebuke 

1[W] extra damage with spirit's rebuke 


Burdem of Liberty 

Prerequisite: 11th level, wilden, Nature s Aspect 
racial trait 

Benefit: When you use a wilden racial power, one 
ally within 5 squares of you can teleport to a square 
adjacent to you as a free action. 

Critical Reserve 

Prerequisite: 11th level, Psionic Augmentation 
class feature 

Benefit: Once per encounter when you score 
a critical hit with an at-will psionic power that is 
unaugmented, you regain 1 powerpoint. 


Defiamt Fire 

Prerequisite: 11th level, battlemind, battle resil¬ 
ience power 

Benefit: The first time you are bloodied during an 
encounter, you gain a use of your battle resilience that 
you can use only the next time you are hit or missed 
during the encounter. 

Defiant Light 

Prerequisite: 11th level, runepriest. Defiant 
Word class feature 

Benefit: You gain resist 5 necrotic and resist 5 
radiant. You also gain a +1 bonus to attack rolls with 
runepriest powers against targets that are vulnerable 
to radiant damage. 
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Demand’s Reach 

Prerequisite: 11th level, batdemind, battlemiruJs 
demand power 

Benefit: The burst of your battlemirwTs demand 
increases to 5. 

Desperate Renewal 

Prerequisite: 11th level, psion 
Benefit: If you use your second wind while you 
are bloodied, you can spend the healing surge to 
regain 2 power points, instead of regaining hit points. 

Dominating Mind 

Prerequisite: 11th level, psion 
Benefit: Whenever you daze, dominate, or stun a 
creature with a psionic effect that a save can end. the 
creature takes a -2 penalty to its first saving throw 
against that effect. 


Elation of Fortune 

F“* 

Prerequisite: 11th level, ardent, Mantle of Elation 
class feature 

Benefit: Whenever an ally within the radius of 
your Mantle of Elation makes a save, he or she gains 
a +1 bonus to attack rolls until the end of his or her 
next turn. 


Expanded Fragments 

Prerequisite: 11th level, shardrmnd, Telepathy 
racial trait 

Benefit: While you are not bloodied, the range ol 
your telepathy increases to 15, 

Expansive Burst 

Prerequisite: 11th level 

Benefit: Your close burst and area burst attacks 
ignore cover, but not superior cover. 



Effortless Motion 

Prerequisite: 11th level, monk 
Benefit: Whenever you use a movement tech¬ 
nique from a monk at-will power, you gain a +1 bonus 
to AC until the end of your next turn. 


Eves in the Back of Your Head 

Prerequisite: 11th level 

Benefit: Being flanked doesn't cause you to grant 
combat advantage. 
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Githzerai Plane walker 

Prerequisite: I 1th level, githzerai 
Benefit: When you perform the ritual Linked 
Portal, Planar Portal, or True Porta), you halve the 
time required to perform it and gain a +5 bonus to 
any required skill check, in addition, you can 
master those rituals even if you don't have the 
Ritual Caster feat. 

Grazing Shot 

Prerequisite: 11th level 
Benefit: If you miss with a ranged basic attack 
that doesn't deal damage on a miss, the target takes 
damage equal to your Dexterity modifier. 

Gritty Determination 

Prerequisite; 11th level 

Benefit: Whenever you use a daily attack power, 
you gain temporary hit points equal to one ha If your 
level + your Constitution modifier. 

Guarded Mind 

Prerequisite: 11th level, shardmind, Crystalline 
Mind racial trait 

Be n e fi t: Ad d you i I n le 1! ige n c e o r W i sdom modi fie r 
to the resistance granted by vour Crystalline Mind. 

Healing Fragments 

Prerequisite: 11th level, shardmind, Telepathy 
racial trait 

Benef it: Whenever you spend a healing surge, 
each ally within your telepathy range regains hit 
points equal to your Wisdom modifier. 

Improved Ardent Surge 

Prerequisite: 1.1th level, ardent, ardentsur^e 
power 

Benefit: The target of your ardent surge regains 
additional hit points equal to your Charisma 
modifier. 


Ijberating Teleport 

Prerequisite; 11th level 

Benefit: If you teleport on your turn, you gain a *2 
feat bonus to saving throws at the end of that turn. 

Fjnebreaker 

Prerequisite: 11th level, battlemind. speed of 
thought power 

Benefit: When you use your speed of thought, you 
can enter an enemy's space. Doing so ends the move¬ 
ment. You must then slide the enemy 1 square. 

Opportunistic Withdrawal 

Prerequisite: 11th level 
Benefit: While you are adjacent to an enemy 
granting combat advantage to you, your movement 
doesn't provoke opportunity attacks from that enemy. 

Opportunity Sidestep 

Prerequisite: 11th level 
Bene fit: When you hit with an opportunity 
attack, you can shift 1 square as a free action. 

Overwhelming Critical 

Prerequisite: 11th level 
Benef it: Whenever you score a critical hit, you 
also knock the target prone. 

Predictive Defense 

Prerequisite: 11th level, psion 
Benefit: Whenever you hit an enemy w ith a 
psionic at-will attack power that is unaugmented, you 
gain a +2 bonus to all defenses against melee attacks 
until the end of your next turn. 

Primal Eye 

Prerequisite: llih level, seeker 
Benefit: You add your Dexterity or Intelligence 
modifier to damage rolls when you make ranged 
basic attacks. 


Inevitable Volley 

Prerequisite: 11th level, seeker, inevitable shot 
power 

Benefit: When you use your inevitable shot, you 
can make two ranged basic attacks instead of one, 
each against a different target. 


Iron Hands 

Prerequisite: 11th level, Wis 13, githzerai, iron 
mind racial power 

Benefit: While your iron mind is in effect, you gain 
a bonus equal to your Wisdom modifier to melee 
damage rolls. 
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Psionic Rejuvenation 

Prerequisite: 11th level, shardmind, Psionic Aug 
mentation class feature 

Benef it: When you use your second wind, you 
also regain 1 power point. 

Punishing Rebuke 

Prerequisite: 11th level, seeker, spirits rebuke 
power 

Benefit: Your spirits'' rebuke deals l[Wj extra 
damage. 


*10 

lit 


a racier O p t ro n $ 




Repel Charge 

Prerequisite: 11th level 
Benefit: Whenever an enemy makes a charge 
attack against you, you can make a melee basic attack 
against that enemy as an opportunity action. 

Roll with It 

Prerequisite: 11th level 

Benefit: Whenever an enemy pulls, pushes, or 
slides you. you can shift 1 square as a free action at 
the end of the forced movement. 

Rune of Escape IRuneI 

Prerequisite: 11th level, rune priest 
Benefit; Whenever an ally within 5 squares of 
you uses his or her second wind, that ally can use a 
free action to shift a number of squares equal to the 
number of rime feats you have. 

Rune of Torment IRuneI 

Prerequisite: 11th level, runepriest 
Benefit: Whenever an enemy within S squares 
of you fails a saving throw against an effect caused 
by your runepriest powers, that enemy takes damage 
equal to the number of rune feats you have. 

Secret of Escape 

Prerequisite: 11th level, wilden 
Benefit: Once per day when you drop to 0 hit 
points or fewer and don’t die, you can teleport to a 
square adjacent to an ally within 10 squares of you* 

Shared Danger Sense 

Prerequisite: 11th level,githzerai 
Benefit: Allies within S squares of you gain a +2 
racial bonus to initiative checks. 

Shield Mastery 

Prerequisite: 11th level, proficiency with light 
shields or heavy shields 

Benel it: While wieIding a $hield with which you 
have proficiency, your shield bonus also applies to 
vour Fortitude, 

Simple Precision 

Prerequisite; 11th level, monk 
Benefit: Whenever you hit with a monk at-will 
attack power or a melee basic attack, you gain a +1 
bonus to attack rolls (or the attack techniques of your 
monk at-will attack powers until the end of your next 
turn. 


Starblade Flurry 

Prerequisite; 11th level, monk, Flurry of Blows 
class feature 

Benefit: When you use your Flurry of Blows 
power, you can add a single target w ithin 5 squares 
of you by throwing a dagger or a shuriken that you 
have in hand. Doing so doesn't provoke opportunity 
attacks. 

Steel Rebuke 

Prerequisite: 11th level, battle mind, mind spike 
power 

Benefit: When you damage a target with your 
mind.spike, enemies adjacent to the target take psychic 
damage equal to your Wisdom or Charisma modifier. 

Targeting Force 

Prerequisite: 11th level, psion 
Benefit: When you immobilize or restrain a target 
with a psionic power, you gain a +2 bonus to the next 
attack roll you make with a force power against that 
target before the end of your next turn. 

Vicious Ferocity 

Prerequisite: 11th level, minotaur. Ferocity racial 
trait 

Benefit: Whenever you would make the melee 
basic attack granted by your Ferocity, you can substi¬ 
tute any at will attack you know for the basic attack. 

Wi denied Mantle 

Prerequisite: 11th level, ardent. Ardent Mantle 
class feature 

Benefit: The radius of vour Ardent Mantle 

tf 

increases to 10, 

Wind’s Fortunes 

Prerequisite: 11th level, githzerai. Shifting I’or- 
tunes racial trait 

Benefit: When you use your Shi fling Fortunes, 
you can instead teleport the number of squares you 
would have shifted. 

Wrath of Defeat 

Prerequisite: 11th level, runepriest. Wrathful 
Hammer class feature 

Benefit: When you drop to 0 hit points or fewer, 
you can use an immediate interrupt to make a melee 
basic attack with a +2 bonus to the attack roll. 
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Epic Tier Feats 

Peats in this section are available to characters of21st 
level or higher who meet the feats other prerequisites. 

Adamantine Mimd 

Prerequisite: 2 1st level, githzerai, iron mind racial 
power 

Benefit: When you use your iron mind, you gain a 
+4 bonus to all defenses, instead of-f-2. 

Burden of Vision 

Prerequisite: 21st level, wilden, Natures Aspect 
racial trait 

Benefit: Whenever you use a wilden racial power, 
you gain bhndsight 10 until the end ofyoi.tr next turn. 

Centered Master 

Prerequisite: 21st level, monk, centered flurry of 
blows power 

Benefit: Your centered flurry of blows can slide each 
target 2 squares, instead of L 

Champion of Nature 

Prerequisite: 21 st level, wilden, Nature's Aspect 
racial trait 

Benefit: Whenever you reach a milestone, choose 
an aspect ol nature available to you but that you aren't 
manifesting. You can use that aspect’s racial power 
as well as the power of your current aspect. You can’t 
use this feat to choose the same aspect more than 
once before your next extended rest. 


Endangering Outrage 

Prerequisite: 21st level, ardent, ardent outrage 
power 

Benefit: Each enemv affected bv vour ardent 

v jf j 

outrage has vulnerability to all damage until the 
end of your next turn. The vulnerability equals your 
Constitution modifier. 

Epic Alacrity 

Prerequisite: 21st level, ardent, ardent alacrity 
power 

Benef it: Each ally affected by your ardent alacrity 
can shift half his or her speed, instead of 1 square. 

Inevitable Accuracy 

Prerequisite: 21st level, seeker, inevitable shot 
power 

Benefit: When you use your inevitable shot and 
don’t hit with it, you regain the use of the power. 

Iron Body 

Prerequisite: 21 st level, Wis 1 3, githzerai, iron 
mind racial power 

Benef it: While your iron mind is in ef fect, you 
gain resistance to all damage equal to your Wisdom 
modifier. 

Long Step 

Prerequisite: 21st level 

Benefit: Whenever you shift, you can shift 1 addi¬ 
tional square. 


Clarifying Presence 

Prerequisite: 21st level, shard mind. Telepathy 
racial trait 

Benefit: When any ally within your telepathy 
range makes a saving throw against an effect that 
dazes or stuns, he or she can roll twice and use 
either result. 

Cleaving Axe 

Prerequisite: 2 1st level 

Benefit: Once per round when you reduce any 
enemy to 0 hit points with an axe, you can make a 
melee basic attack as a free action. 


Mythic Senses 

Prerequisite: 21st level, minotaur 
Benefit: When you roll initiative, you can substi 
tute a Perception check for your initiative check. 

Peerless Reaction 

Prerequisite: list level, githzerai, iron mind 
racial power 

Benefit: When you are hit by an attack, you can 
expend the use of your iron mind as an immediate 
interrupt to use your second wind, instead of gaining 
iron mind's normal effect. 


Deft Aim 

Prerequisite: 21st level 

Benefit: Whenever you use a bow ora crossbow 

jf 

to make a ranged basic attack against AC, you can 
make the attack against Ref lex instead. 




Devouring Demand 

Prerequisite: 21st level, battlemind, battleminds 
demand power 

Benefit: When you augment battlemind s demand, 
you can target up to three creatures in the burst. 
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Psychic Bastion 

Prerequisite: 21st level, psion 
Benefit: Whenever you score a critical hit with 
a psionic psychic power, you gain a +4 bonus to all 
defenses until the end of your next turn. 

Rapid Regeneration 

Prerequisite: 21st level 

Benefit: While you have regeneration, the value 
of the regeneration increases by an amount equal to 
your Constitution modifier. 



EPIC TIER FEATS 


Any Class 

Prerequisites 

Benefit 

Adamantine Mind 

Githzenai, Iron mind 

+4 defenses instead of -f-2 when using iron mind 

Burden ol Vision 

Wilden, Nature's Aspect 

Gain blindsight after using racial power 

Champion of Nature 

Wilden, Nature's Aspect 

Gain additional aspect power after reaching milestone 

Clar ifying Presence 

Shardmind, Telepathy 

Dazed or stunned ally in telepathy range rolls saving throw twice 

Cleaving Axe 

— 

Make free melee basic attack after reducing foe to 0 hp with axe 

Deft Aim 

— 

Basic attack with how or crossbow is against Reflex instead of AC 

Iron Body 

Githzerai, iron mind 

Gain resistance to all damage while using iron mind 

Long Stt^p 

— 

Add 1 square to any shift you make 

Mythic Senses 

Minotaur 

Substitute Percepilon check for initiative check 

Peerless Reaction 

Githierai, iron mind 

Expend iron mind to use second wind after you are hit 

Rapid Regeneration 

— 

Add your Con modifier to any regeneration you possess 

Rejuvena t i ng Shardswarm 

Shard mind, shard swarm 

Also spend healing surge when you use shard swarm 

Secret of Enduring Vigor 

Wilden ■■ 

Spend healing surge when reduced to 0 hp or fewer 1/day 

Superior Initiative 

— 

+8 bonus to initiative checks 

Telepathic Sustenance 

Shardmind, Telepathy 

Allies in telepathy range don't need to breathe 

Uncanny Scent 

Minotaur, 

Ignore all concealment of creatures within 2 squares, detect 


trained in Perception 

invisible creatures wthout Perception check 

Vicious Stomp 

Minotaur, aorina eharae 

Free melee basic attack against foe knocked prone by Goring charge 


Ardent 

Other Prerequisites 

Benefit 

Endangering Outrage 

Ardent outrage 

Ardent outrage gives enemies vulnerability to damage 

Epic Alacrity 

Ardent alacrity 

Ardent alacrity allows allies to shift half their speed 

Batllemind 

Other Prerequisites 

Benefit 

Devouring Demand 

BatlfemincTs demand 

Target three creatures with augmented battfemiWs demand 

Vengeance Spike 

Mind spike 

+2 to additional attacks against target damaged by mind spike 


Monk 

Other Prerequisites 

Benefit 

Centered Master 

Centered flurry of blows 

Slide targets 2 squares instead of 1 with centered flurry of blows 

Stone Fist Master 

Stone/ist/lurry of blows 

Targets of stone fist flurry of blows grant combat advantage for 
next attack 

Unarmed Mastery 

Unarmed Combatant 

Crit on 19-20 when making melee attack with unarmed strike 


Psion 

Other Prerequisites 

Benefit 

Psychic Bastion 

— 

+4 defenses after you crit with psion ic psychic power 

Resilient Shield 

— 

Resist 10 all after you crit with psionic force power 


Runepriest 


Rune of Battle 
Rune of Health 


Other Prerequisites 


Rune of mending 



ene 


Adjacent ally gains free attack after you crit with runepriest power 
Other allies in rune of mending burst regain hit points 


Seeker 

Other Prerequisites 

Benefit 

Inevitable Accuracy 

inevitable shot 

Regain use of power after missed inevitable shot attack 

Ruthless Price 

Encaging spirits 

Encaging spirits immobilizes targets instead of slowing 

Spiritbond Outrage 

Spirit's rebuke 

Targets damaged by spirit's rebuke also knocked prone 


Rejuvenating Shard Swarm 

Prerequisite: 21st level, shard mind, shard swarm 
racial power 

Benefit: When you use your shard swarm, you can 
also spend a healing surge. 


Resilient Shield 

Prerequisite: 21st level, psion 
Benefit: Whenever you score a critical hit with a 
psionic force power, you gain resist 10 to all damage 
until the end of vour next turn. 
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Rune of Battle IRune] 

Prerequisite: 21st level, runepriest 

Benef it: Whenever you score a critical hit with a 
runepriest power, one ally adjacent to the target can 
make a melee basic attack against that target as a free 
action. The ally gains a bonus to the attack roll and 
the damage roll equal to the number of rune feats you 
have. 

Rune of Health [Rune] 

Prerequisite: 21st level, runepriest, rune of mend¬ 
ing power 

Benefit: Each ally, other than the target, in the 
burst of your rune of mending regains hit points equal 
to 3 + the number of rune feats you have. 

Ruthless Price 

Prerequisite: 21st level, seeker, encaging spirits 
power 

Benefit: When you use your encaging spirits, you 
can immobilize any of the targets, instead of slowing 
them. 




Secret of Enduring Vigor 

Prerequisite: 21st level, wilden 
Benefit: Once per day when you drop to 0 hit 
points or fewer, you can spend a healing surge as an 
immediate interrupt. 



Spjritbond Outrage 

Prerequisite: 21st level, seeker, spirits’ rebuke 
power 

Benefit: Targets damaged by your spirits' rebuke 
also fall prone. 

Stone Fist Master 

Prerequisite: 21st level, monk, stone fist flurry of 
blows power 

Benefit: Each target of your stone fist flurry of blows 
grants combat advantage for the next attack against it 
before the end of your next turn. 

Superior Initiative 

Prerequisite: 21st level 
Benefit: You gain a feat bonus to initiative 
checks. 

Telepathic Sustenance 

Prerequisite: 21st level, shard mind, Telepathy 
racial trait 

Benefit: Allies within your telepathy range don’t 
need to breathe. 

Unarmed Mastery 

Prerequisite: 21st level, monk, Unarmed Com¬ 
batant class feature 

Benefit: Whenever you make a melee attack with 
your monk unarmed strike, you can score a critical 
hit on a roll of 19-20. 
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MULTICLASS FEATS 


Name Prerequisites Benefit 


Demanding Talent Con 13 Battlemind: Skill training, battlemind’s demand 1/encounter 

Disciplined Talent Int 13 Psion: Skill training, one 1st*level at-will power 1/encounter 

Fervent Talent Cha 13 Ardent: Skill training, ardent surge 1/day 

Monastic Disciple Dex 13 Monk: Skill training, one Flurry of Blows power 1/encounter 

Primal Sharpshooter Wis 13 Seeker: Nature skill, inevitable shot 1/day, one Ist-level at-will power 1/encounter 

Student of Divine Runes Str 13 Runepriest: Religion skill, rune of mending 1/day 

Psionic Complement See text Swap augmentable at-will power and power points for encounter power 

Psionic Conventionalist See text Swap augmentable at-will power for augmentable at-will power of new class 

Psionic Dabbler See text Swap encounter power for augmentable at-will power, gain power points 


Uncanny Scent 

Prerequisite: 21st level, minotaur, trained in 
Perception 

Benefit: You ignore concealment and total con 
cealment when attacking creatures that are within 2 
squares of you. You also don’t need to make Percep 
tion checks to determine the location of invisible 
creatures that are within 2 squares of you. 

Vengeance Spike 

Prerequisite: 21st level, battlemind, mind spike 
power 

Benefit: When you damage a target with your 
mind spike, you gain a +2 bonus to attack rolls against 
that target until the end of your next turn. 

Vicious Stomp 

Prerequisite: 21st level, minotaur, goring charge 
racial power 

Benefit: When you knock a target prone with 
your goring charge, you can make a melee basic attack 
against the target as a free action. 

Multiclass Feats 

The following multiclass feats allow you to dabble 
in the classes presented in this book. See pages 
208 and 209 of the Players Handbook for rules on 
multiclassing. 


Disciplined Talent 
[Multiclass Psion] 

Prerequisite: Int 13 

Benefit: You gain training in one skill from the 
psion’s class skills list. 

Choose one 1st level psion at-will attack power. 

You can use that power once per encounter, and you 
can’t augment it. 

In addition, you can wield psion implements when 
using psion powers and psion paragon path powers. 

Fervent Talent [Multiclass 
Ardent] 

Prerequisite: Cha 13 

Benefit: You gain training in one skill from the 
ardent’s class skills list. 

Once per day, you can use the ardent’s ardent surge 
power. 

Monastic Disciple 
[Multiclass Monk] 

Prerequisite: Dex 13 

Benefit: You gain training in one skill from the 
monk’s class skills list. 

Choose one of the monk’s Flurry of Blows powers. 
You can use that power once per encounter. 

In addition, you can wield monk implements when 
using monk powers and monk paragon path powers. 



Class-Specific Feats 

Ifyou take a class-specific multiclass feat, you count 
as a member of that class for the purpose of meeting 
prerequisites. 

Demanding Talent 
IMulticlass Battlemind] 

Prerequisite: Con 13 

Benefit: You gain training in one skill from the 
battlemind’s class skills list. 

Once per encounter, you can use the battlemind s 
demand power, but the mark lasts until the end of 
your next turn. 


Primal Sharpshooter 
[Multiclass Seeker] 

Prerequisite: Wis 13 

Benefit: You gain training in Nature. 

Once per day, you can use the seeker’s inevitable 
shot power. You don’t regain the use of that power 
when you spend an action point. 

Choose one lst-level seeker at-will attack power. 
You can use that power once per encounter. 


Student of Divine Runes 
[Multiclass Runepriest] 


Prerequisite: Str 13 

Benefit: You gain training in Religion. 

Once per day, you can use the runepriest’s rune of 
mending power. 
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Power-Swap Feats 

Because the ardent, lhe battlemind, and the psion 
don’t have encounter attack powers, the power-swap 
feat Novice Power in the Plovers Handbook doesn't do 
anything when those classes are involved* I he follow¬ 
ing power-swap feats are alternatives for characters 
who multiclass into or out of cl asses that have the 
Psionic Augmentation class feature. 

Psion tc Conventionalist 
IMulticlass Encounter] 

Prerequisite: 4th level, any cl ass-spec i lie multi 
class feat for a class that doesn’t have the Psion ic 
Augmentation class feature, Psion ic Augmentation 
class feature 

Benefit: You can swap one of your augmeniable 
at-will attack powers for an encounter attack power 
of the same level or low'er from the class you multi- 
classed into. You lose a number of power points based 
on the level of the a twill attack power: level 1-10, 2 
power points; level 11-20, 4 power points; and level 
21-30, 6 power points, 

Psionic Complement 
[Multiclass Encounter] 

Prerequisite: 4th level, any class-specific 
multiclass feat for a class that has the Psionic Aug¬ 
mentation class feature, Psionic Augmentation class 
featu re 

Benefit: You can swap one of your augmeniable 
at-will attack powers (br an augmeniable at-will 
attack power of the same level or lower from the class 
you multiclassed into. You can use that power once 
per encounter* 

Psionic Dabbler 
[Multiclass Encounter] 

Prerequisite: 4th level, any class that doesn't have 
the Psionic Augmentation class feature, any class- 
specific multiclass feat for a class that has the Psionic 
Augmentation class feature 

Benefit: You can swap one of your encounter 
attack powers for an a ug men table at-will attack 
power of the same level or lower from the class you 
multiclassed into. You can use that power once per 
encounter. You gain a number ol power points based 
on the level of the at-will attack power: level 1-10, 2 
power points; level 11-20, 4 power points; and level 
21-30, 6 power points. 




Paragon Multiclassing 

This section expands on the paragon multiclassing 
rules on page 209 ol the Players Handbook, 

Qualifying: To qualify for paragon multiclassing, 
you must have a multiclass encounter, a multiclass 
utility, and a multiclass daily feat, regardless of those 
feats 1 names. The three Teats must be for the same 
class. 

Psionic Augmentation: If either of your classes 
has the Psionic Augmentation class feature and you 
choose paragon multiclassing, the benefits you gain 
at 11th level are different from those noted in the 
Players Handbook, whereas the benefits you gain at 
12th level and 20th level are the same, 

If your first and second classes both have the 
Psionic Augmentation class feature, at 11 th level you 
gain 2 power points and an at-will attack power of 
7th level or lower from your second class. 

If your first class has the Psionic Augmentation 
class feature and your second class doesn't have it, at 
11th level you gain an at-will attack power from your 
second class as well as an encounter attack powder of 
7th level or lower from that class. 

If your first class doesn’t have the Psionic Augmen¬ 
tation class feature and your second class does have 
it, at lltli level you lose one at-will attack pow r er from 
your first class but gain 2 power points and an at-will 
attack power of 7th level or lower from your second 
class. 
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SUPERIOR IMPLEMENTS 


Formed of exotic materials and created using magical 
crafting techniques, superior implements enhance a 
wielder s magic. Despite their magical origin, supe¬ 
rior implements aren't magic items per se, but like 
non superior implements, they can be enchanted 
with the Enchant Magic Item ritual. Each type of 
superior implement has one or more properties that 
enhance its wielder s attack powers, such as granting 
improved accuracy or increasing forced movement. 
These properties are comparable to the properties 
that many weapons have. 

Wielding a 
Superior Implement 

You need the Superior Implement Training feat (page 
183) to gain the benefits of a specific superior imple¬ 
ment, If you wield a superior implement and don't 
have the feat for it, you don't gain the benefits of its 
properties, but you can use it as a normal implement 
of its type, assuming you're able to use implements of 
that type. 


SUPERIOR IMPLEMENTS 


Holy Symbols 

Price 

Weight 

Properties 1 

Accurate symbol 

25 

1 

Accurate 

Astral symbol 

18 

1 

Distant, 

energized (radiant) 

Warding symbol 

21 

1 

Shielding, unstoppable 

Wrathful symbol 

23 

1 

Empowered crit, 
undeniable 


Orbs 

Price 

Weight 

Properties 

Accurate orb 

30 

2 

Accurate 

Crystal orb 

27 

2 

Energized (psychic), 
undeniable 

Greenstone orb 

27 

2 

Energized (acid), 
unstoppable 

Petrified orb 

25 

2 

Energized (force), 
forceful 


Rods 

Price 

Weight 

Properties 

Accurate rod 

25 

2 

Accurate 

Ashen rod 

22 

2 

Energized (fire), unerring 

Deathbone rod 

22 

2 

Energized (necrotic), 
undeniable 

Defiant rod 

18 

2 

Energized (radiant), 
shielding 




Staffs 

Price 

Weight 

Properties 

Accurate staff 

20 

4 

Accurate 

Guardian staff 

13 

4 

Energized (force), 
shielding 

Mindwarp staff 

16 

4 

Distant, 

energized (psychic) 

Quickbeam staff 

15 

4 

Energized (thunder), 
forceful 


Tomes 

Price Weight 

Properties 

Echo tome 

15 3 

Distant, unerring 


Forbidden tome 15 3 Deadly, unstoppable 

Unspeakable tome 15 3 Empowered crit, 


undeniable 


Totems 

Price 

Weight 

Properties 

Accurate totem 

20 

2 

Accurate 

Farseeing totem 

14 

2 

Deadly, distant 

Icicle totem 

15 

2 

Empowered crit, 
energized (cold) 

Storm totem 

18 

2 

Energized (thunder), 
unstoppable 


Wands 

Price 

Weight 

Properties 

Accurate wand 

20 

— 

Accurate 

Cinder wand 

18 

— 

Empowered crit, 
energized (fire) 

Dragontooth wand 18 

— 

Deadly, unerring 

Rowan wand 

15 

— 

Distant, 

energized (lightning) 


Reading the Table 

An entry in the Superior Implements table contains 
the following information. 

Name: The superior implement's name is in the 
left hand column. 

Price: The superior implement's cost in gold 
pieces. Magic superior implements include this cost. 

Weight: The superior implement's weight in 
pounds. 

Properties: The superior implement s properties. 


Superior Implement Properties 

A superior implement's properties apply only to 
attacks made with the implement. They affect only 
implement powers, even if an implement can be used 
to make weapon attacks. 

Accurate: You gain a +1 bonus to attack rolls 
made with an accurate implement. 

Deadly: You gain a +1 bonus to damage rolls 
made with a deadly implement. The bonus increases 
to +2 at 11th level and +3 at 21st level. 

Distant: The range of your area and ranged attack 
powers increases by 2 when they're used through a 
distant implement. 

Empowered Grit: When you score a critical hit 
with an empowered crit implement, the attack deals 
Id 10 extra damage. The extra damage increases to 
2d 10 at 11th level and 3d 10 at 21st level 

Energized: When you use an attack power 
through an energized implement, you gain a +2 bonus 
to damage rolls if the power has the keyword that 
matches the implements damage type. The bonus 
increases to +3 at 11th level and +4 at 21 st level 
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Forceful: Whenever you pull, push, or slide a 
target with an attack power using a forceful imple¬ 
ment, the distance of the forced movement increases 
by 1 square. 

Shielding: Whenever you hit at least one target 
with an attack power using a shielding implement, 
you gain a +1 shield bonus to AC and Reflex until the 
start of your next turn. 

Undeniable: You gain a +1 bonus to attack rolls 
against Will when attacking with an undeniable 
implement. 

Unerring: You gain a +1 bonus to attack rolls 
against Reflex when attacking with an unerring 
implement. 

Unstoppable: You gain a +1 bonus to attack rolls 
against Fortitude when attacking with an unstop¬ 
pable implement. 



Superior Implement 
Descriptions 

Holy Symbols: An accurate symbol is carved 
with symbols of power that channel divine energy 
more precisely. An astral symbol is crafted of so I id i- 
Red mist from the Astral Sea and glows with a faint 
silvery light. A warding symbol has protective glyphs 
carved into its adamantine surface. A wrathful 
symbol is made from black iron mined in Chernoggar 
and engraved with nines of divine fury. 

Orbs: An accurate orb is made of clear blown 
glass, with tiny runes engraved around its equator. 

A crystal orb looks similar, but has a faceted surface 
and might appear in any color. A greenstone orb 
is carved from a heavy metallic stone that has an 
affinity for acid magic. A petrified orb is made from 
petrified wood. 

Rods: An accurate rod is made from a shaft of 
silver, bound with golden bands. An ashen rod is 
made from fire blackened hardwood and laced with 
veins of crystallized red sap. A death bone rod is 
formed from the bone ol an undead creature that is 
no longer animate, A defiant rod is made of white 
gold and studded with crystals or gemstones. 

Staffs: An accurate staff is smooth and straight, 
balanced for easy handling and made of polished 
hardwood, A guardian staff is formed from an uncut 
branch of a watcher tree, a variety of oak that grows 
only in the Fey wild. A mind warp staff is made of 
light, strong wood, smoothed and polished and 
topped with a many-faceted crystal. A quickbeam 
staff is made of rowan wood cut from a tree that has 
been struck by lightning, 

Tonies: The cover of an echo tome is a plate of 
iron inlaid with silver, and its pages are thin sheets 
of mithral engraved with arcane secrets, A forbidden 
tome has a heavy cover and binding, with a lock to 
keep it closed to prying eyes. An unspeakable tome 
ts bound in straps of iron so that it cannot be opened, 
but it imparls the knowledge it contains through 
sinister whispers in the night. 

Totems: An accurate totem is a short rod of light 
wood wrapped in snakeskin. A farseeiug totem con 
sists of eagle feathers tied at one end of a roc's bone. 
An icicle totem is a shaft of on me I ting ice, freezing 
cold to the touch but wrapped with white fur to pro¬ 
tect the wielder's hand. A storm totem is made from 
wood scorched by lightning and adorned with a thuri¬ 
de rhawks feather. 

Wands: An accurate wand is a smooth and 
straight length of light wood, honed to a point at the 
tip. A cinder wand, in contrast, is blackened and 
crooked, and warm to the touch. A dragontooth wand 
is smooth ivory that is bound with bands of gold. A 
rowan wand is polished wood engraved with light 
ning motifs. 
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MAGIC ITEMS 


The magic items presented in this chapter use the 
same rules as those in the Plovers Handbook and Play- 
ers Handbook 2, This chapter introduces a new kind 
of magic implement: the ki focus {page 203), which is 
used by mon ks. 

Armor 

Magic armor increases your Armor Class by adding 
an enhancement bonus to the armor’s armor bonus. 
See the Player s Ha u d bo ok a n d Pi aye r s Hand bo ok 2 fo r 
information on masferwork armor. 


MAGIC ARMOR 


LvI 

Name 

Price (gp) 

Categories 

2 

Armor of eyes +1 

520 

Scale, plate 

2 

Awakening armor +1 

520 

Hide,chain 

2 

Elusive armor +1 

■■520 

Cloth, leather 

2 

Gleaming armor +1 

520 

Chain, scale 

3 

Defensive armor +1 

680 

Any 

3 

Ironclad armor +1 

680 

Scale, plate 

3 

Thought eater armor +1 

680 

Leather, hide 

4 

Ectoplasmic armor +1 

840 

Leather, hide 

4 

Feedback armor +1 

840 

Cloth, leather 

4 

Flowform armor +1 

840 

Cloth, leather 

4 

Joyous armor+1 

840 

Chain, scale 

5 

Quicksilver armor +1 

1,G0Q 

Chain 

7 

Armor of eyes +2 

2,600 

Scale, plate 

7 

Awakening armor +2 

2,600 

Hide, chain 

7 

Elusive armor +2 

2,600 

Cloth, leather 

7 

Gleaming armor+2 

2,600 

Chain, scale 

8 

Defensive armor +2 

3,400 

Any 

8 

Ironclad armor +2 

3,400 

Scale, plate 

3 

Thought eater armor +2 

3,400 

leather, hide 

9 

Ectoplasmic armor +2 

4,200 

Leather, hide 

9 

Feedback armor +2 

4,200 

Cloth, leather 

9 

Flowform armor +2 

4,200 

Cloth, leather 

9 

Joyous armor +2 

4,200 

Chain, scale 

10 

Armor of transport +2 

5,000 

Chain, scale 

10 Quicksilver armor +2 

5,000 

m 

12 

Armor of eyes +3 

13,000 

Scale, plate 

12 

Awakening armor +3 

13,000 

Hide,chain 

T2 

Elusive armor +3 

13,000 

Cloth, leather 

12 

Gleaming armor +3 

13,000 

Chain, scale 

13 

Defensive armor +3 

17,000 

Any 

13 

Ironclad armor +3 

17,000 

Scale, plate 

13 

Thought eater armor +3 

17,000 

Leather, hide 

14 Ectoplasmic armor ^-3 

21,000 

Leather, hide 

14 

Feedback armor +3 

21,000 

Cloth, leather 

14 

Flowform armor +3 

21,000 

Cloth, leather 

14 Joyous armor+3 

21,000 

Chain, scale 

15 

Armor of transport +3 

25,000 

Chain, scale 

15 

Quicksilver armor +3 

25,000 

Chain 

17 

Armor of eyes +4 

65,000 

Scale, plate 

17 

Awakening armor +4 

65,000 

Hide, chain 

17 

Elusive armor +4 

65,000 

Cloth, leather 


MAGIC ARMOR cont. 

1 vi Name 

Price (gp) 

Categories 

17 Gleaming armor +4 

65,000 

Chain, scale 

18 Defensive armor +4 

85,000 

Any 

18 Ironclad armor +4 

85,000 

Scale, plate 

18 Thought eater armor+4 85,000 

Leather, hide 

19 Ectoplasmic armor -S-4 

105,000 

Leather, hide 

19 Feedback armor +4 

105,000 

Goth, leather 

19 Flowform armor +4 

105,000 

Cloth, leather 

19 joyous armor+4 

105,000 

Chain, scale 

20 Armor of transport+4 

125,000 

Chain, scale 

20 Quicksilver armor +4 

125,000 

Chain 

20 Temporal armor +4 

125,000 

Cioth §■■■ 

22 Armor of eyes +5 

325,000 

Scale, plate 

22 Awakening armor +5 

325,000 

Hide, chain 

22 Elusive armor +5 

325,000 

Cloth, leather 

22 Gleaming armor +5 

325,000 

Chain, scale 

23 Defensive armor +5 

425,000 

Any 

23 Ironclad armor +5 

425,000 

Scale, plate 

23 Thought eater armor+5 425,000 

Leather, hide 

24 Ectoplasmic armor +5 

525,000 

Leather, hide 

24 Feedback armor +5 

525,000 

Goth, leather 

24 Flowform armor +5 

525,000 

Goth, leather 

24 Joyous armor +5 

525,000 

Chain, scale 

25 A rmor of transpo rt +5 

625,000 

Chain, scale 

2 5 Quicksilver armor +5 

625,000 

Chain 

25 Temporal armor +5 

625,000 

Cloth 

27 Armor of eyes +6 

1,625,000 

Scale, plate 

27 Awakening armor+6 

1,625,000 

Hide, chain 

27 Elusive armor +6 

1,625,000 

Cloth, leather 

27 Gleaming armor+6 

1,625,000 

Chain, scale 

28 Defensive armor +6 

2,125,000 

Any 

28 Ironclad armor +6 

2,125,000 

Scale, plate 

28 Thought eater 

2,125,000 

Leather, hide 

armor +6 



29 Ectoplasmic armor +6 

2,625,000 

Leather, hide 

29 Feedback armor +6 

2,625,000 

Cloth, leather 

29 Flowform armor +6 

2,625,000 

Cloth, leather 

29 Joyous armor +6 

2,625,000 

Chain, scale 

30 Armor of transport+6 

3,125,000 

Chain, scale 

30 Quicksilver armor +6 

3,125,000 

Chain 

30 Temporal armor +6 

3425,000 

Cloth 


Annor of Eyes Level 1 


The ryes aim'd on this heavy armor antstanf/v watch for in- 
asm arracks. 


Lv! 2 +1 

S20g P 

Ivl 17 

+4 

65,000 gp 

LvI 7 +2 

2,600 gp 

LvI 22 

+5 

325,000 gp 

Lv112 +3 

1 3,000 gp 

LvI 27 

+6 

1.625,000 gp 

Armor: Scale, plate 




Enhancement: AC 

Property: You gain a + 2 item bonus to Perception checks. 

Power (Encounter): Free Action. Trigger: An enemy targets 
you with an attack and you're granting combat advantage 
to it. Effect: You don't grant combat advantage to the 
triggering enemy for this attack. 
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Awakening Armor Level 2+ 


This pJtiin looting armor Jets you foresee ambushes. 



Lvi 2 +1 520 gp Lvl 17 +4 65,000 gp 

Lvl 7 +2 2,600 gp Lvi 22 +5 325,000 gp 

Lvi 1 2 +3 1 3,000 gp Lvl 27 +6 1.625,000 gp 

Armor: Hide, chain 
Enhancement: AC 

Property: While bloodied, you gain a +1 bonus to Will, 
Power (Daily): No Action. Trigger: You are surprised Effect: 
You are no longer surprised. 


Defensive Armor Level 3* 


This durable armor responds lovotir thoughts and reinforces 
itself to protect veil 

Lvl 3 +1 680 gp Lvl 18 +4 85,000 gp 

Lvl 8 +2 3,400 gp Lvl 23 +5 425,000 gp 

Lvl 13 +3 17.000 gp Lvl 28 +6 2,1 25,000 gp 

Armor: Any 
Enhancement: AC 

Power (Daily ♦ Augmentable): immediate Interrupt 
Trigger An enemy hits you. Effect: Until the start of your 
next turn, you gain a +2 bonus to the defense that the 
triggering enemy hit 
Augment 1: The bonus increases to +5. 


Ectoplasmic Armor Level 4+ 


This armor, covered fti mottled patterns that shift with your 
mood , lets you tube on the form of a spirit, 

Lvl 4 +1 840 gp Lvl 19 +4 105,000 gp 

Lvl 9 +2 4,200 gp Lvl 24 +5 52 5,000 gp 

Lvl 14 +3 21.000 gp Lvl 29 +6 2,62 5,000 gp 

Armor: Leather, hide 

Enhancement: AC 

Property: You gain resist 5 psychic. 

Level 14 or 1 9: Resist 10 psychic. 

Level 24 or 29: Resist 1 5 psychic. 

Power (Daily ♦ Augmentable): Immediate Interrupt. 
Trigger An enemy hits you. Effect: You are insubstantial 
until the end of your next turn. 

Augment 1: You are also phasing until the end of your 



the crystals, you can lake your frierjds with you. This armor offers no purchase to foes [hat would pin you down. 


Lvl 10 +2 5.000 gp 

Lvl 15 +3 2 5,000 gp 

Lvl 20 +4 1 25.000gp 

Armor: Chain, scale 
Enhancement: AC 


Lvl 25 +5 625,000gp 

Lvl 30 +6 3,1 25,000 gp 


Lvl 2 +1 520 gp 

Lvl 7 +2 2,600 gp 

Lvl 12 +3 13,000 gp 

Armor: Cloth, leather 
Enhancement: AC 


Lvl 17 +4 65,000 gp 

Lvl 22 +5 325,000 gp 

Lvl 27 +6 1,62 5,000 gp 


Power (Daily 4 Augmentable, Teleportation): Immediate 
Interrupt. Trigger: An enemy hits you Effect: You teleport 
5 squares. 

Augment 1; You also teleport each ally adjacent to your 
starting space to different squares adjacent to your 
destination space. 


Property: You gain a +2 bonus to escape checks. 

Power (Daily + Augmentable): Immediate Reaction. 
Trigger You are immobilized by an attack. Effect You are 
no longer immobilized, and you shift 1 square. 

Augment 1: The number of squares you shift equals half 
your speed. 
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Feedback Armor 


Level 4 h 


Joyous Armor 


Level 4 - 


i 

Crackling psychic energy cascades around you, flaring outward 
when you make a mental assault on a foe. 


Lvl 4 

+1 

840 gp 

Lvl 19 

+4 

105,000 gp 

Lvl 9 

+ 2 

4,200 gp 

Lvl 24 

+5 

525,000 gp 

Lvl 14 

+3 

21.000 gp 

Lvl 29 

+6 

2,625,000 gp 


Armor: Cloth, leather 
Enhancement: AC 

Power (Daily ♦ Augmentable, Psychic): Free Action. 
Trigger. You use a psychic power. Effect: Each creature 
adjacent to you takes 1 d6 psychic damage and is pushed 
1 square. 

Augment 2: The psychic damage increases to 2d6. 
Augment 4: The psychic damage increases to 3d6. 


Flowform Armor Level 4+ 


This armor quickly adapts to changing environments, shielding 
you from adverse effects. 


Lvl 4 

+1 

840 gp 

Lvl 19 

+4 

105,000 gp 

Lvl 9 

+2 

4,200 gp 

Lvl 24 

+5 

525,000 gp 

Lvl 14 

+3 

21,000 gp 

Lvl 29 

+6 

2,62 5,000 gp 


Armor: Cloth, leather 
Enhancement: AC 

Power (Encounter ♦ Augmentable): No Action. Trigger. 
You’re subjected to an effect that a save can end. Effect 
You make a saving throw against the effect. 

Augment 1: You gain a bonus to the saving throw equal 
to the armor’s enhancement bonus. 


Gleaming Armor Level 2 ♦ 


Whenyoure wounded, the energy infusing this crystalline ar¬ 
mor flares, momentarily dazzling your enemies. 


Lvl 2 

+1 

520 gp 

Lvl 17 

+4 

65,000 gp 

Lvl 7 

+2 

2,600 gp 

Lvl 22 

+5 

3 2 5,000 gp 

Lvl 12 

+3 

1 3,000 gp 

Lvl 27 

+6 

1,625,000 gp 


Armor: Chain, scale 
Enhancement: AC 

Power (Encounter ♦ Augmentable): Immediate Reaction. 
Trigger: You take damage from an attack. Effect: You gain 
concealment until the end of your next turn. 

Augment 1: You regain the use of this power. 


Ironclad Armor Level 3+ 


When your enemy attacks, this armor forms hardened ridges 
and spikes that damage vour foe. 


Lvl 3 

+1 

680 gp 

Lvl 18 

+4 

85,000 gp 

Lvl 8 

+2 

3,400 gp 

Lvl 23 

+5 

425,000 gp 

Lvl 13 

+3 

1 7,000 gp 

Lvl 28 

+6 

2,125,000 gp 


Armor: Scale, plate 
Enhancement: AC 

Power (Daily ♦ Augmentable): Free Action. Trigger. An 
enemy misses you with a melee attack. Effect: The trig 
gering enemy takes 1 d6 damage per plus. 

Augment 2: The damage equals 1 dl 0 per plus. 


Silver filigree on this armor shines when you heal yoursel f, re¬ 
newing your allies' vigor. 


Lvl 4 

+ 1 

840 gp 

Lvl 19 

+4 

105,000 gp 

Lvl 9 

+2 

4,200 gp 

Lvl 24 

+5 

525,000 gp 

Lvl 14 

+3 

21.000 gp 

Lvl 29 

+6 

2,625,000 gp 


Armor Chain, scale 
Enhancement: AC 

Power (Daily ♦ Augmentable): Free Action. Trigger. You 
spend a healing surge. Effect: Each ally adjacent to you 
gains temporary hit points equal to twice the armor’s 
enhancement bonus. 

Augment 1: The number of temporary hit points equals 
three times the armor’s enhancement bonus. 


Quicksilver Armor Level 5+ 


With chain links that have the consistency of cloth but the 
strength of steel, this silver}' armor won’t weigh you down. 


Lvl 5 

+1 

1,000 gp 

Lvl 20 

+4 

125,000 gp 

Lvl 10 

+2 

5,000 gp 

Lvl 25 

+5 

625,000 gp 

Lvl 15 

+3 

25,000 gp 

Lvl 30 

+6 

3,125,000 gp 


Armor: Chain 
Enhancement: AC 

Property: While you have at least 1 power point, you gain a 
+ 1 item bonus to speed. 

Power (Encounter): Minor Action. You shift 1 square. 


Temporal Armor Level 2(H 


This armor steals future moments to aid you in the present. 

Lvl 20 +4 125,000gp Lvl 30 +6 3,125,000gp 

Lvl 25 +5 625,000 gp 

Armor: Cloth 
Enhancement: AC 

Property: You gain a +2 item bonus to initiative checks. 
Power (Daily): Minor Action. You can take an extra stan¬ 
dard action during this turn. You can’t use this power and 
spend an action point during the same encounter. 


Thought-Eater Armor Level 3+ 


The gaze of your enemies slides off this nondescript armor, al¬ 
most as if you weren't there. 


Lvl 3 

+1 

680 gp 

Lvl 18 

+4 

85,000 

gP 

Lvl 8 

+ 2 

3,400 gp 

Lvl 23 

+5 

425,000 

gP 

Lvl 13 

+3 

1 7,000 gp 

Lvl 28 

+6 

2,125,000 

gP 


Armor: Leather, hide 
Enhancement: AC 

Property: You gain a +2 item bonus to Stealth checks. 

Power (Daily ♦ Augmentable, Illusion): Minor Action. 
Until the end of your next turn, you have concealment 
against enemies that are more than 2 squares away 
from you. 

Augment 1: You have total concealment instead of 
concealment. 


MAGIC ITEMS 









Weapons 

For information on how magic weapons work and 
how to use them with your pow ers, see 11 Weapon,” 
page 219. 


MAGIC WEAPONS 


Lvf 

Name Price (gp) 

Categories 

2 

Manifested weapon El 

520 

Any 

2 

Psychokinetic weapon +1 

520 

Any melee 

2 

Weapon of shared wrath +1 

520 

Any melee 

3 

Anathema weapon +1 

680 

Any 

3 

Inertia! weapon +1 

680 

Flail, hammer, 

mace 

3 

Ki weapon +1 

680 

Any 

4 

Dislocation weapon +1 

840 

Hvy blade, 

It blade 

4 

Retributive weapon +1 

840 

Bow, spear 

4 

Suppression weapon +1 

840 

Any ranged 

4 

Unraveling weapon +1 

840 

Bow, spear 

5 

Mindcrusher weapon +1 

1,000 

Hammer, mace 

5 

Thoughtspike weapon +1 

1,000 

Hvy blade, 

It blade, spear 

7 

Manifester weapon +2 

2,600 

Any 

7 

Psychokinetic weapon +2 

2,600 

Any melee 

7 

Weapon of shared wrath +2 

2,600 

Any melee 

8 

Anathema weapon +2 

3,400 

Any 

8 

inertial weapon +2 

3,400 

Flail, hammer, 

mace 

8 

Ki weapon +2 

3,400 

Any 

9 

Dislocation weapon +2 

4,200 

Hvy blade, 

It blade 

9 

Retributive weapon +2 

4,200 

Bow, spear 

9 

Suppression weapon E2 

4,200 

Any ranged 

9 

Unraveling weapon +2 

4,200 

Bow, spear 

10 Guarding weapon +2 

5,000 

Any melee 

10 

Mindcrusher weapon +2 

5,000 

Hammer, mace 

10 Thoughtspike weapon +2 

5,000 

Hvy blade, 

It blade, spear 

12 

Manifester weapon +3 

13,000 

Any 

12 

Psychokinetic weapon +3 

13,000 

Any melee 

12 

Weapon of 
shared wrath +3 

13,000 

Any melee 

13 

Anathema weapon +3 

17,000 

Any 

13 

Inertial weapon +3 

17,000 

Flail, hammer, 

mace 

13 

Ki weapon +3 

17,000 

Any 

14 

Dislocation weapon +3 

21,000 

Hvy blade, 

It blade 

14 

Retributive weapon +3 

21,000 

Bow, spear 

14 Suppression weapon +3 

21,000 

Any ranged! 

14 

Unraveling weapon +3 

21,000 

Bow, spear 

IS 

Guarding weapon E3 

25,000 

Any melee 

IS 

Mindcrusher weapon +3 

25,000 

Hammer, mace 

15 

Thoughtspike weapon +3 

25,000 

Hvy blade, 

It blade, spear 

17 

Manifester weapon +4 

65,000 

Any 

17 

Psychokinetic weapon +4 

65,000 

Any melee 



MAGIC WEAPONS cont. 


Lvl 

Name 

Price (gp) 

Categories 

17 

Weapon of 
shared wrath +4 

65,000 

Any melee 

18 

Anathema weapon +4 

85,000 

Any 

18 

Inertial weapon +4 

85,000 

Flail, hammer, 

mace 

18 

Ki weapon +4 

85,000 

Any 

19 

Dislocation weapon +4 

105,000 

Hvy blade, 

It blade 

19 

Retributive weapon +4 

105,000 

Bow, spear 

19 

Suppression weapon +4 

105,000 

Any ranged 

19 

Unraveling weapon +4 

105,000 

Bow, spear 

20 

Guarding weapon +4 

125,000 

Any melee 

20 

Mindcrusher weapon +4 

125,000 

Hammer, mace 

20 Thoughtspike weapon +4 125,000 

Hvy blade, 

It blade, spear 

22 

Manifester weapon +5 

325,000 

Any 

22 

Psychokinetic weapon +5 325,000 

Any melee 

22 

Weapon of 
shared wrath +5 

325,000 

Any melee 

23 

Anathema weapon +5 

425,000 

Any 

23 

Inertial weapon +5 

425,000 

Flail, hammer, 

mace 

23 

Ki weapon +5 

425,000 

Any 

24 

Dislocation weapon +5 

525,000 

Hvy blade, 

It blade 

24 

Retributive weapon +5 

525,000 

Bow, spear 

24 

Suppression weapon +5 

525,000 

Any ranged 

24 

Unraveling weapon +5 

525,000 

Bow, spear 

25 

Guarding weapon +5 

625,000 

Any melee 

25 

Mindcrusher weapon +5 

625,000 

Hammer, mace 

25 

Thoughtspike weapon +5 625,000 

Hvy blade, 

It blade, spear 

27 

Manifester weapon +6 

1,625,000 

Any 

27 

Psychokinetic 
weapon E6 

1,625,000 

Any melee 

27 

Weapon of 
shared wrath +6 

1,625,000 

Any melee 

28 

Anathema weapon +6 

2,125,000 

AnyHH 

28 

Inertial weapon +6 

2,125,000 

Flail, hammer, 

mace 

28 

Ki weapon +6 

2,125,000 

Any 

29 

Dislocation weapon +6 

2,625,000 

Hvy blade, 

It blade 

29 

Retributive weapon +6 

2,625,000 

Bow, spear 

29 

Suppression weapon +6 2,625,000 

Any ranged 

29 

Unraveling weapon E6 

2,625,000 

Bow, spear 

30 Guarding weapon +6 

3,125,000 

Any melee 

30 Mindcrusher weapon+6 3,125,000 

Hammer, mace 

30 Thoughtspike 
weapon +6 

3,125,000 

Hvy blade, 

It blade, spear 
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Anathema Weapon Level 3+ 


This weapon chines in the presence of an aberrant mcnoce, ded¬ 
al# greater damage to such enemies. 


Guarding Weapon Level 10+ 


This weapon, covered with imagery of shields, lets von mate en¬ 
emies pay deorfv when they ignore you and attack your friends. 


Lvl 3 

+ 1 

680 

gP 

Lvl 

18 

+4 

85,000 

gP 

Lvl 10 

+ 2 

5.000 gp 

Lvl 25 +5 

625,000 gp 

Lvl 8 

+2 

3.400 

gP 

Lvl 

23 

+5 

4 25,000 

gP 

Lvl 15 

+ 3 

25,000 gp 

Lvl 30 +6 

3,12 5,000 gp 

Lvl 13 

+3 

17.000 

gP 

Lvl 

28 

+6 

2,125.000 

gP 

Lvl 20 

+4 

1 25.000 gp 



Weapon: Any 

Enhancement: Attack rolls and damage rolls 
Critical: +1 dS damage per plus, or +1 d8 damage per plus 
against aberrant creatures 

Power (Daily ♦ Augmentable): Minor Action. Before the 
end of the encounter, your next attack with this weapon 
that hits an aberrant creature deals 1 [W] extra damage 
to that creature. 

Augment 2: The extra damage equals 2fW], 


Dislocation Weapon Level 4+ 


This weapon Jlickers as it strikes, transporting your enemy info 
a disadvantageous position muon# your allies. 


Lvl 4 

+ 1 

840 gp 

Lvl 19 

+4 

105,000 gp 

Lvl 9 

+ 2 

4,200 gp 

Lvl 24 

+5 

5 2 5,000 gp 

Lvl 14 

+3 

21,000 gp 

Lvl 29 

+6 

2,625,000 gp 


Weapon: Heavy blade, light blade 
Enhancement: Attack rolls and damage rolls 
Critical: + ld8 damage per plus 
Power (Daily ♦ Augmentable, Teleportation}: Free 
Action. Trigger: You hit an enemy with an attack using 
this weapon. Effect: You teleport the enemy to a square 
adjacent to one of your allies. 

Augment 2: The enemy grants combat advantage until 
the end of your next turn. 



Weapon: Any melee 

Enhancement: Attack rolls and damage rolls 
Critical: +1 d6 damage per plus, or +1 dl 2 damage per plus 
with opportunity attacks 

Property: While adjacent to you, allies gain a +2 bonus to 
AC against opportunity attacks. 

Power (Daily + Augmentable): Free Action. Trigger: You 
hit an enemy with an opportunity attack using this 
weapon. Effect: The enemy is also dazed until the end of 
your next turn. 

Augment 4: The enemy is stunned until the end of your 
next turn, instead of dazed. 


Inertial Weapon Level 3+ 


Wheti you force your foe to move qjiiitisi its wilL the solidified 
iwifly sIrm tiling this weapon expend* itself with an echoing 
snap, sending other enemies stumbling away. 


Lvl 3 

+ 1 

680 gp 

LvJ 18 

+4 

8 5,000 gp 

Lvl 8 

+ 2 

3,400 gp 

Lvi 23 

+ 5 

425,000 gp 

Lvl 1 3 

+3 

17,000 gp 

Lvl 28 

+6 

2,125,000 gp 


Weapon: Flail, hammer, mace 
Enhancement: Attack rolls and damage rolls 
Critical: +1d10 force damage per plus 
Power (Daily + Augmentable): Free Action, Trigger. You 
push or slide an enemy with an attack using this weapon. 
Effect You push each enemy adjacent to you, other than 
the enemy you pushed or slid, 1 square. 

Augment 2 (Force): Your attack deals 1 dl 0 extra force 
damage. 


Ki Weapon Level 3 f 


'Hiis weapon seems to become one with your body, al/mvin# you 
to deal more damage when you strike with multiple blows. 


Lvl 3 

+1 

680 gp 

Lvl 18 

+4 

85,000 gp 

Lvl 8 

+2 

3,400 gp 

Lvl 23 

+ 5 

425,000 gp 

Lvl 1 3 

+3 

1 7,000 gp 

Lvl 28 

+6 

2,125,000 gp 


Weapon: Any 

Enhancement: Attack rolls and damage rolls 
Critical: +1 dB damage per plus 

Property: Once per turn, when you use your Flurry of Blows 
power, it deals 2 extra damage to Its targets. 


Manifester Weapon Level 2 


By focusing your mind on the ps ionic energy stored in this 
weapon, you can extract a measure of its power. 


Lvl 2 

+ 1 

520 gp 

Lvl 17 

+4 

65,000 gp 

Lvl 7 

+2 

2,600 gp 

Lvl 22 

+5 

3 25,000 gp 

Lvl 12 

+3 

13 t 000 gp 

Lvl 27 

+6 

1,625,000 gp 


Weapon: Any 

Enhancement: Attack rolls and damage rolls 
Critical: +1d6 psychic damage per plus 
Power (Daily): Minor Action. You gain 1 power point until 
the end of your next turn. You can use this power point 
only to augment a psionic attack power. 
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Level 5+ 


Level 5+ 


Mindcrusher Weapon 


This weapon channels psychic energy empowering your mental 
attacks to continue resonating within your foe after you strike. 


Lvl 5 

+1 

1,000 gp 

Lvl 20 

+4 

1 25,000 gp 

Lvl 10 

+2 

5,000 gp 

Lvl 25 

+5 

625.000 gp 

Lvl 15 

+3 

25,000 gp 

Lvl 30 

+6 

3,125,000 gp 


Weapon: Hammer, mace 
Enhancement: Attack rolls and damage rolls 
Critical: + 1 d8 psychic damage per plus 
Property: You gain a + 2 item bonus to damage rolls with 
psychic attacks using this weapon. 

Power (Daily ♦ Psychic): Free Action. Trigger: You hit an 
enemy with a psychic attack using this weapon. Effect 
The enemy takes ongoing 5 psychic damage (save ends). 
Level 15 or 20: Ongoing 10 psychic damage (save ends). 
Level 25 or 30: Ongoing 1 5 psychic damage (save ends). 


Psychokinetic Weapon Level 2+ 


A single thought sends this weapon leaping from your hand to 
strike a distant foe. 


Lvl 2 

+1 

520 gp 

Lvl 17 

+4 

65,000 gp 

Lvl 7 

+2 

2,600 gp 

Lvl 22 

+5 

325.000 gp 

Lvl 12 

+3 

13,000 gp 

Lvl 27 

+6 

1.625,000 gp 


Weapon: Any melee 

Enhancement: Attack rolls and damage rolls 

Critical: +1 d8 damage per plus 

Power (Encounter ♦ Augmentable): Standard Action. Make 
a ranged basic attack using this weapon, even if it doesn’t 
have the light thrown or the heavy thrown property. The 
weapon returns to your hand after the attack. 

Augment 2: The attack deals 1 [W| extra damage. 


Retributive Weapon Level 4+ 


Spirits of mighty warriors bound to this weapon become en¬ 
raged when you're attacked , adding their strength to your attack 
to knock an enemy away. 


Lvl 4 

+1 

840 gp 

Lvl 19 

+4 

105,000 gp 

Lvl 9 

+2 

4,200 gp 

Lvl 24 

+5 

525,000 gp 

Lvl 14 

+3 

21,000 gp 

Lvl 29 

+6 

2,625,000 gp 


Weapon: Bow, spear 

Enhancement: Attack rolls and damage rolls 

Critical: +1d8 damage per plus 

Power (Daily): Immediate Reaction. Trigger. An enemy hits 
you with a melee or a close attack. Effect: Make a ranged 
basic attack against the triggering enemy using this 
weapon. This attack doesn’t provoke opportunity attacks. 
On a hit, you also push the target 2 squares. 


Suppression Weapon Level 4+ 


On your command , this weapon creates a shimmering field of 
energy around your foe that contains your enemies' attacks. 


Lvl 4 

+ 1 

840 gp 

Lvl 19 

+4 

105,000 gp 

Lvl 9 

+2 

4,200 gp 

Lvl 24 

+5 

525,000 gp 

Lvl 14 

+3 

21,000 gp 

Lvl 29 

+6 

2,625,000 gp 


Weapon: Any ranged 

Enhancement: Attack rolls and damage rolls 

Critical: + 1d6 damage per plus 

Power (Daily): Free Action. Trigger You hit an enemy with 
a ranged attack using this weapon. Effect: Until the end of 
your next turn, enemies within 3 squares of the enemy 
you hit can’t make ranged or area attacks against crea* 
tures more than 3 squares away from that enemy. 


Thoughtspike Weapon 


As yon strike with this weapon, it fires spikes of mental energy 
into each foe that is focusing its attention on you. 

Lvl 5 +1 1,000 gp Lvl 20 +4 125,000 gp 

LvIlO +2 5,000gp Lvl 25 +5 625,000gp 

Lvl 15 +3 25,000 gp Lvl 30 +6 3,1 25,000 gp 

Weapon: Heavy blade, light blade, spear 
Enhancement: Attack rolls and damage rolls 
Critical: +1 d8 psychic damage per plus 
Power (Daily ♦ Augmentable, Psychic): Free Action. 
Trigger: You hit an enemy with an attack using this 
weapon. Effect: Each enemy marked by you takes psychic 
damage equal to the weapon’s enhancement bonus. 
Augment 2: The psychic damage equals 1 dl 0 + the 
weapon’s enhancement bonus. 


Unraveling Weapon Level 4+ 


Ancient oaths earn'd into this weapon flare with crimson light 
whettyou call on them, overcoming your enemy's protections. 


Lvl 4 

+1 

840 gp 

Lvl 19 

+4 

105,000 gp 

Lvl 9 

+2 

4,200 gp 

Lvl 24 

+5 

525,000 gp 

Lvl 14 

+3 

21,000 gp 

Lvl 29 

+6 

2,625,000 gp 


Weapon: Bow, spear 

Enhancement: Attack rolls and damage rolls 

Critical: +ld8 damage per plus 

Property: Whenever you bloody an enemy with a seeker 
ranged attack using this weapon, you can shift 1 square. 

Power (Daily): Free Action. Trigger You hit an enemy with 
a seeker attack. EjjFcct: The attack ignores the enemy’s 
immunities and resistances. 


Weapon of Shared Wrath Level 2+ 


When you ’re injured, this weapon transfers your wrath to an 
ally, inspiring him or her to attack a foe. 


Lvl 2 

+ 1 

520 

gP 

Lvl 17 

+4 

65,000 gp 

Lvl 7 

+2 

2,600 

gP 

Lvl 22 

+5 

3 2 5,000 gp 

Lvl 12 

+3 

13,000 

gP 

Lvl 27 

+6 

1,625,000 gp 


Weapon: Any melee 

Enhancement: Attack rolls and damage rolls 
Critical: +1 d8 damage per plus 
Power (Daily): Immediate Reaction. Trigger: An enemy 
bloodies you. Effect: One ally within 5 squares of you can 
make a basic attack as a free action. 









Ki Focuses 

A ki focus is an implement that certain classes use 
as a focus for their inner magical energy, known as 
their ki. A ki focus might take the form of a training 
manna 1. a scroll of ancient secrets, or a blunt train¬ 
ing weapon, 1b use a ki focus, you must first attune 
yourself lo it. Some characters study their ki focus 
to attune themselves to it. Others meditate with it or 
wield it as they practice their fighting techniques. 
Once you have attuned yourself to a ki focus, you 
must either wear or hold it to use it as an implement. 

When you attune yourself to a ki focus, you draw 
on magic within it to shape your ki. This attunement 
is temporary, fading away if you attune yourself to a 
different ki focus or if you die. The ki focus that youVe 
attuned to occupies your ki focus item slot. 

To attune yourself to a ki focus, you must have the 
item on your person during a short or an extended rest. 
Whenever you take a rest, you can attune yourself lo a 
ki focus in your possession, but you can be attuned to 
only one ki focus at a time. Also, only one creature at a 
time can be attuned to a particular ki focus. Once you 
attune yourself to a ki focus, no one else can attune to 
it until you are no longer attuned to it. 

If you can use a ki focus as an implement, you 
follow the normal rules lor implement use (see 
'Implement/' page 219). 

Being able to use a ki focus as an implement 
means you can also use it with your weapon attacks. 
You can add its enhancement bonus to the attack rolls 
and the damage rolls of weapon attacks you make 
using a weapon with which you have proficiency. 
However, you must choose to use the enhancement 
bonus, properties, and powers of the ki focus, rather 
than the weapon you're wielding, or vice versa. You 
can't use both when you use a power. 


KI FOCUSES 


Lv! 

Name 

Price (gp) 

1 

Magic ki focus +1 

■■H 360 

2 

Cobra strike kt focus Ell 

520 

2 

Ghost strike ki focus +1 

■■■■■520 

3 

Blazing arc ki focus +1 

680 

3 

Death strike ki focus +1 

■i^^Heso 

3 

Impeding ki focus +1 

680 

3 

Windsoul ki focus +1 

esc | 

4 

Abduction ki focus +1 

840 

4 

Elusive action ki focus El 


4 

Mighty strike ki focus +1 

840 

4 

Quick strike ki focus +1 

^■^■■840 

5 

Blurred strike ki focus +1 

1,000 

6 

Magic ki focus +2 

■■ 1,800 

7 

Cobra strike kt focus El 

2,600 

7 

Ghost strike ki focus e2 

2,600 

8 

Blazing arc ki focus E2 

3,400 

S 

Death strike ki focus +2 

■i^B 3*400 

8 

Impeding ki focus +2 

3,400 


KI FOCUSES coni. 


Lvl 

Name 

Price (gp) I 

8 

Windsoul ki focus +2 

3,400 

HI 

Abduction ki focus +2 

4,200 

9 

Elusive action ki focus +2 

4,200 

9 

Mighty strike ki focus +2 

4,200 

9 

Quick strike ki focus e2 

■■^■4,200 

10 

Blurred strike ki focus +2 

5,000 


Magfc ki focus 

■■■ 9,000 

12 

Cobra strike ki focus +3 

13,000 

12 

Ghost strike ki focus E3 

■■§ 13,000 

13 

Blazing arc ki focus E3 

17,000 

13 

Death strike ki focus +3 

■IB 17,000 

13 

Impeding ki focus E3 

17,000 

13 

Windsoul ki focus +3 

17,000 

14 

Abduction ki focus +3 

21,000 

14 

Elusive action ki focus +3 

21,000 

14 

Mighty strike ki focus e3 

21,000 

14 

Quick strike ki focus e3 

■■■ 21,000 

15 

Blurred strike ki focus +3 

25,000 

16 

Magic ki focus e4 

45,000 

17 

Cobra strike ki focus e4 

65,000 

17 

Ghost strike ki focus e4 

■■1 65,000 

18 

Blazing arc ki focus +4 

85,000 

18 

Death strike ki focus +4 

■■§ 85,000 

18 

Impeding ki focus E4 

85,000 

18 

Windsoul ki focus +4 

■■■ 85,000 

19 

Abduction ki focus E4 

105,000 

19 

Elusive action ki focus E4 

105,000 

19 

Mighty strike ki focus +4 

105,000 

19 

Quick strike ki focus +4 

105,000 

20 

Blurred strike ki focus +4 

125,000 

21 

Magic kl focus e5 

225,000 

22 

Cobra strike ki focus E5 

325,000 

22 

Ghost strike ki focus +5 

325,000 

23 

Blazing arc ki focus E5 

425,000 

23 

Death strike ki focus +5 

425,000 

23 

Impeding ki focus E5 

425,000 

23 

Windsoul ki focus +5 

425,000 

24 

Abduction ki focus +5 

525,000 

24 

Elusive action ki focus +5 

525,000 

24 

Mighty strike ki focus e5 

525,000 

24 

Quick strike ki focus +5 

525,000 

25 

Blurred strike ki focus +5 

625,000 

26 

Magic ki focus +6 

1,125,000 

27 

Cobra strike ki focus +6 

1,625,000 

27 

Ghost strike ki focus +6 

1,625,000 

28 

Blazing arc ki focus EG 

2,125,000 

28 

Death strike ki focus + 6 

2,125,000 

28 

Impeding ki focus +6 

2,125,000 

28 

Windsoul ki focus +6 

2,125,000 

29 

Abduction ki focus +6 

2,625,000 

29 

Elusive action ki focus +6 

2,625,000 

29 

Mighty strike ki focus +6 

2,625,000 

29 

Quick strike ki focus e6 

2,625,000 

30 

Blurred strike ki focus E6 

3/125,000 


MAGIC ITEMS 

















Abduction Ki Focus 


Level 4+ 



Blurred Strike Ki Focus 


Level 5 * 


This focus is a pair of adamantine chains that loop within each 
other. By untangling the loop, you focus your ki upon paths of 
space and time. 


Lvl 4 

+1 

840 gp 

Lvl 19 

+4 

105,000 gp 

Lvl 9 

+ 2 

4,200 gp 

Lvl 24 

+5 

525,000 gp 

Lvl 14 

+3 

21,000 gp 

Lvl 29 

+6 

2,625,000 gp 


Implement (Ki Focus) 

Enhancement: Attack rolls and damage rolls 

Critical: +1 d6 damage per plus 

Property: Whenever you hit an enemy with a melee basic 
attack using this ki focus, you can slide the target 1 square 
as a free action. 

Power (Daily ♦ Teleportation): Free Action. Trigger: You 
hit an enemy with a melee attack using this ki focus. 

Effect: You teleport 5 squares, and you teleport the 
enemy 5 squares to a square adjacent to you. 


Blazing Arc Ki Focus Level 3+ 


When you grasp this white rock and focus on its power by' en¬ 
during the charring heat within it. you mold your ki into a thing 
offire. 


Lvl 3 

+1 

680 gp 

Lvl 18 

+4 

85,000 gp 

Lvl 8 

+2 

3,400 gp 

Lvl 23 

+5 

425,000 gp 

Lvl 13 

+3 

1 7,000 gp 

Lvl 28 

+6 

2,125,000 gp 


Implement (Ki Focus) 

Enhancement: Attack rolls and damage rolls 
Critical: +1 d6 fire damage per plus 
Power (At-Will ♦ Fire): Free Action. Trigger: You make a 
melee attack using this ki focus. Effect The attack deals 
fire damage instead of any other damage type. 


You can master the secret of speed by catching this small me¬ 
chanical fly in your hands. 


Lvl 5 

+1 

1,000 gp 

Lvl 20 

+4 

125,000 gp 

Lvl 10 

+2 

5,000 gp 

Lvl 25 

+5 

625,000 gp 

Lvl 15 

+3 

25,000 gp 

Lvl 30 

+6 

3.12 5,000 gp 


Implement (Ki Focus) 

Enhancement: Attack rolls and damage rolls 
Critical: +1 d8 damage per plus 
Property: You can use your Flurry of Blows power an 
additional time during your turn, but the two uses of that 
power must be triggered by two different attacks that you 
make with this ki focus. 

Power (Daily): Free Action. Trigger: You move at least half 
your speed during this turn. Effect You gain a +2 bonus 
to all defenses until the end of your next turn. 


Cobra Strike Ki Focus Level 2 * 


ihis clay serpent drips with a strange venom. By pressing your 
finger into its fangs, you unlock the serpents mysteries. 


Lvl 2 

+ 1 

520 gp 

Lvl 17 

+4 

65,000 gp 

Lvl 7 

+2 

2,600 gp 

Lvl 22 

+5 

325,000 gp 

Lvl 12 

+3 

13,000 gp 

Lvl 27 

+6 

1,625,000 gp 


Implement (Ki Focus) 

Enhancement: Attack rolls and damage rolls 
Critical: +1 d8 poison damage per plus 
Property: You gain a +2 item bonus to saving throws against 
poison. 

Power (Daily ♦ Poison): Free Action. Trigger. You hit an 
enemy with a melee attack using this ki focus. Effect; The 
enemy also takes ongoing poison damage equal to 2 + 
your Strength or Wisdom modifier (save ends). 

Level 7 2 or 7 7: Ongoing poison damage equal to 5 + your 
Strength or Wisdom modifier (save ends). 

Level 22 or 27: Ongoing poison damage equal to 10 + 
your Strength or Wisdom modifier (save ends). 


Death Strike Ki Focus Level 3 * 


This small wooden box contains gray soil. As you work the soil 
into your hands, you focus your ki on matters of the grave. 


Lvl 3 

+1 

680 gp 

Lvl 18 

+4 

85,000 

gP 

Lvl 8 

+2 

3,400 gp 

Lvl 23 

+5 

425,000 

gP 

Lvl 13 

+3 

1 7,000 gp 

Lvl 28 

+6 

2,125,000 

gP 


Implement (Ki Focus) 

Enhancement: Attack rolls and damage rolls 
Critical: +1 d8 necrotic damage per plus 
Power (At-Will ♦ Necrotic): Free Action. Trigger. You 
make a melee attack using this ki focus. Effect The attack 
deals necrotic damage instead of any other damage type. 



WAYNE LNOIANO 











Elusive Action Ki Focus 


Level 4 *■ 



Mighty Strike Ki Focus 


Level 4 * 


As you practice with this blunt short sword* you mystically learn 
new defensive techniques. 


Lvl 4 

+ 1 

840 gp 

Lvl 19 

+4 

105,000 gp 

Lvl 9 

+2 

4,200 gp 

Lvl 24 

+5 

525,000 gp 

Lvl 14 

+3 

21,000 gp 

Lvl 29 

+6 

2,625,000 gp 


Implement (Ki Focus) 

Enhancement; Attack rolls and damage rolls 

Critical: +1 d8 damage per plus 

Property: You gain a bonus to AC against opportunity 
attacks. 

Power (Encounter): Free Action. Trigger: An enemy hits 
you with an opportunity attack, EjQfect: You use your 
Flurry of Blows power, even if you have already used it 
during this round* 


This Jcnrhrr bn# contains a metal plate inscribed with runes* 
You focus your ki and strike at the plate, shattering it to pieces 
that turn to smoke. The plate then reappears in the baq. 


Lvl 4 

+ 1 

840 gp 

Lvl 19 

+4 

105,000 gp 

Lvl 9 

+2 

4,200 gp 

Lvl 24 

+5 

525,000 gp 

Lvl 14 

*3 

21.000 gp 

Lvl 29 

+6 

2,625,000 gp 


Implement (Ki Focus) 

Enhancement: Attack rolls and damage rolls 

Critical: +1 d8 damage per pius 

Property: Your Flurry of Blows power deals 1 extra damage 
when it is triggered by an attack using this ki focus. 

Power (Daily): Free Action. Trigger You hit an enemy with 
a melee attack using this ki focus. Effect: Until the end of 
your next turn, you ignore the enemy's immunities and 
resistances. 


Ghost Strike Ki Focus Level 2 t 


This white orb seems little more than o worthless bauble, but 
when you focus on if. van see paths where the dead walk. 


Quick Strike Ki Focus level 4 ■ 


This forip rope tods around your hands and feet, teaching you to 


Lvl 2 

+ 1 

520 gp 

Lvl 17 

+4 

6 5,000 gp 

Lvl 7 

+ 2 

2,600 gp 

Lvl 22 

+5 

3 2 5,000 gp 

Lvl 12 

+3 

13,000 gp 

Lvl 27 

+6 

1,625,000 gp 


Implement (Ki Focus) 

Enhancement: Attack rolls and damage rolls 
Critical: +1d6 damage per plus 

Property: Whenever you make a melee attack against an 
insubstantial creature granting combat advantage to you, 
the attack ignores the insubstantial quality. 


Impeding Ki Focus _ level 3+ 


strike with foot and hand as one* 


Lvl 4 

+ 1 

840 gp 

Lvl 19 

+4 

105,000 gp 

Lvl 9 

+2 

4.200 gp 

Lvl 24 

+5 

525,000 gp 

Lvl 14 

+3 

21,000 gp 

Lvl 29 

+6 

2,625,000 gp 


Implement (Ki Focus) 

Enhancement: Attack rolls and damage rolls 

Critical: + 1d6 damage per plus, and you shift 1 square per 
plus 

Power (Daily): Free Action. Trigger. You damage an enemy 
with your Flurry of Blows power, EJffert: You make a me¬ 
lee basic attack against that enemy. 


This jade figurine serves os a convenient target dummy al 
Jawing you to focus your ki on making the most of a foes 
vulnerabilities. 

Lvl 3 +1 680 gp LvJ 18 +4 85,000 gp 

Lvl 8 +7 3,400 gp Lvl 23 +5 425,G00gp 

Lvl 13 +3 17,000 gp Lvl 28 +6 2,125,000 gp 

Implement (Ki Focus) 

Enhancement: Attack rolls and damage rolls 
Critical: -tl d6 damage per plus 

Property: You gain a +2 bonus to damage rolls using this 
ki focus with melee attacks against dared or stunned 
enemies. 

Level 13 or 18: +4 bonus to damage rolls. 

Level 23 or 28: +6 bonus to damage rolls. 

Power (Encounter): Free Action, Trigger You use your 
Flurry of Blows power. Effect During this turn, each 
bloodied enemy you damage with your Flurry of Blows 
power cannot regain hit points until the end of your 
next turn. 


Windsoul Ki Focus 1 eve 


This leather ha# contains a duttdnrg vortex of wind, which 
t eii rh es yo ails sec rets. 


Lvl 3 

+1 

680 gp 

Lvl 18 

+4 

85,000 gp 

Lvl 8 

+2 

3 f 4G0 gp 

Ivf 23 

+5 

425,000 gp 

Lvl 13 

+3 

17,000 gp 

Lvl 28 

+6 

2,1 25,000 gp 


Implement (Ki Focus) 

Enhancement: Attack rolls and damage rolls 
Critical: +1d6 damage per plus, and you push the target 1 
square per plus 

Property: While flying, you gain a +1 bonus to damage rolls 
with melee attacks using this ki focus. 

Power (Dally): Free Action, Trigger. You hit an enemy with 
a melee attack using this ki focus, Ejjett: You also push 
the enemy a number of squares equal to the ki focus's 
enhancement bonus. 


Magic KJ Focus Level H 


t his ancient scroll loots as if if is about to mnnbfc to dust, but 
the niat/ic within its text keeps its form intact. By studying the 
writings, )xm focus your ki into a potent weapon. 


Lvl 1 

+ 1 

360 gp 

Lvl 16 

+4 

45,000 gp 

Lvl 6 

+ 2 

1,800 gp 

Lvl 21 

+5 

2 2 5,000 gp 

Lvl 11 

+3 

9,000 gp 

Lvl 26 

+6 

1,1 25,000 gp 


Implement (Ki Focus) 

Enhancement: Attack rolls and damage rolls 
Critical:+1d6 dapnage per plus 













Orbs 

Although orbs arc a favored implement for users of 
arcane power, some psionic characters can also use 
these magical spheres. Many orbs are characterized 
by their ability to manipulate creatures. 

If you can use an orb as an implement, you follow 
the normal rules for implement use (see "Implement," 
page 219), Otherwise, you gain no benefit from an orb. 


ORBS 


Lvl 

Name 

Price (gp) 

3 

Orb of frustrated recovery 41 

680 

3 

Orb of mental constitution +1 

680 

3 

Orb of nimble thoughts +1 

^BH 680 

3 

Orb of psychic conversion +1 

680 

4 

Orb of psionic recovery +1 

^^B 840 

4 

Orb of the canny liar +1 

840 

4 

Orb of the deft negotiator +1 

^^B 840 

4 

Orb of the furtive mind +1 

840 

4 

Orb of the menacing impulse +1 

840 

4 

Orb of the peerless artist +1 

840 

4 

Orb of the sympathetic eye +1 

BB 840 

4 

Orb of unstoppable decline +1 

840 

5 

Orb of life conversion +1 

^B 1,000 

5 

Orb of unfailing concentration +1 

1,000 

8 

Orb of frustrated recovery 42 

Bi 3,400 

8 

Orb of mental constitution 42 

3,400 

8 

Orb of nimble thoughts 42 

^B 3,400 

8 

Orb of psychic conversion +2 

3,400 

9 

Orb of psionic recovery 42 

^B 4,200 

9 

Orb of the canny liar 42 

4,200 

9 

Orb of the deft negotiator +2 

4,200 

9 

Orb of the furtive mind +2 

4,200 

9 

Orb of the menacing impulse 42 

4,200 

9 

Orb of the peerless artist 42 

4,200 

9 

Orb of the sympathetic eye 42 

Bi 4,200 

9 

Orb of unstoppable decline 42 

4,200 

10 

Orb of life conversion +2 

5,000 

10 

Orb of unfailing concentration +2 

S,000 

13 

Orb of frustrated recovery 43 

^B 17*000 

13 

Orb of mental constitution +3 

17,000 

13 

Orb of nimble thoughts +3 

B 17,000 

13 

Orb of psychic conversion 43 

17,000 

14 

Orb of psionic recovery +3 

BV 1,000 

14 

Orb of the canny liar 43 

21,000 

14 

Orb of the deft negotiator +3 

^Bzi.ooo 

14 

Orb of the furtive mind +3 

21,000 

14 

Orb of the menacing impulse +3 

■B2 1,000 

14 

Orb of the peerless artist +3 

21,000 

14 

Orb of the sympathetic eye 43 

21,000 

14 

Orb of unstoppable decline 43 

21,000 

15 

Orb of life conversion f3 

^B25,000 

15 

Orb of unfailing concentration 43 

25,000 

IS 

Orb of frustrated recovery 44 

85,000 

18 

Orb of mental constitution 44 

85,000 

18 

Orb of nimble thoughts 44 

85,000 
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ORBS cont. 

Lvl 

Name 

Price (gpl 

19 

Orb of psionic recovery +4 

105,000 

19 

Orb of the canny liar +4 

105,000 

19 

Orb of the deft negotiator +4 

105,000 

19 

Orb of the furtive mind +4 

105,000 

19 

Orb of the menacing impulse +4 

105,000 

19 

Orb of the peerless artist +4 

105,000 

« 

Orb of the sympathetic eye +4 

105,000 

19 

Orb of unstoppable decline +4 

105,000 

20 

Orb of life conversion +4 

125,000 

20 

Orb of unfailing concentration +4 

125,000 

23 

Orb of frustrated recovery +5 

425,000 

23 

Orb of mental constitution +5 

425,000 

23 

Orb of nimble thoughts +S 

425,000 

23 

Orb of psychic conversion +5 

425,000 

24 

Orb of psionic recovery +5 

525,000 

24 

Orb of the canny liar +5 

525,000 

24 

Orb of the deft negotiator +5 

525,000 

24 

Orb of the furtive mind +5 

525,000 

24 

Orb of the menacing impulse +5 

525,000 

24 

Orb of the peerless artist +5 

525,000 

24 

Orb of the sympathetic eye +5 

525,000 

24 

Orb of unstoppable decline +5 

525,000 

25 

Orb of life conversion +5 

625,000 

25 

Orb of unfailing concentration +5 

625,000 

28 

Orb of frustrated recovery +6 

2,125,000 

28 

Orb of mental constitution +6 

2,125,000 

28 

Orb of nimble thoughts +6 

2,125,000 

28 

Orb of psychic conversion +6 

2,125,000 

29 

Orb of psionic recovery +6 

2,625,000 

29 

Orb of the canny liar +6 

2,625,000 

29 

Orb of the deft negotiator +6 

2,625,000 

29 

Orb of the furtive mind +6 

2,625,000 

29 

Orb of the menacing impulse +6 

2,625,000 

29 

Orb of the peerless artist +6 

2,625,000 

29 

Orb of the sympathetic eye +6 

2,625,000 

29 

Orb of unstoppable decline +6 

2,625,000 

30 

Orb of life conversion +6 

3,125,000 

30 

Orb of unfailing concentration +6 

3,125,000 


Orb of Frustrated Recovery Level 3+ 


This scarlet sphere shines with an inner when you use it W 
frustrate \vur enemy's attempts to recover from yvur at tact, 

Ivl 3 +1 680 gp Lvl 18 +4 85,000 gp 

Lvl 8 +2 3,400 gp Lvl 23 45 425,000 gp 

Lvl 13 43 17,000 gp Lvl 28 46 2,1 25,000 gp 

Implement (Orb) 

Enhancement: Attack rolls and damage rolls 
Critical: 4ld6 damage per plus 

Power (Daily); Free Action. Trigger, An enemy within 5 
squares of you saves against ongoing damage. Effect The 
triggering enemy instead fails the saving throw. 
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Orb of Mental Constitution 


Level 3^ 




of Life Conversion 




This Mad? orfrjmls on you r life force instead of your psionic 
reserves to augment your powers. 


Lvl 5 

+1 

1.000 gp 

Lvl 20 

+4 

125,000 gp 

Lvl 10 

+2 

5,000 gp 

Lvl 2 5 

+5 

625,000 gp 

Lvl 1 5 

+3 

25.000 gp 

Lvl 30 

+6 

3/1 25 t O0O gp 


Implement (Orb) 

Enhancement Attack rolls and damage rolls 
Critical: + ld8 necrotic damage per plus 
Power (Encounter): Free Action, Trigger. You use a pslonic 
power through this orb. Ejject You tose a healingsurge 
instead of spending power points to augment the power. 
The augmentation can cost no more than 2 power points. 
Level15 or 20: No more than 4 power points. 

Level 25 or 30: No more than 6 power points. 


This rough brown stone reinforces your hardiness with voter 
mental toughness. 


Lvl 3 

+1 680 gp 

Lvl 18 

+4 

85,000 gp 

Lvl S 

+2 3,400 gp 

Lvl 23 


425,000 gp 

Lvl 1 3 

+3 1 7,000 gp 

Lvl 28 

+6 

2,12 5,000 gp 

Implement (Orb) 



Enhancement: Attack rolls and damage 

rolls 



Critical: +1 d6 psychic damage per plus 
Property: You gain a +5 item bonus to Endurance checks. 
Power (Encounter ♦ Augmentable); Immediate Interrupt. 
Trigger; An enemy attack targets your AC or Fortitude, 
Effect: The attack instead targets your Will, 

Augment 1; You gain a +4 bonus to Will until the end of 
your next turn. 


Orb of Nimble Thoughts Level 3 


This scarlet crystal lets you move across the battic/Md at the 
speed oj thought to avoid your foes’ attacks. 


Lvl 3 

+ 1 

680 gp 

Lvl 18 

+4 

85,000 

gP 

Lvl 8 

+2 

3,400 gp 

Lvl 23 

+5 

425,000 

gP 

Lvl 13 

+3 

17,000 gp 

Lvf 28 

+6 

2,125,000 

gP 


Implement (Orb) 

Enhancement: Attack rolls and damage rolls 
Critical: +1 d6 psychic damage per plus 
Property: You gain an item bonus to initiative checks equal 
to yo u r I n te 11 ige nee m od i Fie r. 

Power (Encounter ♦ Augmentable): Move Action. You shift 
a number of squares equal to your Intelligence modifier. 
Augment 1: You regain the use of this power. 


Orb of Psionic Recovery 


Lewi 4 • 


This pint sphere absorbs lingering psionic energy and harnesses 

it for your use. 


Lvl 4 

+ 1 

840 gp 

Lvl 19 

+4 

105,000 gp 

Lvl 9 

+2 

4,200 gp 

Lvl 24 

+5 

525,000 gp 

Lvl 14 

+3 

21,000 gp 

Lvl 29 

+6 

2,625,000 gp 


Implement (Orb) 

Enhancement: Attack rolls and damage rolls 
Critical: + 1d6 damage per plus 

Power (Daily): Immediate Reaction. Trigger: An ally within 
5 squares of you misses with an augmented psionic 
attack power. Effect: You regain 2 power points. 

Level 14 or 1 9: Regain 4 power points. 

Level 24 or 29: Regain 6 power points. 


Orb of Psychic Conversion Level 3* 


1 his cl ear cry sta 1 orb ir n hi tesyoitr t \tn icks wt f \\ psychic energy 
and channels die pain of psychic damage you lake, sending if fa 
your enemies. 


Lvl 3 

+ 1 

680 gp 

Lvl 18 

+4 

85,000 gp 

Lvl 8 

+2 

3*400 gp 

Lvl 23 

+5 

425,000 gp 

Lvl 1 3 

+3 

1 7,000 gp 

Lvl 28 

+6 

2/1 25,000 gp 


Implement (Orb) 

Enhancement* Attack rolls and damage rolls 
Critical: +1 d6 psychic damage per plus 
Power (Encounter ♦ Psychic): Free Action. Trigger: You 
make an attack using this orb. Effect: The attack deals 
psychic damage Instead of any other damage type. 

Power (Daily ♦ Psychic): Immediate Reaction. Trigger You 
take psychic damage from an attack. Ejffect: Each enemy 
that is affected by one of your effects that a save can end 
takes 5 psychic damage. 



CHAPTER 3 [ Character O p t i on s 


MAGIC ITEMS 














Orb of the Canny Liar 


Level 4- 


Hits smoky#ray orb enhances your ability to bluff, rmikm# your 
foe more vulnerable to sudden ciftacfel 


Lvl 4 

+ 1 

840 gp 

Lvl 19 

+4 

105,000 gp 

Lvl 9 

+2 

4,200 gp 

Lvl 24 

+ 5 

525,000 gp 

Lvl 14 

+3 

21,000 gp 

Lvl 29 

-s-6 

2,625,000 gp 


Implement (Orb) 

Enhancement; Attack rolls and damage rolls 
Critical: +1 d6 psychic damage per plus 
Property: You gain an item bonus to Bluff checks equal to 
the orb's enhancement bonus. 

Power (Daily 4- Augmen table): Free Action. Trigger. You 
hit an enemy with an attack using this orb. Effect: The 
enemy grants combat advantage until the end of your 
next turn. 

Augment 2: The enemy is also dazed until the end of 
your next turn. 


Orb of the Deft Negotiator Level 4 - 


This pule white stone eimtsfeclings of calm and goodwill, rmit- 
i ft# your enemies vvi/lm# to attack those you choose. 


Lvl 4 

+ 1 

840 gp 

Lvl 19 

+ 4 

105,000 gp 

Lvl 9 

+2 

4*200 gp 

Lvl 24 

+5 

525,000 gp 

Lvl 14 

+3 

21,000 gp 

Lvl 29 

+6 

2,625,000 gp 


implement (Orb) 

Enhancement: Attack rolls and damage rolls 
Critical: + 1d6 psychic damage per plus 
Property: You gain an item bonus to Diplomacy checks 
equal to the orb s enhancement bonus. 

Power (Daily “f Augmentable, Charm): Free Action. 
Trigger: You hit an enemy with an attack using this orb. 
Ejffect: The enemy makes a melee basic attack as a free 
action against a creature of your choice that is adjacent 
to it. 

Augment 2: The enemy gains a power bonus to the 
attack roll equal to your Wisdom modifier. 


Orb of the Furtive Mind Level 4 4 - 


You am use fins Mark crystal fa conceal yourself after an attack. 


Lvl 4 

+ 1 

840 gp 

Lvl 19 

+4 

105,000 gp 

Lvl 9 

+2 

4,200 gp 

Lvl 24 

+5 

525,000 gp 

Lvl 14 

+ 3 

21,000 gp 

Lvl 29 

+6 

2,625,000 gp 


Implement (Orb) 

Enhancement: Attack roils and damage rolls 
Critical: +1 d6 psychic damage per plus 
Property: You gain an item bonus to Stealth checks equal to 
the orb's enhancement bonus. 

Power (Daily ♦ Augmentable, Illusion): Free Action, 

Trigger; You hit an enemy with an attack using this orb, 
Effect: You am invisible to the enemy until the end of 
your next turn. 

Augment 1: You are invisible to all enemies until the end 
of your next turn. 



Character Options 



Orb of the Menacing Impulse Level 4+ 


This red slam? f rurisuii rs feel f i igs of u neas i i less to you r enei tty, 
forcing ii to flee from you. 


Lvl 4 

+ 1 

840 gp 

Lvl 19 

+4 

TO 5,000 gp 

Lvl 9 

+ 2 

4.200 gp 

Lvl 24 

+5 

52 5,000 gp 

Lvl 14 

+3 

21,000 gp 

Lvl 29 

+6 

2 T 62 5,000 gp 


Implement (Orb) 

Enhancement: Attack rolls and damage rolls 
Critical: +1 d6 psychic damage per plus 
Property: You gain an item bonus to Insight checks equal to 
the orb's enhancement bonus. 

Power (Daily ♦ Fear): Free Action, Trigger You hit an 
enemy with an attack using this orb. Eject: The enemy 
moves its speed away from you as a free action. 


Orb of the Peerless Artist Level 4 


This Milestone lets you shape psiomc magic as you wish. 


Lvl 4 

+1 

840 gp 

Lvl 19 

+4 

105,000 gp 

Lvl 9 

+ 2 

4.200 gp 

Lvl 24 

+5 

5 2 5,000 gp 

Lvl 14 

+3 

21,000 gp 

Lvl 29 

+6 

2,6 2 5,000 gp 


Implement (Orb) 

Enhancement: Attack rolls and damage rolls 
Critical: + 1d6 psychic damage per plus 
Property: You gain an item bonus to Insight checks equal to 
the orb's enhancement bonus. 

Power (Encounter ♦ Augmentable): Free Action, Trigger; 
You make an area or a close attack with a psionic power 
using this orb. Effect; You can exclude a number of 
squares From the attack’s blast or burst equal to your 
Wisdom modifier. 

Augment 2 (Psychic): On a hit. a target takes 2 extra 
psychic damage For each square excluded. 


ujvj.Vi \ i 









Orb of the Sympathetic Eye Level 4+ 


/bis cits fill orb, which changes color to fir die moods oj those 
around ynu. lets vou transmit your enemy's puin to another Joe. 


Lvl 4 

+ 1 

840 

&P 

Lvl 19 

+4 

105,000 gp 

LvI 9 

+2 

4,200 

gR 

Lvl 24 

+ 5 

525,000 gp 

Lvl 14 

+ 3 

21,000 

gp 

Lvl 29 

+6 

2,625,000 gp 


Implement (Orb) 

Enhancement: Attack rolls and damage rolls 
Critical: 41 d6 psychic damage per plus 
Property: You gain an item bonus to Insight checks equal to 
the orb's enhancement bonus. 

Power (Daily 4 Psychic): Free Action. Trigger You hit an 
t nemy with an attack using this orb. Effect: A creature 
that is both adjacent to that enemy and not included as 
a targt i of your attack takes psychic damage equal to the 
damage you dealt to the enemy. 


Orb of Unfailing Concentration Level 5 


fit is * mi I o r b h dps you ma i n la in yo u r ton ce n t ra f tor:, a bso r bin# 
imy pstonfc energy rfuil escapes when your focus is broken. 


Lvl 5 

+1 

1,000 gp 

Lvl 20 

+ 4 

1 25.000 gp 

Lvf 10 

+ 2 

5,000 gp 

Lvl 25 

+5 

625.000 gp 

Lvl 15 

+3 

25,000 gp 

Lvl 30 

+6 

3.125,000 gp 


Implement (Orb) 

Enhancement: Attack rolls and damage rolls 
Critical: +1d8 damage per plus 

Power (Encounter): Free Action, Trigger You miss with an 
augmented attack power using this orb. Effect You regain 
the power points you spent to augment the power. 


Orb of Unstoppable Decline _ Level 4*- 


You cun use this purple crystal sphere to capture your foe's ini- 
d t qc curd subject if to a psychic assault when it unsuccessfully 
trios to shrug ojf harmful effects. 


LvM 

+ 1 

840 gp 

Lvl 19 

44 

105,000 gp 

Lvl 9 

+2 

4,200 gp 

Lvl 24 

+5 

5 25,000 gp 

Lvl 14 

+3 

21,000 gp 

Lvl 29 

46 

2,625,000 gp 


Implement (Orb) 

Enhancement: Attack rolls and damage rolls 
Critical: + 1d8 psychic damage per plus 
Power (Daily 4- Psychic): Free Action. Trigger. You hit an 
enemy with a psychic attack using this orb* Effect Until 
the end of the encounter, whenever the enemy fails a 
saving throw, it takes psychic damage equal to the orb's 
enhancement bonus. 

Augment 2: The psychic damage equals Id 10 4 this 
orb s enhancement bonus. 


Staffs 

A number of classes* including the psion, use staffs as 
implements. Often made of wood, staffs can also be 
crafted from metal and other materials. Many staffs 
are set with gems or crystals to focus magical energy 
from various sources* 

If you can use a staff as an implement, you lollow 
the normal rules for implement use (see “Implement," 
page 219), 

You can use melee weapon powers through a staff. 
When you do so* the staff functions as a magic quar- 
terstaff (see 'Weapon,” page 219)* 


STAFFS 


Lvl 

Name 

Price (gp) 

2 

Aversion staff +1 

520 

2 

Staff of insightful detection +1 

520 

B 

Staff of the discerning watcher +1 

HI 520 

m 

Staff of tongues +1 

520 

B 

Staff of unfailing talent +1 

^Bi 520 

HI 

Staff of the evader 41 

680 

Hi 

Staff of the impregnable mind 41 

BHi 680 

■ 

Staff of forceful rebuking 41 

840 

B 

Staff of psychic knives +1 

840 

HI 

Staff of the adaptable mind 41 

840 

B 

Staff of the temporal juggler 41 

840 

B 

Staff of the third eye +1 

840 

B 

Harvester's staff +1 

BBh * 000 

5 

Staff of ps re raft +1 

1,000 

B 

Staff of the renewing source 41 

1,000 

B 

Staff of the traveler +1 

1,000 

Bi 

Aversion staff 42 

BBuoo 

7 

Staff of insightful detection 42 

2,600 

Hi 

Staff of the discerning watcher 42 

2,600 

Hi 

Staff of tongues 42 

2,600 

Hi 

Staff of unfailing talent 42 

BHfc’600 

8 

Staff of the evader +2 

3,400 

8 

Staff of the impregnable mind 42 

IB 3,400 

9 

Staff of forceful rebuking 42 

4,200 

9 

Staff of psychic knives +2 

4,200 

B 

Staff of the adaptable mind 42 

4,200 

9 

Staff of the temporal juggler 42 

4,200 

9 

Staff of the third eye 42 

4,200 

10 

Harvester's staff 42 

5,000 

10 

Staff of psicraft 42 flHV 

5,000 

10 

Staff of the renewing source +2 

5,000 

10 

Staff of the traveler 42 

5,000 

12 

Aversion staff +3 

13,000 

12 

Staff of insightful detection 43 

13,000 

12 

Staff of the discerning watcher 43 

13,000 

12 

Staff of tongues +3 

13,000 

12 

Staff of unfailing talent +3 

13,000 

13 

Staff of the evader 43 

17,000 

13 

Staff of the impregnable mind +3 

17,000 

14 

Staff of forceful rebuking 43 

21,000 

14 

Staff of psychic knives 43 

21,000 

14 

Staff of the adaptable mind 43 

21,000 
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STAFFS co nt. 


I Lvl 

Name 

Price (gpl 

|14 

Staff of the temporal juggler +3 

21,000 

14 

Staff of the third eye +3 

21,000 

15 

Harvester’s staff +3 

25,000 

15 

Staff of psicraft +3 

25,000 

15 

Staff of the renewing source +3 

25,000 

15 

Staff of the traveler +3 

25,000 

17 

Aversion staff +4 

65,000 

17 

Staff of insightful detection +4 

65,000 

17 

Staff of the discerning watcher +4 

65,000 

17 

Staff of tongues +4 

65,000 

17 

Staff of unfailing talent +4 

65,000 

18 

Staff of the evader +4 

85,000 

18 

Staff of the impregnable mind +4 

85,000 

19 

Staff of forceful rebuking +4 

105,000 

|l9 

Staff of psychic knives +4 

105,000 

19 

Staff of the adaptable mind +4 

105,000 

19 

Staff of the te mporal juggler +4 

105,000 

19 

Staff of the third eye +-4 

105,000 

20 

Harvester’s staff +4 

125,000 

20 

Staff of psicraft -s-4 

125,000 

20 

Staff of the renewing source +4 

125,000 

20 

Staff of the traveler +4 

125,000 

22 

Aversion staff +5 

325,000 

22 

Staff of insightful detection +5 

325,000 

22 

Staff of the discerning watcher +5 

325,000 

22 

Staff of tongues +5 

325,000 

22 

Staff of unfailing talent +5 

325,000 

23 

Staff of the evader +5 

425,000 

23 

Staff of the impregnable mind +5 

425,000 

24 

Staff of forceful rebuking +5 

525,000 

24 

Staff of psychic knives +5 

525,000 

24 

Staff of the adaptable mind +5 

525,000 

24 

Staff of the temporal juggler +5 

525,000 

24 

Staff of the third eye +5 

525,000 

25 

Harvester’s staff +5 

625,000 

25 

Staff of psicraft +5 

625,000 

25 

Staff of the renewing source +5 

625,000 

25 

Staff of the traveler +5 

625,000 

27 

Aversion staff + 6 

1,625,000 

27 

Staff of insightful detection -1-6 

1,625,000 

27 

Staff of the discerning watcher +6 

1,625,000 

27 

Staff of tongues +6 

1,625,000 

27 

Staff of unfailing talent +6 

1,625,000 

28 

Staff of the evader +6 

2,125,000 

28 

Staff of the impregnable mind +6 

2,125,000 

29 

Staff of forceful rebuking +6 

2,625,000 

29 

Staff of psychic knives +6 

2,625,000 

29 

Staff of the adaptable mind +6 

2,625,000 

29 

Staff of the temporal juggler ^6 

2,625,000 

29 

Staff of the third eye +6 

2,625,000 

30 

Harvester's staff +6 

3,125,000 

30 

Staff of psicraft +6 

3,125,000 

30 

Staff of the re newing source +6 

3,125,000 

30 

Staff of the traveler +6 

3,125,000 


Aversion Staff Level 2+ 


While you wield this staff, any Joe ajjlicted by jimir powers is 
rWui f.J rif to attackypu. 

Lvl 2 +1 520 gp LvM 7 +4 65,000 gp 

Lvl7 +2 2,600 gp Lvl 22 +5 32S,OOOgp 

Lvl 1 2 +3 1 3,000 gp Lvl 27 +6 1.625,000 gp 

Implement (Staff) 

Enhancement: Attack rolls and damage rolls 
Critical; +1d8 damage per plus 

Property: You gain a +2 bonus to all defenses against attacks 
from enemies that are subject to effects caused by you. 


Harvester's Staff Level 5 


This bone staff converts the life energy ofyour rt>Mirad<?5 into 
psiomc energy 

Lvl 5 +1 1,000 gp Lvl 20 -4 125,000 gp 

Lvl 10 +2 5 t 000 gp Lvl 25 +5 625,000 gp 

Lvl 15 +3 25,000 gp Lvt 30 +6 3,125,000 gp 

Implement (Staff) 

Enhancement: Attack rolls and damage roils 
Critical: +1 dl 0 necrotic damage per plus 
Property: You gain a +3 item bonus to Intimidate checks. 
Power (Daily): Standard Action. One ally adjacent to you 
loses a healing surge, and you regain 2 power points. 

Level 15 or 20: Regain 4 power points. 

Level 25 or 30: Regain 6 power points. 


Staff of Forceful Rebuking Level -1 


Your Joes cant resist die power of this crysta /cupped staff when 
yaufo n r blv 1 1 1 ove them, 

Lvl 4 +1 840 gp Lvl 19 +4 105,000 gp 

Lvl 9 +2 4,200 gp Lvl 24 +5 525,OOOgp 

Lvl 14 +3 21,000gp Lvl 29 +6 2,625,000gp 

Implement (Staff) 

Enhancement; Attack rolls and damage rolls 
Critical: + 1d8 force damage pet plus 
Property: When you pull or push a creature with a power 
using this staff, the forced movement increases by 1 square. 
Power (Daily): Free Action. Tri^er: You hit an enemy with a 
force attack using this staff. EJffetl: The enemy falls prone. 


Staff of Insightful Detection Level 2 


Armed with lids rMfcatr stajj'.yoit can intuit secrets and per¬ 
ceive those vv/ie wish to remain hidden. 

Lvl 2 +1 520 gp Lvl 17 +4 65,000 gp 

Lvl 7 +2 2,600gp Lvl 22 +5 325,000gp 

Lvl 12 +3 1 3,000 gp Lvl 27 +6 1,625,000 gp 

Implement (Staff) 

Enhancement: Attack rolls and damage rolls 
Critical; +1 d6 damage per plus 
Property: You gain a +1 item bonus to Insight checks. 
levef ! 2 or 17: +2 item bonus. 

Levri 22 or 27: +3 item bonus. 

Power (Encounter): Minor Action. Until the end of your 
next turn, enemies don't benefit from concealment or 
total concealment against your attacks. 

Sustain Minor; The effect persists if you spend 1 power 
point. 









5 AM WOOD 


Staff of Psicraft 


Level 5 +■ 


This crystal >taff shapes psIonif energy and reveals arcane se 
er t 'f>, By dimmelii^ energy into the staff, you am recover ycuir 
ohm ejypemfed pstonic energy* 


Lvl 5 

+ 1 

1.000 gp 

Lvl 20 

+4 

125.000 gp 

Lvl 10 

+ 2 

s.000 gp 

Lvl 25 

+5 

625,000 gp 

Lvl IS 

+3 

25.000 gp 

Lvl 30 

+6 

3,1 25,000 gp 


Implement (Staff) 

Enhancement: Attack rolls and damage rolls 
Critical: +1d8 damage per plus 
Property: You gain a +1 item bonus to Arcana checks. 
Level 7 5 or 20; +2 item bonus. 

Level 25 or 30: +3 item bonus* 


Power (Daily 4 Augment able): Free Action. Trigger: You 
make a psionfc area or close attack using this staff. Eject; 
The size of the attack's blast or burst increases by 1. 
Augment 2: You regain the use of this power* 


Staff of Psychic Knives Level 4 + 


This light mend staff lets you form a mental link to your foe. 
Through tins connection* you can disorient the foe by sending 
jolts of pain into trs mind. 


Lvl 4 

+1 

840 gp 

Lvl 19 

+4 

105,000 gp 

Lvt 9 

+2 

4.200 gp 

Lvl 24 

+5 

525,000 gp 

Lvl 14 

+3 

21,000 gp 

Lvl 29 

+6 

2,62 5,000 gp 


Implement (Staff) 

Enhancement: Attack rolls and damage rolls 
Critical: +ld6 psychic damage per plus 
Property: You gain a +1 item bonus to Intimidate checks. 
Level 14 or 79: +2 item bonus* 

Level 74 or 29. +3 item bonus. 

Power (Daily 4 Fear): Free Action. Trigger; You hit an 
enemy with a pstonic attack using this staff. Eject: You 
slide the enemy 1 square. Until the end of your next turn* 
whenever the enemy takes damage from an attack, you 
can slide it 1 square as a free action. 


Staff of the Adaptable Mind Level 4+ 


This staff lets your body move at the inslantyou perceive a 
threat, allowing yon and your friends to avoid harm. 


Lvl 4 

+ 1 

840 gp 

Lvl 19 

+4 

105.000 gp 

Lvl 9 

+2 

4*200 gp 

Lvl 24 

+5 

525,000 gp 

Lvl 14 

+3 

21.000 gp 

Lvl 29 

+6 

2,625,000 gp 


Implement (Staff) 

Enhancement: Attack rolls and damage rolls 
Critical: -f-ldS damage per plus 

Property: You gain a +1 item bonus to Perception checks. 
Level 14 or 79: +2 Item bonus. 

Lewi 24 or 29; +3 item bonus. 

Power (Daily 4 Augmentable): Immediate Interrupt. 
Trigger: An enemy hits you. Eject: You gain resistance to 
all damage equal to 5 + the staff ’s enhancement bonus 
until the start of your next turn. 

Augment 1: Each ally adjacent to you also gains the 
resistance until the start of your next turn* 



Staff of the Discerning Watcher Level 2 + 


Tlirs crystalline staff focuses your senses to help you perceive 
your surroundings better. 


Lvl 2 

+ 1 

520 gp 

Lvl 17 

+4 

65,000 gp 

Lvl 7 

+ 2 

2,600 gp 

Lvl 22 

+5 

325,000 gp 

Lvl 12 

+3 

13,000 gp 

Lvl 27 

+6 

1,625,000 gp 


Implement (Staff) 

Enhancement Attack rolls and damage rolls 
Critical: +1 d8 damage per plus 

Power (Daily): Free Action. Trigger. You roll initiative* Eject; 
You and each ally within 5 squares of you can take 1 0 on 
the initiative check. 


Staff of the Evader Level 3 + 


This green wooden staff ensures rhtarypii can slip out oj harm’s 
way when you Ye fie id hi place* 


Lvl 3 

+ 1 

680 gp 

Lvl 18 

+4 

85,000 

SP 

Lvl 8 

+2 

3,400 gp 

Lvl 23 

+5 

425,000 

gP 

Lvl 13 

+3 

17,000 gp 

Lvl 28 

+6 

2,125,000 

gP 


Implement (Staff) 

Enhancement: Attack rolls and damage rolls 
Critical: + ld6 damage per plus 

Property: You gain a + 2 item bonus to saving throws against 
being immobilized or slowed* 

Power (Daily 4 Teleportation): Immediate Reaction. 

Trigger. You are immobilized by an attack. Eject; The 
effect that immobilized you ends, and you teleport 5 
squares. 
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Staff of the Impregnable Mind Level 3 + 


This adamantine staff protects you from mental attacks, By 
channeling power into ir, you can increase the protection if of¬ 
fers to include all attacks. 


Lvl 3 +1 680 gp 

Lvl 18 

+4 

85,000 gp 

Lvl 8 +2 3.400 gp 

Lvl 23 

+ 5 

425,000 gp 

Lvl 13 +3 17,000 gp 

Implement (Staff) 

Lvl 28 

+6 

2,125,000 gp 

Enhancement: Attack rolls and damage 

rolls 



Critical +1d8 psychic damage per pfus 
Property: You gain resist 5 psychic. 

Level 13 or 18: Resist 10 psychic. 

Level 23 or 28: Resist 1 5 psychic. 

Power (Daily ♦ Aug men table): Immediate Interrupt, 
Trigger. An enemy targets you with an attack against Will, 
Effect: Until the start of your next turn, you gain a bonus 
to Will equal to the staffs enhancement bonus. 

Augment 1: You instead gain the bonus to all defenses. 


Staff of the Renewing Source Level 5+ 


lilts stuff draws mi residual psionic energy, allowing you to ex- 


pend less energy when you strike a foe. 



Lvl 5 

+ 1 

1.000 gp Lvl 20 

+4 

1 25.000 gp 

Lvl 10 

+ 2 

5.000 gp Lv! 2 5 

+5 

625,000 gp 

Lvl 15 

+3 

2 5,000 gp Lvl 30 

+6 

3,1 25,000 gp 


Implement (Staff) 

Enhancement: Attack rolls and damage rolls 
Criti cal: +1 d 6 da mage per plus 

Power (Daily): Free Action. Trigger: You hit an enemy with 
an augmented psionic attack power. Effect You regain 2 
power points. 

Level 15 to 20; Regain 4 power points. 

Level 25 to 30; Regain 6 power points. 



Staff of the Temporal juggler Level 4 f 


This multicolored staff allots you to steal bits of time from your 
enemies to accomplish more than you normally amid. 


Lvl 4 

+1 

840 gp 

Lvl 19 

+4 

105,000 

lvl 9 

+ 2 

4,200 gp 

Lvl 24 

+5 

525,000 

Lvl 14 

+3 

21.000 gp 

Lvl 29 

+6 

2,625,000 


Implement (Staff) 

Enhancement: Attack rolls and damage rolls 
Critical: + 1 d6 damage per plus 
Property: You gain a +1 item bonus to History checks. 
Level T4 or 19: +2 item bonus. 

Level 24 or 29: +3 item bonus. 

Power (Daily): Free Action. Trigger: You daze or Stun an 
enemy with a psionic attack using this staff. Effect: You 
can take an additional move action or minor action 


gP 

gP 

gP 


during this turn. 


Staff of the Third Eye Level 4 + 


This staff hits a capstone carved to resemble a dosed eve. The 
eye opens when you channel a power through an ally's location. 


Lvl 4 

+1 

840 gp 

Lvl 19 

+4 

105,000 gp 

Lvl 9 

+2 

4,200 gp 

Lvl 24 

+ 5 

525,000 gp 

Lvl 14 

+3 

21,000 gp 

Lvl 29 

+6 

2,62 5,000 gp 


Implement (Staff) 

Enhancement: Attack rolls and damage rolls 
Critical: + 1d8 damage per plus 
Rower (Encounter): Free Action, Trigger; You make a 
ranged attack using this staff. Effect: Choose an ally 
within 5 squares of you. You use a square in that ally's 
space as the attack's origin square. 


Staff of the Traveler Level 5 + 


This ruddy staff loot* as if if has seen many lands and many 
times, ami if offers you the same opportunities for Travel. 


Lvl 5 

+1 

1,000 gp 

Lvl 20 

+4 

1 2 5,000 gp 

Lvl 10 

+2 

5,000 gp 

Lvl 2 5 

+5 

6 2 5,000 gp 

Lv! 15 

+3 

2 5,000 gp 

Lvl 30 

+6 

3.12 5,000 gp 


Implement (Staff ) 

Enhancement: Attack rolls and damage rolls 
Critical; You teleport the target 2 squares per plus 
Property: Whenever you shift, you can instead teleport the 
number of squares you would have shifted. 

Power (Encounter ♦ Teleportation): Free Action. Trigger: 
You teleport using a psionic teleportation power. Ejffect: 
You teleport the same number of squares that you 
teleported using the triggering power. 



ft , 



IT Ol 

es Level 2 + 


Language is no hairier while you wield this sra/jt 


Lvl 2 

+ 1 

520 gp 

Lvl 17 

+4 

65,000 gp 

Lvl 7 

+2 

2,600 gp 

Lvl 22 

+5 

325,000 gp 

Lvl 12 

+3 

13,000 gp 

lvl 27 

+6 

1,6 2 5,000 gp 


Implement (Staff) 

Enhancement: Attack rolls and damage rolls 
Critical: + 1d1Q damage per plus 

Property: You gain a +1 item bonus to Diplomacy checks. 
Level ?2 or 17;+2 item bonus. 

Level 22 or 27: +3 item bonus. 

Property: You can speak, read, and write Super nal, 
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Staff of Unfailing Talent Level 2 * 


This siujfjfis charged with psychic energy ns lung if remains in 
tomac* with vau whilejvu have a reserve of psionlc energy. 


Lvl 2 

+ 1 

520 gp 

Lvl 17 

+4 

65.000 gp 

Lvl 7 

+2 

2,600 gp 

Lvl 2 2 

+5 

3 25,000 gp 

Lvl 12 

+3 

13,000 gp 

Lvl 27 

+6 

1,625,000 gp 


Implement (Staff) 

Enhancement: Attack rolls and damage rolls 
Critical; +1 d6 psychic damage per plus, or + 1d1 0 psychic 
damage per plus if you have at least 1 power point 

Rings 

These rings are best used by characters who have 


access to the Psion ic Augmentation class feature. 

RINGS 


Lvl Name 

Price (gp) 

12 Psychic's ring 

13,000 

14 Ring of mental power 

21,000 

Psychic’s Ring 

Level ) 2 


This crvsitif/irH' ring glitters with psionir energy, allowingymi to 


commu iiiarte [drpathlcudy. 

Item Slot Ring 13,000 gp 

Power (Encounter); Free Action. You use the psion s send 
thoughts power (page 82). 

If you have reached at least one milestone today, the 
messages that you and the target exchange can be up to 
SO words long. 


Ring of Mental Power _ level 14 


This brushed silver bund pulses with a catalyst for prionic 
minds. a Hawing you W expend energy when you r reserves are 
gone. 

Item Slot: Ring 21,000 gp 

Power (Encounter): Free Action. Trigger You have no 
power points remaining. Effect: You regain 1 power point. 
Power (Daily); Free Action. Trigger: You miss with an 
augmented pstonie attack power. Effect : You regain the 
power points you spent to augment the power. 

If you have reached at least one milestone today, you 
can instead reroll the attack roll and use either result. 


Consumables 

In addition to the consumable items presented in the 
Player's Handbook, many psionic adventurers utilize 
unusual consumable items to help focus their minds 
and bolster their powers. The items are considered 
other consumables for the purpose of categorization. 


CONSUMABLES 


Lvl 

Name 

Price (gp) 

3 

Talent shard 

30 

4 

Cognizance crystal 

40 

S 

Talent shard 

125 

13 

Talent shard 

650 

14 

Cognizance crystal 

800 

18 

Talent shard 

3,400 

23 

Talent shard 

17,000 

24 

Cognizance crystal 

21,000 

28 

Talent shard 

■HB 85,000 


Cognizance Crystal 

Level 4 > 


This muitJcofom) crystal captures unspent pstonie power. It 


crumbles to dust after releasing that energy'. 

Lvl 4 40 gp Lvl 24 21,000 gp 

Lvl14 800 gp 

Other Consumable 

Power (Consumable): Free Action, Trigger You miss all 
targets with an augmented pstonie attack power Ejfjfoct; 
You regain 1 power point. 

Level 14; Regain 2 powerpoints. 

Level 24; Regain 4 power points. 



Talent Shard level 3 * 


This crystal shurd contains the essence of a specific talent. 

When yon extract it, you gain insight into that talent for a short 
time. 

Lvl 3 30 gp Lvl 18 3,400 gp 

LvJS 125 gp Lv! 23 1 7,000 gp 

Lvl 13 650 gp Lvl 28 85,000 gp 

Other Consumable 

Power (Consumable): Minor Action. Choose one skill. You 
gain a +1 bonus to checks with that skill until the end of 
the encounter. 

Level 8: +2 bonus. 

Level 13: +3 bonus. 

Level IS: +4 bonus. 

Level 2 3; + 5 bonus. 

Level 28: +6 bonus. 
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Appendix: Reading a Power 


j 


The Players Handbook introduces how to read 
a power, starting on page 54 of that book. This 
appendix summarizes that information and defines 
keywords introduced in this book. 

The Power Format 

Player character powers are formatted to be easily 
referenced during play. 

Sequence: The order of information in a power 
description is a general guide to the sequence in 
which the powers effects occur. For example, an 
“Effect” entry might appear above attack information 
in a power description to indicate that something 
happens before you make the attack. 

Indentation: When information is indented in 
a power description, that means the information is 
contingent on the information directly above it. For 
example, a “Secondary Attack” entry indented right 
below a “Hit” entry is a reminder that you can make 
the secondary attack only if you hit with the primary 
attack. 

Entries in a Power 

A power description contains various entries, some 
of which appear in every power description, whereas 
other entries appear only when needed by a par¬ 
ticular power. Here are explanations of the various 
entries, presented in their typical order. 

Power Name and Level: The name of a power 
and the powers level appear in a colored bar on the 
first line of the power’s description. The color of the 
bar indicates how often you can use the power; green 
means the power is an at-will power, red means it’s an 
encounter power, and black means it’s a daily power. 

Flavor Text: The next entry, in italic text, briefly 
explains what the power does, from the perspective 
of your character in the world. The rest of the power 
description is rules text, but this flavor material is 
intended to help you narrate what your character is 
doing. 

Usage: The first word on the next line tells you 
how often you can use the power, that is, whether it is 
an at-will, an encounter, or a daily power. 

Keywords: The power’s keywords appear next. 
The keywords tell you the power source, any damage 
types associated with the power, accessories you 
can use with it, and other associated effects. If 
“Varies” appears among the keywords, that means 
the power has variable damage types, which you or 
circumstances determine. See “Keywords” below for 
keyword definitions. 


Action Type: The next line begins with the type 
of action required to use the power: standard, move, 
minor, free, immediate reaction, immediate inter¬ 
rupt, or opportunity. Some powers require no action 
to use. See page 267 of the Players Handbook for more 
information about action types. 

Attack Type and Range: The power’s attack type 
and range appear on the same line as its action type. 
The attack types are melee, ranged, area, and close. 
Each attack type has rules for range and targeting, 
detailed on pages 270-273 of the Players Handbook. 

Trigger: Powers that are immediate actions 
(interrupts or reactions) or opportunity actions have 
a trigger, which defines when you’re allowed to use 
the power. Some powers that are free actions, or that 
require no action to use, have a trigger as well. 

Prerequisite or Requirement: Some powers 
are usable only if you meet a precondition. You must 
meet a prerequisite to select a power. You must meet a 
requirement to use a power. 

Target: If a power directly affects one or more 
creatures or objects, it has a “Target” entry, specifying 
w'hom or what the power affects. 

Attack: A power’s attack entry specifies the ability 
score you use to make the attack, any special modi¬ 
fiers that apply to the attack roll, and which of the 
target’s defenses you check against. 

Hit: This entry describes what happens to each 
target that you hit with the power’s attack. 

Miss: This entry describes what happens to each 
target that you miss with the power’s attack. In con¬ 
trast to the Player's Handbook, the “Miss” entries in 
this book specify only what happens when you miss, 
not w hat doesn’t happen. 

“Half damage” in this entry refers to rolled dam 
age. Roll the damage specified in the "Hit” entry 
and deal half of that damage to each target you miss. 
"Half damage" does not apply to ongoing damage or 
any other damaging effects in the "Hit” entry. 

Effect: Anything that appears in an “Effect” entry 
occurs w'hen you use the power, whether or not you 
hit with it. 

Secondary Target and Secondary Attack: 

Some powers allow' you to make secondary (or even 
tertiary) attacks. A “Hit,” a “Miss,” or an “Effect” entry 
tells you when to make a secondary attack. Unless 
otherwise noted, the attack type and the range of a 
secondary attack are the same as the power’s, and the 
secondary attack doesn’t require a separate action. 

Some powers give you the ability to make a sec¬ 
ondary attack at a point later in an encounter. These 
powers include information about the secondary 
attack’s action type, attack type, range, and effect. 
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Sustain: I fa power has a Sustain" entry, you can 
keep that power active by taking a specified action 
during your turn. See "Durations," page 278 of the 
Player's Handbook, for more about sustaining a power. 

Class Feature Names: When a class feature 
name appears as a header in a power description, the 
associated entry describes an additional or a replace¬ 
ment effect that applies if you have that class feature. 

Aftereffect: An aftereffect automatically occurs 
after another effect ends. An "Aftereffect" entry is 
beneath the effect it applies to, which is typically in a 
“Hit* or an “Effect” entry, 

A target is sometimes subjected to an aftereffect 
after a save. If that save occurs when the target is 
making multiple saving throws, the aftereffect takes 
effect after the target has made all of them. 

Failed Saving Throw': Sometimes an effect 
changes as a target fails saving throws against it. 

The new effect, specified in a "Failed Saving Throw" 
entry, takes effect after the target fails a saving throw 
against the previous effect at the end of the target’s 
turn. The effect doesn't change if the creature fails a 
saving throw against it at a time other than the end of 
its turn. 

Level: This entry tells you if some part of the 
power -often its damage—increases when you reach a 
specific level. 

Special: Any unusual information about the use 
of a power appears in this entry. For example, some 
powers can be used as basic attacks, which is rioted in 
a "Special" entry. 


KEYWORDS 


This book uses keywords from the standard four cat¬ 
egories: power source, damage type, effect type, and 
accessory. 

¥ 

Power Source 

The source of a power is identified by its power 
source keyword: arcane, divine, martial, primal, 
psion ic, or shadow. If a power has more than one 
power source keyword, the power counts as belong¬ 
ing to each of those power sources. 

Damage Type 

Many attacks deal a specific type of damage: acid, 
cold, fire, force, lightning, necrotic, poison, psychic, 
radiant, or thunder. Each of these damage types has 
a keyword associated with It, If a power has such a 
keyword, the power deals that type of damage (the 
exception is poison, the keyword for which refers to 
damage, a nondamaging effect, or both). 

Changing Damage Types: If the damage types 
in a power change, the power both loses the key¬ 
words for any damage types that are removed and 
gains the keywords for any damage types that are 
added (the poison keyword is removed from a power 
only if that power neither deals poison damage nor 
has any nondamaging effects). 
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For example, if a sorcerer casts dragonfrost through 
a flaming dagger and uses the dagger’s ability to 
change the damage to fire, dragonfrost gains the fire 
keyword and loses the cold keyword for that use, 
since the power is dealing fire damage instead of cold 
damage. That use of the power can therefore benefit 
from effects, like feats, that affect fire powers, but not 
from effects that affect cold powers. 

Effect Type 

Effect type keywords signify the presence of particu¬ 
lar effects In powers, and many of these keywords 
have special rules that govern how their powers are 
used. Whether or not an effect type keyword has 
special rules, other effects in the game refer to that 
keyword. For example, the charm keyword has no 
special rules, but some creatures gain a bonus to 
saving throws against charm powers. 

Three effect type keywords are introduced in this 
book: augmentable, full discipline, and runic. This 
section contains the definitions of all the effect type 
keywords used in this book. 

Augmentable 

A power that has the augmentable keyword has 
optional augmentations, w'hich you can use at the cost 
of power points. Characters gain power points from 
sources such as Psionic Augmentation, a class feature 
ofardents, battleminds, and psions. 

AUGMENTABLE 

You use these rules when you use an augmentable 

power. 

♦ Decide First: You must decide whether and how 
to augment an augmentable power when you 
choose to use the power, before you make any 
attack rolls or apply any of the power’s effects. 

♦ Power Point Cost: An augmentation specifies its 
cost in power points. For example, "Augment 1 ’’ 
means you must spend 1 power point to use an 
augmentation. You must spend the required power 
points when you decide to use the augmentation. 

♦ One at a Time: You can use only one augmenta¬ 
tion on a power at a time, so you can’t, for example, 
spend 3 power points to use both a 1-point and a 
2-point augmentation on a single power. 

♦ Replace Base Effects: When you augment a 
power, changes to the power are noted in the aug¬ 
mentation. If an augmentation includes a specific 
power entry, such as “Hit" or "Effect," that entry 
replaces the entry in the base power that has the 
same name. An augmented version of a power is 
otherwise identical to the base power. 



♦ Unaugmented: When you use an augmentable 
power without augmenting it, the power is referred 
to as unaugmented for that use (some effects apply 
only when a power is unaugmented). A power that 
doesn't have the augmentable keyword is never 
considered unaugmented. 

♦ At-Will Attack Powers: When a power or some 
other effect lets you use an at will attack power, 
you can choose to use one of your augmentable 
at-will attack powers, but you must use it unaug* 
mented. 

When a racial trait grants you an at-will 
attack power of your choice and you choose an 
augmentable at-will attack power, the power 
loses both the augmentable keyword and its 
augmentations. 

Charm 

A charm power controls a creature’s actions in some 
way. This control is often represented by the creature 
being forced to attack its ally or being subjected to the 
dominated condition. 

Conjuration 

A conjuration power creates a conjuration, which is a 
thing of magical energy that resembles a creature or 
an object. Even if a conjuration looks like a creature 
or displays some degree of sentience, it is not consid 
ered a creature. 

CONJURATION 

A conjuration you create uses these rules, unless a 

power description says otherwise. 

♦ Occupies No Squares: The conjuration occupies 
no squares. 

♦ Unaffected by the Environment: Terrain and 
environmental phenomena have no effect on the 
conjuration. For example, a conjuration that is an 
icy hand functions in an inferno without penalty. 
The conjuration does not need to be supported by 
a solid surface, so it can float in the air. 

♦ Your Defenses: Normally, a conjuration cannot be 
attacked or physically affected. If your conjuration 
can be attacked or physically affected, it uses your 
defenses. Unless an attack specifically targets con¬ 
jurations. only the attack’s damage (not including 
ongoing damage) affects the conjuration. 

♦ Attacking with a Conjuration: Normally, a conju¬ 
ration cannot attack. If your conjuration can attack, 
you make the attack. You determine line of sight 
normally, but you determine line of effect from the 
conjuration, as if you were in its space. 


♦ Mo va b I e C o nj u rati ons: I f the po we r yo u u se to 
create a conjuration allows you to move it, it's a 
movable conjuration. At the end of your turn, the 
movable conjuration ends if you are not within 
range of at least 1 square it s in (using the pow¬ 
er's range) or if you don't have line of effect to at 
least I square it’s in. 

When you move a conjuration, you can t move 

it through blocking terrain, 

♦ Death Ends: If you die, the conjuration ends 
immediately. 

Fear 

A fear power inspires fright. This fright is often rep- 
resented by a creature being forced to move, taking a 
penalty to attack rolls, or granting combat advantage. 

Full Discipline 

A full discipline power contains what are effectively 
two mini-powers, an attack technique and a move 
ment technique. 

FULL DISCIPLINE 

You use these rules when you use a full discipline 

power. 

♦ One per Round: You can use only one full disci¬ 
pline power per round, unless you spend an action 
point. If you spend an action point to take an extra 
action, you can switch to a different full discipline 
power. 

♦ Separate Actions: Each of the techniques in a full 
discipline power requires a separate action to use. 

1 he action types are specified in the power You 
can use the techniques in whatever order you like 
during a round, and you can use one of the tech¬ 
niques anti not the other during a particular round. 

r he number of times you can use a technique 
during a round is determined by the power’s type¬ 
at-will or encounter-and by the actions you have 
available in that round, for example, you can use 
the techniques of an at-will full discipline power as 
many times during a round as you like, provided you 
have enough of the required actions. If you use an 
encounter full discipline power, you can use both 
techniques, but can use each technique only once 
during that round. 

Healing 

A healing power restores hit points, usually either 
by restoring hit points immediately or by granting 
regeneration. 

Illusion 

An illusion power deceives the mind or the senses. 
Illusions often obstruct vision or redirect attacks. If 
an illusion power deals damage, the damage itself is 
not an illusion. 


Poison 

A poison power delivers a nondamaging poisonous 
elfect, deals poison damage (see 'Damage Type” 
above), or both. 

Polymorph 

Polymorph powers change a creature’s physical form 
in some way. 

POLYMORPH 

You use these rules when you're affected by a poly¬ 
morph power. 

+ One Polymorph at a Time: If you are affected 
by more than one polymorph power, only the 
most recent one has any effect. The other powers' 
effects remain on you and their durations expire 
as normal, but those effects don’t apply- However, 
when the most recent effect ends, the next most 
recent one that is still active applies to you. for 
example, if you are a druid under the effect of wild 
shape and a monster uses a polymorph power on 
you, the effect of your wj/d shape is suppressed until 
the monsters polymorph effect ends on you. 

♦ Changing Size: If a polymorph power reduces your 
space, you do not provoke opportunity attacks for 
leaving squares as you shrink. 

If a polymorph effect would make you too large 
to fit in the available space, the effect fails against 
you, but you are stunned (save ends), for example, 
if you are crawling through a narrow tunnel and a 
polymorph effect tries to turn you into a creature 
that is too large for the tunnel, the effect fails, but 
you are stunned until you save. 

♦ Death Ends: If you die, polymorph effects end on 
you Immediately. 

Reliable 

If you miss every target with a reliable power, you 
don't expend the use of that power. 

Runic 

A runic power channels the magic of runes that are 
specified in the power. 

RUNIC 

You use these rules when you use a runic power. 

♦ Choose First: When you are going to use a runic 

power, you first choose one of the runes in the 
power and then use the power applyingthe chosen 
rune's effects. 

♦ Rune State: You are then in the rune state associ¬ 

ated with ihe chosen rune until you enter a new 
rune state or until the end of the encounter. Certain 
effects rely on you being in a particular rune state. 
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Sleep 

Sleep powers knock creatures unconscious. Unless 
a power says otherwise, this unconsciousness is not 
normal sleep* so a creature that is subjected to it 
cannot be simply awakened; the power specifies how 
the unconsciousness ends. 

Stance 

When you use a stance power* you assume a stance 
that lasts until you assume another stance or u mi It he 
end of the encounter. You can assume no more than 
one stance per turn. 

Summoning 

Powers that have the summoning keyword bring 
creatures magically from elsewhere* often from other 
planes, to serve you. 

SUMMONED CREATURE 

A creature you summon uses these rules, unless a 

power description says otherwise* 

♦ Allied Creature: When you use a summoning 
power, you create a creature that is an ally to you 
and your allies. The power determines where the 
summoned creature appears. 

4 Your Defenses: The summoned creatures 
defenses equal yours when you summon it, riot 
including any temporary bonuses or penalties. 

♦ Hit Points: The summoned creatures maximum 
hit points equal your bloodied value. When the 
summoned creature drops to 0 hit points, it is 
destroyed, arid you lose a healing surge* If you have 
no healing surges left, you instead take damage 
equal to half your bloodied value. 

♦ No Healing Surges: The summoned creature lacks 
heating surges, but if a power allows it to spend a 
heating surge, you can spend a healing surge for 

it. The summoned creature, rather than you, then 
gains the benefit of the healing surge. 

4 Speed: The summoning power determines the 
summoned creatures speed. 

♦ Commanding the Creature: The summoned crea¬ 
ture has no actions of its own; you spend actions 

to command it mentally* You can command the 
creature only If you have line of effect to it. When 
you command the creature, the two of you share 
knowledge hut not senses. 

As a minor action* you can command the 
summoned creature to take one of the following 
actions, if it is physically capable of taking that 
action: crawl, escape, fly. open or close a door or 
a container, pick up or drop an item, run* stand 
up, shift, squeeze, or walk. 


The summoning power determines any special 
commands you can give the summoned creature 
and gives an action type for each command. If a 
special command is a minor action, you can give 
that command only once during each of your 
turns* 

♦ Attacks and Checks: If a summoning power 
allows tiie summoned creature to attack, you make 
an attack through the creature, as specified in the 
power description. If the summoned creature can 
make a skill check or an ability check, you make 
the check* Attacks and checks you make through 
the creature do not include temporary bonuses or 
penalties to your statistics. 

♦ Duration: Unless the summoning power sLates 
otherwise, the summoned creature lasts until the 
end of the encounter and then disappears* As 

a minor action, you can dismiss the summoned 
creature. 

Teleportation 

A teleportation power transports creatures or objects 

instantaneously from one location to another, 

TELEPORTATION 

You use these rules when you use a teleportation 

power on a target, which might he yourself, another 

creature, or an object. 

4 Instantaneous: Teleportation is instantaneous, 
l he target disappears and ini mediately appears in 
the destination space you choose. The movement 
is unhindered by intervening creatures, objects, or 
terrain, 

4 Destination Space: The destination of the tele¬ 
portation must be an unoccupied space that the 
target can occupy without squeezing. If arriving in 
rhe destination space would cause the target to fall 
or if that space is hindering terrain, the target can 
make a saving throw. On a save, the teleportation is 
negated. 

4 Line of Sight: You must have iine of sight to the 
destination space* 

4 No Line of Effect: Neither you nor the target 
needs line of effect to the destination space. 

4 No Opportunity Actions: The target doesn’t 
provoke opportunity actions for leaving iLs starting 
position. 

4 Immobilized or Restrained: Being immobilized 
or restrained doesn't prevent a target from tele¬ 
porting. If a target teleports away from a physical 
restraint* a monster's grasp, or some other immobi¬ 
lizing effect that is located in a specific space, rhe 
target is no longer immobilized or restrained. Oth¬ 
erwise, the target teleports but is still immobilized 
or restrained when it reaches the destination space. 


Zone 

Powers that have the zone keyword create zones, 
magical areas that last for a round or more. 

ZONE 

A zone you create uses these rules, unless a power 

description says otherwise. 

♦ fills an Area of Effect: The zone is created within 
an area of effect and fills each square in the area 
that is within line of effect of the origin square. 

♦ Unaffected by Attacks and the Environment: 

The zone cannot be attacked or physically affected, 
and terrain and environmental phenomena have 
no effect on it. For example, a zone that deals fire 
damage is unaffected by cold damage, 

♦ Movable Zones: If the power you use to create 
a zone allows you to move it, its a movable zone. 

At the end of your turn, the movable zone ends if 
you are not within range of at least 1 square of it 
(using the power's range) or if you don't have line of 
effect to at least 1 square of it. 

When you move a zone, you can t move it 
through blocking terrain. 

♦ Overlapping Zones: if zones overlap and impose 
penalties to the same roll or game statistic, a crea¬ 
ture affected by the overlapping zones is subjected 
to the worst penalty. Similarly, a creature in the 
overlapping area takes damage only from the zone 
that deals the most damage, regardless of damage 
type. 

4* Death Ends: If you die, the zone ends immediately. 

Accessory 

The two accessory keywords—implement and 
weapon-indicate whether a power can be used with 
an implement or a weapon. 

Implement 

Implements are items wielded by certain characters 
to channel their powers. Your class description or a 
feat tells you which implements you can wield, if any. 

The implement keyword identifies a power that 
can be used through an implement, and the imple¬ 
ment must be a type wielded by the power's class or 
paragon path. For example, to use an implement with 
a wizard power, the implement must be a type used 
by wizards, such as an orb or a wand, and you must 
be able to wield it. If a power, like one from a racial 
paragon path, has this keyword but isn't associated 
with a class or a class paragon path, you can use any 
implement with that power, as long as you're able to 
wield the implement. 

Magic Implements:To use a magic imple¬ 
ment-including its properties and powers-you must 
be able to wield that kind of implement. 11 you can 


wield a magic implement, you can add its enhance¬ 
ment bonus to the attack rolls and the damage rolls 
of implement powers you use through it, See “Magic 
Items," starting on page 223 of the Players Handbook* 
for more about magic implements. 

Using a Weapon as an Implement: If you re 
able to use a weapon as an implement, the weapon 
works like a normal implement lor you, but you use 
neither the weapons proficiency bonus nor its non- 
magical weapon properties with your implement 
powers. 

When you use a magic version of the weapon 
as an implement, you can use tlie magic weapon's 
enhancement bonus, critical hit effects, properties, 
and powers. However, some magic weapons have 
properties and powers that are worded in such a 
way that they work only with weapon attacks. Also, a 
weapons range and damage die are usually irrelevant 
to implement powers, since such powers have their 
own ranges and damage expressions. 

Weapon 

The weapon keyword identifies a power that is used 
with a weapon* including an improvised weapon 
such as an unarmed strike (see Weapons,’ 1 Player’s 
Handbook, page 215), The range and the damage of a 
weapon power is usually determined by the weapon 
you use with it, A |[W] in a power’s damage expression 
stands for your weapons damage dice (see "Damage*" 
Player’s Handbook, page 276). 

If you use a weapon power with a weapon with 
which you have proficiency,you add the weapon’s 
proficiency bonus to the attack rolls of that power. 
Your class and feats determine your weapon 
proficiencies. 

Magic Weapons: If you use a weapon power with 
a magic weapon,you can add the magic weapons 
enhancement bonus to the power's attack rolls and 
damage rolls. See "Magic Items," starting on page 
223 of the Player’s ] laud book, for more about magic 
weapons. 

Using an Implement as a Weapon: Most imple¬ 
ments cannot he used as weapons. However* a few 
implements, like staffs, are expressly usable as both 
implements and weapons. When you wield such an 
implement as a weapon, you follow the normal rules 
for using a weapon. 

When you use a magic version of the implement 
as a weapon, you can use the magic implement’s 
enhancement bonus and critical hit effects. To use its 
properties and powers, you must be able to wield it 
as an implement (see "Implement 1 above). Also, some 
magic implements have properties and powers that 
are worded in such a way that they work only with 
implement attacks. 
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This glossary defines some of the game terms used 
in this book, as well as terms related to them. The 
materia! here assumes you're familiar with the skill 
and combat chapters in the Player's Handbook. The 
glossary supersedes previous sources and incorpo¬ 
rates clarifications and new rules, 

aberrant [origin]: Aberrant creatures are native to 
or shaped by the Far Realm. 

acid [keyword]: A damage type (page 215). 

altitude limit: If you have a specified altitude limit 
while flying, you crash at the end of your turn if 
you are flying higher than that limit. See also fly 
speed. 

augmentablc [keyword]: An effect type. See also 
page 216, 

blinded [condition!: While you are blinded, you 
can't see. which means your targets have total 
concealment against you, and you take a -10 pen¬ 
alty to Perception checks. You also grant combat 
advantage and can t flank. 

blind sight: If you have blind sight, you can clearly 
see creatures or objects within a specif ied range 
and within line of effect* even if they are invisible 
or obscured. You otherwise rely on your normal 
vision. 

bloc king terrain: A ty pe of terrain that blocks 
squares, often by filling them. Examples: Walls, 
doors, and large pillars. Blocking terrain provides 
cover, interferes with movement around it. and 
blocks line of effect. It also blocks line of sight, 
unless it’s transparent. See also‘Terrain and 
Obstacles," Player's Handbook, page 283, 

bonus: See "Bonuses and Penalties," Player's 
Handbook, page 275, and untyped bonus. 

charm [keyword): An effect type. Sec also page 216 

cold [keyword]: A damage type (page 215). 

conjuration | keyword]: An effect type. See also 
page 216. 

darkvision: ffyou have dark vision, you can see in 
dim light and darkness without penalty. This 
means you ignore the -2 penalty to attack rolls 
when you attack a target that has concealment as 
a result of dim light and the -5 penalty to attack 
rolls when you attack a target that has total con 
cealment as a result of darkness, 

dazed |condition|: While you are dazed, you can 
take either a standard, a move, or a minor action 
on your turn. You can still take free actions, but 

i# 

you can t take immediate or opportunity actions. 
You also grant combat advantage and can't flank. 


deafened [condition]: While you are deafened, 
you can't hear, and you take a -10 penalty to 
Perception checks, 

dominated [condition): While you are dominated, 
you can t take actions. Instead, the dominating 
creature chooses a single action for you to take on 
your turn: a standard* a move, or a minor action. 
The only powers it can make you use are at-will 
powers. You also grant combat advantage and 
can't flank. 

dying [condition]; Dropping to 0 hit points or fewer 
causes you to have this condition, which ends if 
you regain hit points. While you are dying, you 
are unconscious and must make death saving 
throws. See also “Death and Dying," Players 
Handbook, page 295, See also unconscious. 

elemental [origin]: Elemental creatures are native 
to the Elemental Chaos. 

extra damage: Many powers and other effects grant 
the ability to deal extra damage. Extra damage is 
always in addition toother damage,This means 
an attack that deals no damage, such as the 
wizard power sleep, can’t deal extra damage. 

fear {keyword|: An effect type. See also page 217. 

fey [origin]: Fey creatures are native to the Fey wild. 

fire [keyword]: A damage type (page 215), 

fly speed: If you have a fly speed, you can fly a 
number of squares up to that speed as a move 
action. To remain in the air, you must move at 
least 2 squares during your turn, or you crash at 
the end of your turn. While flying, you can't shift 
or make opportunity attacks, and you crash if you 
are knocked prone. See also "Flying," Dungeon 
Masters Guide* page 47. 

force [keyword]: A damage type (page 215). 

full discipline [keyword]: An effect type. See also 
page 217. 

grab; See "Escape" and 'Grab,' 1 Players Handbook, 
pages 288 and 290. 

half damage: When a power or another effect deals 
half damage, apply all modifiers to the damage* 
including resistances and vulnerabilities, and 
then divide the damage in half. 

healing [keyw r ord|: An effect type. See also 
page 217. 

heavily obscured: A measure of visibility and a 
type of obscured terrain. You have total conceal¬ 
ment when you are in a heavily obscured square, 
although you have only concealment against 
an enemy adjacent to you. Examples: Heavy 
fog, smoke, or foliage. Contrast with lightly 
obscured and totally obscured. 
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helpless {condition): While you are helpless, you 
grant combat advantage and can be the target of 
a coup de grace (Players Handbook, page 288), 

hidden: When you are hidden from an enemy, you 
are silent and invisible to that enemy You nor¬ 
mally use the Stealth skill to become hidden. See 
also invisible. 

hindering terrain: A type ol terrain that hinders 
creatures, usually by damaging them. Examples: 
Pits. lava, and deep warer. You can make a 
saving throw when you are pulled, pushed, slid, 
or teleported into hindering terrain. See also 
Teleportation," page 218. and 'Falling," Player's 
Handbook, page 284* 

hover: If you can hover, you can remain in the air 
without moving during your turn* You can also 
shift and make opportunity attacks while flying. 
See also fly speed. 

illusion [keyword \: An effect type* See also page 

217. 

immobilized [condition]: When you are immobi¬ 
lized, you can't move, unless you teleport or are 
pulled, pushed, or slid. 

immortal |origin|: Immortal creatures are native to 
the Astral Sea. Unless they are killed, they live 
forever. 

immune: If you are immune to a damage type 
(such as cold or Ore), you don’t take that type of 
damage. If you are immune to a condition or 
another effect (such as the dazed condition or 


forced movement), you are unaffected by it. If 
you are immune to charm, fear, illusion, poison, 
or sleep, you arc unaffected by the nondamaging 
effects of a power that has that keyword. 

Immunity to one part of a power does not 
make you immune to other parts of the power. 
For example, if you are immune to thunder, a 
power can deal no thunder damage to you, but 
the power could push you. 


implement [keyword]: An accessory type. See also 
page 219. 

insubstantial; When you are insubstantial, you take 
half damage from any damage source, including 
ongoing damage. See also half damage. 

invisible: if you are invisible, you have several advan¬ 
tages against creatures that can’t see you: You 
have total concealment against them,you don’t 
provoke opportunity attacks from them, and they 
grant combat advantage to you. 

knowledge check: A skill check used to remember 
a useful bit of information in a particular field 
of knowledge* Arcana, Dungeoneering, History, 
Nature, and Religion are the skills most com¬ 
monly used to make knowledge checks. See also 
'Knowledge Checks," Players Handbook, page 179. 

lightly obscured: A measure of visibility and a type 
of obscured terrain* You have concealment when 
you are in a lightly obscured square, Examples: 
Dim light, foliage, fog, smoke, and heavy rain or 
falling snow. Contrast with heavily obscured 
a nd totally obscu red. 
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lightning | keyword |: A damage type (page 215). 

low-light vision: Ifyou have low light vision, you can 
see in dim light without penalty. This means you 
ignore the -2 penalty to attack rolls when you 
attack a target that has concealment as a result of 
dim light. 

marked [condition|: When you mark a creature, 
that creature takes a -2 penalty to attack rolls for 
any attack that doesn’t include you as a target. A 
creature can be subjected to only one mark at a 
time, and a new mark supersedes an old one. 

move: Whenever a creature, an object, or an effect 
leaves a square to enter another, it is moving, 
whether that move is done willingly or is forced. 
This means shifting, teleporting, and being 
pushed are all moves, for example. 

If a power notes a distance that you or an 
ally moves willingly (for example, “you shift 2 
squares”), the character allowed to move can 
decide to move all, some, or none of that distance. 
Similarly, if a power forcibly moves an enemy (for 
example, “you push the target 3 squares”), you can 
decide to move the enemy all, some, or none of 
that distance. 

If a power notes the destination for your or 
an ally’s move (for example, “a square adjacent 
to the target”), the character allowed to move 
decides either to move to that destination or not. 
You can’t move partway. Similarly, if a power 
specifies where you force an enemy to move, you 
decide either to move the enemy there or not. 

See also “Movement and Position,” Players 
Handbook , page 282. 

natural [origin]: Natural creatures are native to the 
natural world. 

necrotic (keyword): A damage type (page 215). 

once per round: Some effects are usable only once 
per round. If you use such an effect, you can’t use 
it again until the start of your next turn. 

penalty: See “Bonuses and Penalties,” Players 
Handbook , page 275. 

phasing: When you are phasing, you ignore difficult 
terrain and can move through objects and other 
creatures, but you must end your movement in an 
unoccupied space. 

poison [keyword |: A damage and effect type. See 
also page 217. 

polymorph [keyword]: An effect type. See also 
page 217. 

prone [condition]: When you are prone, you are 
lying down. You take a -2 penalty to attack rolls, 
and the only way you can move is by crawling, 
teleporting, or being pulled, pushed, or slid. In 
addition, you grant combat advantage to enemies 
making melee attacks against you, but you gain 


a +2 bonus to all defenses against ranged attacks 
from enemies that aren't adjacent to you. 

If you’re flying when you fall prone, you safely 
descend a distance equal to your fly speed. Ifyou 
don’t reach a solid surface, you fall. 

You can drop prone as a minor action. 

psychic [keyword]: A damage type (page 215). 

radiant | keyword]: A damage type (page 215). 

regeneration: See the Players Handbook, page 293. 

reliable [keyword): An effect type. See also 
page 217. 

removed from play: Some effects can temporarily 
remove you from play. While you are removed 
from play, your turns start and end as normal, 
but you can’t take actions, unless specified 
otherwise. In addition, you have neither line of 
sight nor line of effect to anything, and nothing 
has line of sight or line of effect to you. 

resist: Ifyou have resistance, you take less damage 
from a specific damage type. For example, if you 
have resist 10 fire, you take 10 less damage when 
an attack deals fire damage to you or when you 
take ongoing fire damage. See also “Damage 
Type,” page 215. 

Against Combined Damage Types: Your resis¬ 
tance is ineffective against combined damage 
types unless you have resistance to each of the 
damage types, and then only the weakest of the 
resistances applies. For example, ifyou have 
resist 10 lightning and resist 5 thunder and an 
attack deals 15 lightning and thunder damage to 
you, you take 10 damage, because the resistance 
to the combined damage types is limited by the 
lesser of the two resistances. 

Not Cumulative: Resistances against the same 
damage type are not cumulative. Only the highest 
resistance applies. For example, if you have resist 
5 cold and then gain resist 10 cold, you have resist 
10 cold, not resist 15 cold. Similarly, ifyou have 
resist 5 cold and then gain resist 2 to all damage, 
you still have resist 5 cold, not resist 7 cold. 

restrained [condition]: While you are restrained, 
you are immobilized, and you can’t be pulled, 
pushed, or slid. You also take a -2 penalty to 
attack rolls, and you grant combat advantage. See 
also immobilized. 

runic [keyword): An effect type. See also page 217. 

save: A successful saving throw. A save ends an effect 
that includes one of the following notations in 
parentheses: “save ends,” “save ends both,” or 
“save ends all.” See also “SavingThrows,” Players 
Handbook , page 279. 

Identical Effects That a Save Can End: Ifyou are 
subjected to identical effects that a save can end, 
including ongoing damage, you ignore all but one 
of those effects. For example, ifyou are dazed (save 


ends) and then you are attacked and aga in dazed 
(save ends),you ignore the second effect, since it is 
identical to the effect you are already subject to. 

You never make multiple saving throws 
against identical effects. You do, however, make 
separate saving throws against effects that aren't 
identical, even if they contain t lie same condition. 
For example, dazed (save ends) and dazed and 
immobilized (save ends both) are not identical 
effects, so you must make separate saving throws 
against them. See also "Ongoing Damage,” 

Player's Handbook, page 278. 

Overlapping Durations; When you are sub¬ 
jected to identical effects that end at different 
times, you ignore all the effects but the one that 
lias the most time remaining. Effects that a save 
can end work differently, since you don't know 
when they're going to end. You, therefore, track 
effects that a save can end separately from effects 
(hat end at specific times. See also "Durations,” 

P laye r 5 Hand baa k, page 278. 

shadow [origin]: Shadow creatures are native to the 
Shadowfelh 

sleep |keyword|: An effect type. See also page 218, 

slowed [condition]: When you are slowed, your 
speed becomes 2 if it was higher than that. This 
speed applies to all your movement modes (walk¬ 
ing, flying, and so on), but it applies to neither 
forced movement against you nor teleportation. 
You also cannot benefit from bonuses to speed, 
although you can take actions, such as the run 
action, that allow you to move farther than your 
speed. If you are subjected to this condition while 
you're moving, you must stop if you have already 
moved at least 1 squares. 

solid obstacle: See blocking terrain, 

stance [keyword]: An effect type. See also page 218. 

stunned [condition]: While you are stunned, you 
cant take actions. You also grant combat advan¬ 
tage and can’t flank. 

summoning |keyword]: An effect type. See also 
page 218, 

surprised [condition]: While you arc surprised,you 
can’t take actions. You also grant combat advan¬ 
tage and can’t flank. 

teleportation [keyword]: An effect type. See also 
page 218. 

threatening reach: If you have threatening reach, 
you can make an opportunity attack against any 
enemy within your reach that provokes an oppor¬ 
tunity attack. 

thunder [ key vv or d j: A d a mage t v pe (page 215). 

totally obscured: A measure of visibility and a type 
of obscured terrain. You have total concealment 


when you are in a totally obscured square. 
Example: Total darkness. Contrast with heavily 
obscured and lightly obscured. 

Iremorsense: If you have 1 remorse use, you can 
clearly see creatures and objects within a speci¬ 
fied range, even if they are invisible, obscured, 
or outside line, of effect, but both you and they 
must he in contact with the ground or the same 
substance, such as water or a web. You otherwise 
rely on vour normal vision, 

unconscious [condition]: While you are uncoil' 
scions, you arc helpless, you can’t take actions, 
and you take a -5 penalty to all defenses. You 
also can't flank. When you are subjected to this 
condition, you fall prone, if possible. See also 
helpless and prone. 

untyped bonus: A bonus that has no type. Bonuses 
llialhave no ivpc add togethen Howev< t. if you 
gain multiple untyped bonuses from the same 
named game element (a power, a feat, u class lea* 
lure, and the like), only the highest bonus applies, 
unless slated otherwise. For example, if you 
spend an action point and can see two warlords 
who have the Tactical Presence class feature, you 
gain the bonus to attack rolls from only one of 
the warlords, whichever one provides the higher 
bonus. See also "Bonuses and Penalties,” Players 
Handbook, page 275. 

vulnerable: If you are vulnerable to a particular 
damage type,you take a specific amount of extra 
damage when you lake damage of that type. For 
example, if you have vulnerable 10 radiant, you 
take 10 extra radiant damage when an attack 
deals radiant damage to you or when you take 
ongoing radiant damage. See also "Damage 
Type," page 215. 

Against Combined Damage Types: Vulnerability 
to a specific damage type applies even when 
that damage type is combined with another. For 
example, ifyou have vulnerable 5 fire, you take 
5 extra damage when you take ongoing fire and 
radiant damage. 

Not Cumulative: Vulnerabilities to the same 
damage type are not cumulative. Only the high¬ 
est vulnerability applies. For example, ifyou have 
vulnerable 5 psychic and then gain vulnerable 
10 psychic,you have vulnerable 10 psychic, not 
vu I no rable I 5 psyc h ic\ 

weakened |condition|: While you are weakened, 
your attacks deal half damage, but ongoing 
damage that you deal is not affected. See also 

halt damage. 

weapon |keyword]: A 11 accessory type. See also 
page 219. 

zone [keyword]: An effect type. See also page 219. 
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